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GURPS Ultra-Tech is a sourcebook of science-fiction
gadgets and weapons. It’s a resource for space, alternate
future, techno-thriller, cyberpunk, or supers games — any
setting that requires technology from tomorrow and
beyond.

The equipment described within spans the “future” tech
levels from TL9 (a few decades from now) to TL12 (the age
of miracles). The emphasis is on personal gear of all sorts,
from hyperspectral goggles and neutrino communicators
to gamma-ray laser rifles and dreadnought battlesuits.
Ultra-Tech also provides plenty of details on future
medicine, but since GURPS Bio-Tech covered genetics,
biomods, and drugs, this book emphasizes hard tech —
cybernetics, ultra-tech medical equipment, neural inter-
faces, and mind uploading. As technology advances, the
line between man and machine may become increasingly
blurred. Ultra-Tech provides rules for establishing the
capabilities and limitations of artificial intelligence, as well
as templates for robotic or total cyborg bodies, from handy
technical 'bots to shapeshifting nanomorphs.

Ultra-Tech is a catalog for players, and a resource for
the GM. Ultra-technology can propel adventures into
action, add color and atmosphere to a science-fiction
setting, serve as the object of a quest, or power a villain’s
sinister design. There’s no need to make every gadget in this
book available at once - that can be overwhelming! It’s up
to the Game Master to decide exactly what gear to use . . .
but to help out, we've provided a chapter of suggestions on
integrating equipment into the game and establishing
alternative technology paths so that the technology fits the
campaign.

PUBLICATION HISTORY

This is the third edition of GURPS Ultra-Tech; it has
been revised to the GURPS Fourth Edition rules. The old-
est material included here dates back to the three chapters
of equipment in the first edition of GURPS Space (by Steve
Jackson and William A. Barton). This material was incor-
porated into GURPS Ultra-Tech (by David Pulver). GURPS
Ultra-Tech 2 added more gadgets, including some adapted
from GURPS Cyberpunk (by Loyd Blankenship). Material
in the present edition was also inspired by technology in
GURPS Psionics, GURPS Robots, and Transhuman
Space.

ABOUT THE AUTHORS

David L. Pulver lives in Victoria, British Columbia. He
has been a science-fiction fan and avid gamer for most of
his life. He is a co-author of the GURPS Basic Set, Fourth
Edition, and has written or co-authored over 60 other gam-
ing books, including GURPS Bio-Tech, GURPS Robots,
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GURPS Psionics, BESM 2nd Edition, and Transhuman
Space.

Kenneth L. Peters lives in Post Falls, Idaho. He is an
anthropology buff and a sergeant in the United States
Marine Corps Reserve. He is the author of Transhuman
Space: Spacecraft of the Solar System, and a co-author of
Transhuman Space: Under Pressure and several
Shadowrun books.

About GURPS

Steve Jackson Games is committed to full sup-
port of GURPS players. We can be reached by
email: info@sjgames.com. Our address is SJ
Games, P.O. Box 18957, Austin, TX 78760.
Resources include:

New supplements and adventures. GURPS con-
tinues to grow - see what's new at
gurps.sjgames.com.

Warehouse 23. Our online store offers GURPS
print items, plus PDFs of our books, supplements,
adventures, play aids, and support ... including
exclusive material available only on Warehouse 23!
Just head over to warehouse23.com.

Pyramid (pyramid.sjgames.com). For 10
years, our PDF magazine Pyramid included new
rules and articles for GURPS, plus systemless
locations, adventures, and much more. The entire
122-issue library is available at Warehouse 23!

Internet. To discuss GURPS with our staff and
your fellow gamers, visit our forums at
forums.sjgames.com. You can also join us at
facebook.com/sjgames or twitter.com/sjgames.
Share your brief campaign teasers with
#GURPShook on Twitter. Or explore that hashtag
for ideas to add to your own game! The GURPS
Ultra-Tech web page is at gurps.sjgames.com/
ultra-tech.

Store Finder (storefinder.sjgames.com): Dis-
cover nearby places to buy GURPS items and
other Steve Jackson Games products. Local shops
are great places to play our games and meet fel-
low gamers!

Rules and statistics in this book are specifically
for the GURPS Basic Set, Fourth Edition. Page ref-
erences that begin with B refer to that book, not
this one.
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CuAPTER ONE

ULTRA-
TECHNOLOGY

The trouble with commanding the Imperial Secret Today’s visitor was Merlin, the AI who ran the psycho-
Service’s clandestine Galactic Operations Directorate, Colonel — history division. It didn't waste any time.
Erasmus reflected, was that whenever you had an unexpected “I have some very bad mnews,” said the Artificial
caller, it was always bad news. Intelligence.

Colonel Erasmus forced a smile. “Of course you do.” The
AI's avatar, who seemed to get younger each time they met,
shimmered before his desk. “I'm a little busy.”

“You'll be busier. We have an evolving singularity in the
local bubble.” Merlin waved a hand, and a holographic pro-
jection of the Terran Sector materialized, extending across
time and space. “Observe. The Bubble client states — here.
And here . ..”
“An expansionist threat from the Thearchy of
Buckminister?” Erasmus shook his head in disbelief.
“You've fried a circuit, Merlin. They're a safe-tech civ-
ilization, steadily regressing to retro-tech. If they
invade, it'll be the Ludenburg Star Empire all over
again.” He smiled wistfully. “Infantry with
auto-rifles and steel helmets, pouring out of
hyperdrive ships . . . I even saw some horse
cavalry. It was almost fun.”

“This won't be. Your data is obsolete,
Erasmus. The new synod’s given its backing
to the Accelerationist faction in the clergy —
scientific progress now glorifies the Creator. I've
plotted their cultural dynamism. Take a look at
this.”

Holographic equations appeared, hanging
in the air. It had been a while since Erasmus
had taken techno-sociology, but he could still
decipher them. “A radical superscience culture
in 40 years?”

“So I predict. They've got their own Als now.
Last month, they began experimenting with
nanotechnology. Combine that with their exist-
ing FTL technology . ..”

“Apocalypse now. I get it. Unfortunately, all
ny operatives are a little busy.”

“Anything important?”

“Preventing a nuclear war. Tracking down
several grams of stolen antimatter. Finding a missing
princess. The daily grind. I expect results soon.”

“Tell them to hurry.”

GURPS Ultra-Tech is a catalog of technologies and
equipment from TL9 (extrapolations of existing develop-
ments) to TL12 (devices that verge on the miraculous).
This chapter provides general background and rules for
ultra-technology, along with guidelines for adjusting the
availability of equipment in a campaign.

ULTRA-TECHNOLOGY




Ladar (TL9)

This high-resolution sensor emits laser energy, then
analyzes the returned signal to build up a picture of the
user’s surroundings. A ladar can discern a target’s size and
shape, and pick out other physical details, such as the
shape of a face. It can’t determine flat detail such as writ-
ing. Anyone who can sense the sig-
nal you emit can detect the ladar,
out to twice its own range.

Ladars are of limited use
in detecting unknown targets
due to the narrowness of the
beam - make an Electronics
Operation (Sensors) roll at -4
to spot a previously unknown
target. However, they are excel-
lent for identifying targets that
have already been spotted by
other sensors (roll at +4, even
to detect fine detail such as
a face).

Ladar can be used to “lock
onto” a target that has already
been detected. This determines
its precise range and speed, and
gives +3 to hit that target with
an aimed ranged attack. This
bonus is not cumulative with
that from other active sensors
that have locked onto the target.

Ordinary radar detectors do
not detect ladar; specialized
laser sensors (pp. 62, 188) are
required. Ladar cannot pene-
trate solid objects. It has 10-
50% range in falling rain or
snow, and can be tuned to use
blue-green frequencies. It func-
tions at 1% range underwater,
with an maximum range of 200
yards.

Large Ladar (TL9): A power-
ful ladar, wusually vehicle-
mounted. It has a 100-mile range
(200 mi. at TL10, 500 mi. at TL11, 1,000 mi. at TL12).
$200,000, 100 Ibs., D/8 hr. LC4.

Medium Ladar (TL9): A portable ladar set. It can be
worn as a pack, or mounted on a tripod, vehicle, or robot.
It has a 30-mile range (60 mi. at TL10, 150 mi. at TL11, 300
mi. at TL12). $20,000, 10 Ibs., C/8 hr. LC4.

Small Ladar (TL9): A mini ladar with a 10-mile range (20
mi. at TL10, 50 mi. at TL11, 100 mi. at TL12). It comes in
a hand-held version, or attaches to a shoulder mount
(p. 151), and plugs into a HUD (p. 24). $2,000, 1 Ib., B/8 hr.
LC4.

Small, Medium, or Large Tactical Ladar (TL9): A military-
style target-acquisition ladar. It can track up to 10 targets
at once out to the listed range, and gives +3 to hit any of
them with an aimed attack. Cost is 5 times normal. LC2.

Ladar Smartskin (TL9)

This is a phased array ladar integrated into the vehicle’s
surface area. It functions as a tactical ladar with a range
specified in the vehicle’s description, and as a laser com-
municator (p. 44) with a range equal to its detection range.

Tactical Ladar Arrays: These have an “optical counter-
measures’ mode — see Blinding Lasers (pp. 113-114).

Weight and cost are included in the
vehicle statistics; the array can't be
added later.

Laser Chemscanner (TL9)

Chemicals absorb laser energy
at known wavelengths. This system
uses a laser to detect airborne
chemical compounds, as well as
surface contaminants such as a
slick of chemicals coating an object
or the ground. Tt is most often used
to identify chemical weapons or
pollution levels in the atmosphere.
It can also analyze the light scat-
tered from swarms of microbots or
nanomachines that are too small to
otherwise resolve, identifying them
by matching the patterns with
known models.

A dedicated laser chemscanner
is half as expensive as a ladar, but
has twice the range. A chemscan-
ner mode for a ladar adds 20% to
its cost.

Multi-Mode Radar
(TL9)

This provides a search mode for
locating potential targets, and an
imaging mode for identifying them
as they get closer. The GM can
assume that most moving targets
that fit the radar’s criteria are
detected automatically. If a target
is using radar countermeasures or

being stealthy, the GM can require an
Electronic Operation (Sensors) skill roll, or a quick contest
of skill between the radar operator and the target’s Stealth.

Search Radar: This searches a fan-shaped, 120-degree
area in front of the user, hunting for rat-sized or larger
moving targets and displaying them as blips on a screen.
Darkness, smoke and bad weather do not impair it, but it
cannot see over the horizon or through solid obstacles. It
provides a digital readout of target speed, altitude, position,
and approximate size. This mode is good for tracking vehi-
cle-sized or larger targets, or any moving targets. It can’t
distinguish a moving human from a moving animal or
robot of similar size. Background items make spotting sta-
tionary human-sized or smaller objects on the ground vir-
tually impossible in anything but open terrain. Non-moving
targets are impossible to distinguish from ground clutter
unless the user has seen that particular “blip” moving.

COMMUNICATIONS, SENSORS, AND MEDIA




Castles in the Air (TL10")

Contragravity generators let unmodified humans live
nearly anywhere in Earthlike comfort. Floating buildings,
or even cities, are possible, usually with multiply-redun-
dant power plants in case of failure. With TL11+ biotech-
nology, the cities might even be alive! A less extravagant
dwelling is the contragrav houseboat, which can be teth-
ered just above the trees — or above the clouds.

Contragravity lets mineral-rich high-G worlds be settled
without having to worry about exoskeletons or creating
variant humans. Artificial-gravity generators can supply
normal gravity to asteroids and small moons, and sprawl-
ing orbital cities can be constructed without worrying
about providing spin.

Phantom Places (TL10")

Holotech projectors can create illusionary partitions
and art images; redecoration is as easy as changing pro-
grams. Any room in the home or apartment might seem to
be floating in starry space, or hidden in a tropical jungle.
Scented air conditioning and realistic audio effects can
complete the illusion.

Star Habitats (TL10-12)

An entire star can be partially or completely enclosed.
Societies might build them in systems lacking habitable
planets, or to collect power for major industrial projects
like large-scale antimatter construction. (A sun-like star has
an output of around 4x1026 watts). These projects gener-
ally require self-replicating machines (p. 92) to build.

All of these structures could also enclose larger or
smaller bodies - a ring or sphere around a small red dwarf
star would be easier to build. Stellar structures are gener-
ally so large that the curvature of the horizon would be
invisible; standing on the inside of a Dyson sphere would
be like standing on a flat surface with a large bowl over-
head. Common examples are:

Dyson Bubble (TL10)

A loose array of light sails and solar energy collectors
which beam energy to other habitats. It would require the
mass of a large asteroid to be dismantled and used to man-
ufacture solar collectors. This type of Dyson sphere could
be built as part of a project to power lightsail-equipped
starships.

Classic Dyson Sphere (TL11)

A shell of energy collection platforms and habitats orbit-
ing independently around a star. The star would be
dimmed, but possibly still visible through gaps in the shell,
although the whole sphere would shine very brightly on
infrared. It requires dismantling a number of planets.

Rigid Dyson Sphere (TL12*)

A solid shell around a star, with the inner side sculpted
into continents, oceans, etc. with a surface area of over 600
million Earths. It would be a microgravity environment
unless artificial gravity generators were used. Building it
requires dismantling a solar system and using exotic mate-
rials. Multiple, layered spheres are also possible.

Ringworld (TL12%)

This is a solid ring around a star, with the inner side
sculpted into continents, oceans, etc., rotating for gravity. A
typical ringworld has an area of 20,000 Earths. The rota-
tional stresses involved require superscience building mate-
rials. It is also unstable: a space drive or tractor-beam
anchoring system is needed to keep the ringworld from
drifting into its sun. Variations such as giant disks or tan-
gled tubes are also possible.

The House that Lives (TL11)

Biotech developments may make it economical (though
not always fashionable!) to grow living houses with warm
fleshy walls, cell-like membranes for doors, and extrudable
furniture. A living house thrives on human waste products
and other garbage. It may also have security features that
let it digest intruders; a classic cinematic plot has such a
house being sabotaged so that it devours the occupants.

At TL11, a typical three-bedroom home drops to
$50,000. LC3.

Under the Screen (TL11")

By generating a low-power barrier screen (p. 191) over a
city, planners can dispense with solid domes or under-
ground dwellings - and won't have to worry about bad
weather, either. Or a homesteader can buy a smaller field
generator and power plant and set up on the asteroid of his
choice. Of course, if the field goes down, he’s in trouble —
unless he has a backup generator on.

With a powerful force screen and an antigrav generator,
a research station could be built deep within a gas giant’s
crushing atmosphere, or hovering within a star. The engi-
neering problems would be immense, but think of the view!

The House in the Fog (TL12)

At TL12, houses are often filled with utility fog (pp. 70-
71) that replaces some or all solid interiors.

Force Field Houses (TL12")

Advanced houses may be made almost entirely of struc-
tural force shields (p. 192). They might be filled with utility
fog, or use internal force field projections, tractor beams,
and gravitic fields for furnishings, overlaid with holopro-
jections as necessary.

HOUSING, TOOLS, AND SURVIVAL GEAR




Future Crime

Technology can lead to new vices, such as pleas-
ure robots, sensie addiction, or direct neural stimula-
tion, any or all which may be legally regulated. It can
also lead to variations on existing crimes, such as
hijacking robots, illegally copying a mind, or trans-
forming a person into a cyborg against his will. Some
societies may declare certain technologies criminally
dangerous - for example, volitional AI, nanofactories,
uploading minds, or time travel — and prosecute any-
one who employs them.

Advancing technology can also impact the way exist-
ing crimes are perceived. Future societies could have
very different attitudes to the ownership of data or the
protection of personal privacy, depending on the ways
that different technologies are used. If ultra-tech medi-
cine (see Chapter 7) can make injury or death into an
inconvenience, assault and even murder may be taken
less seriously, as long as the victim is easy to restore.
Similarly, the existence of nanofacs (pp. 91-93) or repli-
cators (pp. 93-94) may turn the theft of physical goods
into a trivial misdemeanor.

SECURITY AND SURVEILLANCE

Even as technology gives thieves and spies the ability to
bypass old security systems, it creates new ones to replace
them. In addition, as the average criminal becomes more
sophisticated, so does the cop who has to track him down.
This chapter covers security systems that protect against
both physical and electronic intrusion, as well as advanced
law-enforcement tools that allow police and security forces
to track, identify and detain criminals more effectively — or
simply suppress a riot.

It might be possible to build an impregnable security
system — but the more layers of security that are added, the
harder it is get anything else done. If an executive has to go
through six different scans every time she enters or leaves
her office for a cup of coffee, or a computer requires 20
minutes of identity verification before it will let anyone use
it, personal convenience and efficiency will be sacrificed.

Most systems compromise between security and ease of
use. A system that is too complex or too sensitive can eas-
ily be degraded, overloading its monitors with input. The
simplest method of fooling an electronic security system is
to convince the human component of the security system
that the electronic element is malfunctioning. After
receiving several false alarms, a human operator or self-
programming computer may ignore input from a sensor or
just turn it off, leaving a hole in the defenses.

BARRIERS, MINES,
AND TRAPS

Many dangerous traps have low LC. Even low-CR soci-
eties frequently ban lethal traps, on the principle that prop-
erty is not as important as life.

In addition to the systems described here, construction
foam (p. 83), force screens (pp. 190-192), stasis webs
(pp. 193-194), and wards (p. 193) make useful barriers.

Armored Doors (TL9-12)

Still the most basic way to keep somebody out. A heavy
door made of an inch of composite armor will be HP 50

with DR 100 (TL9), 150 (TL10), 200 (TL11), or 300 (TL12).
It is $1,000, 200 Ibs. per 10 square feet. Typical materials
include ceramic composites at TL9, metal-matrix compos-
ites at TL10, diamond-carbon composites at TL11, and
hyperdense alloys at TL12.

The lock is usually in the adjacent wall rather than the
door.

Laser Fences (TL9-12)

These project a continuous beam between two emitters,
which may be built into fence posts, doorways, or corri-
dors. Each emitter weighs 10 pounds and may be no more
than 10 yards apart.

Open: The standard “cinematic” beam fence, this pro-
duces a fixed or moving pattern that can be avoided with an
Acrobatics-3 or Escape-3 roll.

Tight: A tight grid of beams, or a thick, continuous
energy field. It can’t be avoided; anyone passing through
takes damage. (It does, however, require more power to
generate.) A computer-controlled system could start with
an open pattern, then switch to a tight pattern if an
intruder avoids the beams.

Laser Fence (TL9): This inflicts up to 6d(2) tight-beam
burn damage. $5,000 per post for an open fence, double
cost for a tight fence. LC3.

Electrolaser Fence (TL9): An electrical fence using
energy beams instead of wires. It delivers a HT-6 (2) afflic-
tion attack plus linked 1d-3 burn damage; use the rules for
military electrolasers (p. 119). The fence can be set to
“stun” or “kill.” $5,000 per post for an open fence, double
cost for a tight fence. LC3.

Rainbow Laser Fence (TL10): This inflicts up to 6d(3)
tight-beam burn damage. $3,000 per post for an open
fence, double cost for a tight fence. LC2.

X-ray Laser Fence (TL11): This inflicts up to 6d(5) tight-
beam burn damage with the radiation and surge damage
modifiers. $4,000 per post for an open fence, double cost
for a tight fence. LC2.

COVERT OPS AND SECURITY




3D, cameras, 51; media walls,
52.

Ablative foam, 187.

Accelerated reflexes, 212.

Access control, 150.

Accessory perk, 33.

Accessory rails, 150.

Active electromagnetic sensor
arrays, 65.

Active flesh masks, 98.

Active sensors, 63-66; modes,
63; targeting with, 150.

Addiction disadvantage, 31.

Adhesives, 83.

Adjustable force screen
variant, 191.

Aegis nanobots, 206.

Aerosol weapons, 134.

Aerostat swarmbots, 36, 70-
71.

AESA, 65.

Ages of technology, 6-7.

Al meta-trait, 29; tutors, 59;
see also Artificial
Intelligences.

Air cars, 225, 226.

Air guns, 139-140.

Air masks, 176, 177.

Air supplies for protective
gear, 171.

Air tanks, 176-177.

Air tubes, 77.

Airships, 223.

Allies advantage, 29.

Ammunition, conventional,
139; see also Warheads.

Amnesia disadvantage, 31.

Amplifier thrones, 94.

Analgine-Beta, 205.

Androids, combat, 167,
domestic, 70; general
purpose, 41; see also
Robots.

Animal control devices, 108-
110.

Anti-armor weapons,
conventional, 136, 138.

Antigrav hammocks, 70.

Antimatter, explosive, 88;
generators, 20; storage field,
82; trap, 81-82; warheads,
156-157.

Antiparticle beam weapons,
124.

Antiques and legality, 14.

Antirad, 205.

Anti-tangler aerosols, 160.

Anti-theft devices, 150.

Anti-toxin kits, 196.

APDS, 152.

APEP, 152.

APHC, 152.

APHD, 156.

APHEX, 152-153.

Aquasleds, 228.

Armor materials, 170-171; see
also Body Armor.

Armor-piercing warheads,
152-153.

Armor-piercing hyperdense
darts, 156.

Armored doors, 101.
Armored shades, 176.
Artificial gills, 177.

Artificial gravity, see
Contragravity, Gravity
Control.

Artificial intelligences, 23, 25;
controlling and
reprogramming, 35;
hacking, 35; as hardware,
23; involuntary
reprogramming, 35; masters
of, 35; physical access, 35;
purchasing software, 29; see
also Al Digital Intelligences,
Machine Intelligence
Lenses.

Ascepaline, 205.

Assault boots, 173; hiking,
173.

Assault grav-beamers, 129.

Assembler goo, 85.

Asteroid hives, 71.

Attaché cases, 38, 97.

ATVs, 224-225.

Augmented reality, 53, 56-57;
hardware required, 56;
programs, 56-57.

Autograpnels, 96.

Autokitchens, 69.

Automaton meta-trait, 29.

Automeds, 196-197.

Axes, morph, 83.

Backup brains, 218.

Ballistic armor, 172.

Ballistic liners, 223.

Bandage, diagnostic smart,
199; spray, 197.

Barrier screens, 191.

Barriers, 101-104.

Battlesuits, 182-186.

Beam weapons, 113-133;
options for, 132-133.

Beamed audio sound
systems, 108-109.

Beamed power, 21, 36.

Beanstalk elevators, see Space
Elevators.

Bernal spheres, 71.

Binoculars, 60.

Biochemical, warheads, 153;
weapons, 159-162.

Biofabrication, 204, 208.

Biogenesis, 206.

Biological operating system
implants, 217.

Biomedical, equipment, 196-
206; nanomachines, 205-
206; sensors, 187.

Biometric, cracker tools, 95;
scanlocks, 104; scanners,
104.

Biomimetic swimsuits, 39.

Biomonitors, 197, 199;
implants, 208-209.

Biomorphic lenses, 28.

Bionic, arms, 209; ears, 209;
eyes, 209; hands, 209; legs,
209-210; organ transplants,
210; vital organs, 210;
voiceboxes, 210.

Bioplas, armor, 174; contact
lenses, 38; pressure tents,
77; skin, 212; smart, 170-
171; swimsuits, 39;
transparent, 174.

Bioplastic, see Bioplas.

Biopresence software, 109.

Biosuits, space, 179.

Biotech, equipment, 204;
houses, 72; techniques, 206.

Black hole, artificial, 79;
communicators, 46;
moving, 79.

Black markets, 13-14.

Black ops robots, 110-111; see
also Bush Robots, Combat
Androids, Scout Robots,
Warbots, Nursebots.

Blades, 163-164, 166.

Blast foam, 87.

Blasters, 123.

Blueprints, 91.

Body armor, 170-174;
ablative, 173, 174; ablative
nanoplas, 173, 174; beam-
adaptive, 190; coverage,
175; laser-resistant, 173-
174; living metal, 190;
reflec, 173, 174; retro-
reflective, 173, 174; rigid,
176; styles, 171-172;
tailoring, 174-175; without
faceplates, 187.

Body modifications, 208-215.

Bodyguards, 190.

Bodysculpting, 206.

Bomb implants, 210.

Book readers, 51.

Boosted, hearts, 210; reflexes,
210.

BOS implants, 217.

Brain implants, 215-218.

Brainlocks, 49.

Brainscanners, 203-204.

Braintaps, 58, 215; jacks, 219;
wireless, 219.

Brainwashing devices, 108-
110.

Brainwipe machines, 109.

Breathing gear, 176-177.

Brilliant weapons, 146, 168-
169.

Broadcast power, 21, 37.

Bug, detectors, 106; stompers,
106.

Bughunter swarms, 106.

Burglary equipment, 95-96;
see also Explosives, Laser
Torches, Plasma Torches,
Sonic Probes, Tool Kits.

Burrow darts, 155.

Bush robots, 86, 203.

Buying equipment, 13-14.

Buzz fabric, 39.

Cable jacks, 42-43; advantage,
31; see also Neural Jacks,
Neural Interfaces,
Networks.

Cages, 75-76.

Camcorders and cameras, 51.

Camouflage, 98-99.

INDEX

Campaign equipment list, 11-
12

Camping gear, 75-77.

Cannibal, nanokits, 98;
swarms, 169.

Cannon, conventional, 136,
138.

Canteens, 75, 76.

Causality communicators, 45-
46.

CAW, 136, 138; Gauss, 141.

Cellular communicators, 50.

CG flyer swarmbots, 36.

Chameleon, advantage, 29;
cloak, 99; net, 99; surface,
98-99.

Charged particle beam
weapons, 123.

Cheap equipment
modification, 15.

Chemscanners, 64.

Chemsniffers, 61-62.

Chip slots, 216; advantage, 30.

Chrysalis machines, 201-202.

Clamshell armor, 176.

Cleaning, gel, 38; swarms, 69-
70.

Climate control for protective
gear, 171.

Clinical mind transference
equipment, 221.

Cloaking force screen variant,
192.

Cloning, 206.

Close assault weapons, 136,
138; Gauss, 141.

Clothing, 38-40.

Cognitive enhancement, 217-
218.

Coilguns, 141-143.

Com taps, 105.

Combat, androids, 167; armor,
179-180, 183, 186; robots,
167-169; suits, 178;
walkers, 182-183, 186.

Combination, gadgets, 16;
sensors, 66.

Communication, 42-50.

Communicators, 43-46; with
different ranges, 43;
standard sizes, 43; see also
Encryption.

Compact computer
modification, 23.

Computer, 21-26; clothing, 39;
Complexity Rating, 21-22;
customizing hardware, 23;
implants, 215-216; in
biological shells, 220;
models, 22-23; monitoring
gear, 100; pills, 105-106;
quantum, 23, 47; template,
216; terminals, 23-24; see
also Computing, Robots,
Software.

Computer Brain advantage,
30.

Computer intrusion
equipment, 100; see also
Encryption, Quantum
Computers.

Computer Programming skill,
33.

Computing, ubiquitous, 25.

Construction, foam, 83;
materials, 80-89; swarms,
86-87; see also Housing.

Consumer goods, 38-41.

Contact poisons, 161.

Containers, 75.

Contragravity, 223; belts, 231;
flyer swarmbots, 36;
modules, 75; platforms,
229; see also Gravity
Control.

Contragravity buildings, see
Castles in the Air.

Conversion beam weapons,
131.

Cosmic freeways, 234.

Cosmic power cells, 19-20.

Counterfeiting equipment,
96-97.

Counter-surveillance devices,
106.

Crash kit, 198.

Crashwebs, 224.

Crawler swarmbots, 36.

Crediline, 205.

Crew stations, 24.

Critical repair nano, 206.

CTS, 149

Culffs, 107; cufftape, 107.

Cutting wire, 102.

Cyber claws, 210.

Cyberhair, 212-213.

Cybernetics, 207-219;
detecting and removing,
208; powering, 208;
installation procedure, 207-
208; remote-controlled, 215;
repairing, 208; second-hand,
208; social effects, 207,
uplifi, 218-219.

Cybersuits, 184-185, 186.

Cybervoders, 210.

Cybervox, 40.

Cyborgs, 27, 29; food paste,
73; total brain transplants,
219; see also Machines as
Characters.

Data, banks, 51; dots, 51;
havens, 50; players, 51;
storage computer
modification, 23.

Databases, 26, 54-55.

Datachips, 51.

Datapads, 23.

Dazzle weapons, 113

Death beams, 132.

Debt disadvantage, 31.

Deception ECM, 99.

Deceptive, radar jammers, 99;
sonar jammers, 99.

Decontamination swarms, 87.

Decryption programs, 47.

Dedicated artificial
intelligences, 25.

Defense, globes, 102; systems,
187-190.

Deflector shield cities, 72.

Defoliator swarms, 87.



Delusions disadvantage, 31.
Demolitions, 88-89.
Dependents disadvantage, 32.
Depilatory cream, 38.

Desert environment systems,
189.

Desert environmental suits,
177, 178.

Devourer swarms, 169.

Diagnostic, beds, 197;
computers, 151; probes,
197; sensors, 197; webs,
197.

Digital cameras, 51; see also
Passive Sensors.

Digital data storage media,
51.

Digital intelligences, 26; see
also Artificial Intelligences,
Machine Intelligence
Lenses, Mind Emulation,
Uploading Minds.

Digital mind, implanted, 215,
216.

Digital shampoo, 38.

Dimension travel, 234.

Dimensional interfaces, 73.

Direct neural interfaces, 48.

Directional Sound advantage,
31.

Disassembler, nanoglop, 161;
swarms, 169.

Discriminatory Senses
advantage, 29.

Disguised equipment
modification, 15.

Disguises, 97-98.

Disintegrators, 130; field, 103.

Displacers, 131, 132.

Distortion chips, 99.

Distortion field belts, 99.

Diver propulsion systems,
228.

Document fabricators, 96-97.

Domed cities, 71.

Dominator nano, 162.

Downloading minds, 220-221;
replicator based, 221; see
also Replicators, Uploading
Minds.

Downloading nanosurgery,
221.

Dream, nets, 103; teachers, 59.

Dreamgames, 55; addiction
to, 55.

Drones, 26-27.

Drop capsules, 232.

Drugs, 204-206.

Drysuits, 177, 178.

D-tags, 151.

Dust swarmbots, 36.

Duty disadvantage, 32.

Dynamic cars, 225.

Dynamic holotech, 98.

Dyson, bubble, 72; classic
spheres, 72; rigid spheres,
72; trees, 71.

Ecstasy machines, 40.

Education, 51-59.

Electrolasers, 119-120; fences,
101.

Electromagnetic, armor, 187;
guns, 141-143;
ammunition, 143.

Electronic countermeasures,
98-100.

Electronic ecstasy, 40, 121-
122, 165-166.

Electronic support measures,
62.

Electronic thumbs, 96.

Electronics Repair skill, 33.

Electro-optical, binoculars,
60; surveillance cameras,
60.

Electrothermal-chemical
weapons, 139.

EMA, 187.

Emergency support units,
197-198.

EMP, guns, 121; warheads,
157.

Encryption, 46-47.

Enemies disadvantage, 32.

Energy, cloth, 174; collection,
20-21; force screen variant,
192; warheads, 157-159.

Engineer skill, 34.

Entangled message particles,
45.

Entertainment, 40-41;
consoles, 51; see also
Cybervox, Dreamgames,
Electronic Ecstasy,
Holoventure, Media Players,
Psychosonic Instruments,
Sensies.

Envirobags, 75.

Environmental, gear, 176-181;
suits, 176-181; tech, 77-79.

Equipment control, 11-13.

Equipment statistics format,
16-17.

Eraser weapons, 132.

ESM, 62, 188.

ESP, 66.

ESU, 197-198.

ETC, 139.

ETS, 149.

Euphoria machines, 40.

Exofield belts, 181, 182.

Exophase field generators,
96.

Exoskeletons, 181-182.

Exotic power cells, 18, 19-20.

Expedition, equipment, 74-80;
suits, 178.

Expendable jammer
warheads, 157.

Expensive equipment
modification, 15.

Exploration robots, 79-80.

Explorer swarms, 80.

Explosive collars, 107.

Explosives, 88-89; scanner,
104; see also Warheads.

Extensible sensor pods, 66.

External power, 20.

Extra Life advantage, 30.

Extractors, 110.

Eyes, bionic, 209,
hyperspectral, 215; thermal
imaging, 214.

Fabricators, 90-91.

Factory production lines, 89.

Fast computer modification,
23.

Feedstock pipes, 93.

Fences, 102-103.

Field-jacketed beam weapons
option, 133.

Filter, implants, 210; masks,
177; skin, 177.

Filtration canteens, 75.

Finger paws, 218.

Fire extinguishers, 87, 160.

Firearm accessories, 149-152.

Firefly swarms, 74.

Firefoam, 160.

First aid kits, 198.

Fission generators, 20.

Flamers (plasma), 127.

Flare warheads, 153.
Flashlights, 74, 113.
Flatcams, 51.

Flesh pockets, 210.

Flexible houses, 71.

Flexible (printed) computers,
23.

Flier swarmbots, 36.

Flight advantage, 30.

Flight packs, 230-231.

Floater chairs, 70.

Floater missiles, 168-169.

Floating furniture, 70.

Fluid projectors, 134.

Flying cars, 225-226.

Foams, 77, 83, 87, 160-161,
187.

Food, 73-74; factories, 70.
Force, beams, 128-129; blades,
166; glaives, 166; swords,
166; wards, 193; warheads,

158; whips, 166.

Force fields, 190-195; houses,
72.

Force screens and shields,
190-193.

Forensic swarms, 107.

Forensics equipment, 106-
107; see also Chemsniffers,
Laboratories, Medscanner,
Timescanners,
Ultrascanners.

Forgery equipment, 96-97.

Fragwire, 102.

FTL, beam weapons option,
133; computer
modification, 23; radios, 46.

Fuel cells, 18.

Furry biomorphic lens, 28.

Fusion, generators, 20; guns,
127, 128.

Gadget control, 11-13.

Gamma-ray, laser torches, 85;
laser weapons, 118.

Gases used in combat, 159-
160; see also Biochemical
Warheads.

Gauss guns, 141-143.

Gecko, adhesive, 83; gear, 96.

Generators, 20.

Genius computer
modification, 23.

Genius missiles, 168.

Ghost particle beam
weapons, 131.

Ghost programs, 220.

Gill, implants, 213; suits, 178.

Glare-resistant protective
gear, 171.

Global positioning system
receiver, 74.

Glow sticks, 74.

Goggles, 60.

GPS receivers, 74.

Grasers, 118; fences, 102.

Grav, bikes, 230; guns, 143;
hammers, 84; jeeps, 226;
platforms, 229-230; rams,
84; speeders, 226.

Gravitic, compensators, 152;
screwdrivers, 85; tools, 85;
waldos, 85.

Gravitic focus beam weapons
option, 133.

Graviton beam weapons, 129.

Gravity, cloaks, 231; control,
78-79; gradient crossing, 79;
mats, 79; plates, 78; screen
chambers, 78-19; weapons,
128-129; webs, 103.

Gravity-Ripple Comm
advantage, 31.

Gravity-ripple
communicators, 45.

Gravpacks, 75.

Gravscanners, 63.

Gremlin swarms, 169.

Grenade launchers, 136, 138.

Grenades, 146-147; see also
Warheads.

Gripboots, 75.

Grooming and style items, 38.

Grooming spray, 38.

Growth tanks, 204.

G-tubes, 223.

Guns, conventional, 135-147;
see also Warheads.

GURPS, Bio-Tech, 4, 10, 205,
206; High-Tech, 135.

GUT bug sweepers, 106.

Gyrobalance, 210.

Gyrocs, 144-145.

Hammocks, antigrav, 70.

Hand thrusters, 231.

Hardened computer

modification, 23.
Hardsuits, 179, 180.

Harvester swarms, 87.

HE warheads, 153-154.

Head-Up Display, 24, 149.

Hearing protection for
protective gear, 171.

Heatsuits, 177, 178.

Heavy lifting gear, 87-88.

HEC warheads, 154.

Helipacks, 230, 231.

Helmets, 176, 180.

HEMP warheads, 155.

HEX suits, 184, 186.

Hibernation chambers, 198.

Hidden cybernetic
compartments, 210.

High-capacity computer
modification, 23.

High-energy explosives, 88.

High explosive warheads,
153-155.

Hive implants, 213.

Hollow-point warheads, 154.

Holobelts, 98; holo-distort
belts, 99.

Holofields, 98.

HoloPaper, 97.

Holoprojection, 24, 40, 52,
53.

Holoventure, 40.

Holsters, 151.

Homing beacons, 105;
couriers, 50; projectiles,
146.

Hopper swarmbots, 36.

Hostile environment exosuits,
184, 186.

Hotshots, 133.

Housebots, 69.

Housing, 71-73.

Hover jeeps, 227.

Hover platforms, 230.
Hoverbikes, 230.
Hovercarts, 75.

Hovercralft, 227.

HP warheads, 154.

HUD, 24; link, 149.

Hunter missiles, 168.

Hydrophones, 62-63.

HyMRI scanners, 198.

Hypercore, 156.

Hyperdense blades, 164.

Hyperspectral, eyes, 215;
imaging sensors, 61.

Hyperstim, 205.

Hypertime fields, 195.

Hypnogogic beams, 132.

Hypo, 197, 199.

Ice guns, 140.

IFF, comms, 188;
interrogators, 151.

Imaging radar, 65.

Imaging sensor arrays, 60.

IML, 145, 146.

Immune machines, 205.

Implant, nets, 204; computers,
215; radios, 211; seeds, 202;
video comms, 211.

Implosion, beams, 129;
warheads, 158.

Imprint circuits, 38-39.

Incarnation of digital minds,
221.

Indomitable advantage, 30.
Industrial, equipment, 89-94;
megaprojects, 79; water

knives, 81.

Inertial navigation, 74-75.

Infantry missile launchers,
145, 146.

Infiltration equipment, 95-96;
see also Diver Propulsion,
Flight Packs, Stealth Drop
Capsules.

Infrared, cloaking, 99;
imaging sensors, 60-61.

Instaskill nano, 59.

Instructor kits, 81.

Integrating equipment, 15-16.

Intelligence (IQ) attribute, 29.

Intelligent houses, 71.

Interactive holoprojection,
53.

Interfaces, 42-50.

Interrogation devices, 108-
110.

Interstellar projectors, 235.

Intestinal recyclers, 213.

Invisibility surfaces, 100.

IR communicators, 43-44.

Jet pack, nuclear, 231;
underwater, 228.

Karatands, 163.

Keyboard bugs, 100.

Kinetic force screen variant,
192.

Kinetic stun setting for
gravity weapons, 128.

Kitchen foodfacs, 70.

Knives, 163-164, 166.

Laboratories, 66-67.

Ladar, 64; chemscanner, 64;
military, 114; smartskin, 64.

Laser, chemscanners, 64;
communicators, 44; fences,
101-102; sights, 149;
torches, 80; weapons,
113-119.

Launchers, conventional, 135-
147; see also Warheads.

Learning aids, 56-57, 59.

Legality and antiques, 14.




Lie detection devices,
106-107.

Life support for vehicles, 224.

Life, jackets, 188; pods, 232;
support fields, 194.

Lift tubes, 223.

Light support weapons, 136,
138.

Lights, 74, 113.

Limpet mines, 147;
dispensers, 163.

Linking equipment, 15-16; see
also Cable Jacks,
Communicators, Neural
Interfaces, Optical Cables.

Liquid-propellant
slugthrowers, 139.

Liquids, 160-161; see also
Biochemical Warheads.

Living flesh biomorphic lens,
28.

Living metal, 171; skin, 215.

Living suitspray, 39.

Load-bearing equipment, 75.

Locks, electronic, 102.

Lockpicks, 95-96.

Low-res mind copy, 220.

LSW, 136, 138.

Machine guns, conventional,
136, 138, 139.

Machine intelligence lenses,
27-28.

Machine meta-trait, 29.

Machines as characters, 27-
35; see also Artificial
Intelligences, Digital
Intelligences, Robots.

Macrohabitats, 71.

MAD, 120.

Mag-lev trains, 223.

Magnetized plates for
protective gear, 187.

Mail delivery, 50.

Maintenance of equipment,
14.

Mannequin biomorphic lens,
28.

Manufacturing equipment,
89-94.

Mask spray, 160.

Mass-drivers, 141-143.

Mass media, 58-59; see also
Augmented Reality,
Holoprojectors, Media,
Virtual Reality.

Massage swarms, 41.

Matter transmission, 50,
233-235; booths, 233;
interceptors, 103-104;
vaults, 102.

MEA, 160-161.

Meal pack, 73.

Mechanic skill, 34.

Media, 51-59.

Medical, beds, 199; gear, 196-
202; help table, 199; robots,
202-203; supplies, 199.

Medscanners, 200.

Megacomputers, 22.

Melee weapons, 162-166.

Memory, augmentation, 56;
batons, 154; flesh, 211;
materials, 90; scans, 100.

Memory-beta, 205.

Memswear, 39.

Mental translators, 48.

Message bombs, 109, 159.

Messenger pills, 106.

Metabolic nanoweapons, 161-
162.

Metal embrittlement agent,
160-161.

Metamorphosis, 206.

Micro-antimatter warheads,
156-157.

Microbots, arteries, 189;
swarms, 35; see also
Swarmbots.

Micro-manipulator tool
benches, 82.

Micromissiles, 144.

Microphones, laser, 105.

Microplanes, 230.

Microwave, area denial, 120;
disrupters, 121; weapons,
120-121.

Mind disrupters, 132.

Mind emulation, 29, 220;
backup storage and, 220;
ghost comps, 220; multiple
copies and, 220; programs,
220; robot bodies and, 220;
templates, 220; see also
Digital Intelligences,
Machine Intelligence
Lenses.

Mind probes, 110.

Mind voyages, 235.

Mindrippers, 122.

Mines, 101-104.

Minifacs, 90.

Minigates, 234.

Mininukes, 156.

Minisubs, 228.

Missiles, conventional, 145-
146, launchers, 135-147; see
also Warheads.

MLAWS, 145, 146.

Modifying equipment, 15-16.

Modular Abilities advantage,
30.

Modular cages, 75-76.

Molecular bonders, 84-85.

Molecular glue, 83.

Monochain warheads, 154.

Monowire, 82; blades, 163;
fence, 103; switchblades,
163-164; whips, 163.

Morph axes, 83.

Morphazine, 205.

Morphwear, 189.

Mortars, conventional, 136,
138, 139.

MT booths, 233.

MT interceptors, 103-104.

Multi-media walls, 51.

Multi-mode radar, 64-65.

Multiple light anti-armor
weapon systems, 145, 146.

Multispectral bug sweepers,
106.

Musk spray, 160.

Nail guns, 82-83.

Nanobots, 59, 69, 83-85, 91-
93, 98, 105, 161-162, 200-
201, 204-206, 221, swarms,
35; self-replicating, 92; see
also Swarmbots, Utility Fog.

Nanobugs, 105.

Nanoburn, 161.

Nanocleansers, 69; industrial,
83.

Nanofactories, 91-93, 204.

Nanoglop, 161.

Nanomachines, see Nanobots,
Swarmbots.

Nanomist, 69.

Nanomorph, 111.

Nanostasis, 200-201.

Nanosuits, 185, 186.

Nanothorn blades, 164.

Nanotracers, 161.

Nanoweave, 172, 175.

Nasal filter plugs, 188.

Navigation instruments,
74-75.

NBC kits, 224.

Near miss indicators, 188.

Needlers, 139-143.

Nerve guns, 121-122

Nerve, gas, 160; poison, 161.

Networks, 49-50.

Neural, communicators, 46;
inhibitors, 201; jacks, 217;
pacifiers, 108;
programmers, 109-110;
uplift, 218-219; weapons,
121-122.

Neural disrupters, 40, 121-
122; fields, 103.

Neural induction, fields, 49;
helmets, 49; pads, 49.

Neural input, headsets, 48;
pads, 48; receivers, 48.

Neural interfaces, 48-49, 216-
217; see also Brainlocks,
Cybernetics.

Neurocomms, 46.

Neurogloves, 165, 166.

Neurolashes, 165-166.

Neuronic restraints, 108.

Neurostimulators, 40.

Neurotherapy implants, 217.

Neutrino Comm advantage,
31.

Neutrino communicators, 45.

Night shades, 60.

Night vision optics, 60.

NMI, 188.

No Sense of Humor
disadvantage, 32.

Nonhumans, gear for, 116.

Nuclear, dampers, 193; fields,
193; jammers, 193;
projectors, 193; warheads,
156-157.

Nuclear-biological-chemical
kits, 224.

Nucleonic beam weapons,
130-131.

Nursebots, 202-203.

O'Neill cylinders, 71.

Odor synthesizers, 52.

Omni-blasters, 124.

One-time pads, 47.

Opaque force screen variant,
192.

Optical cable, 43; see also
Networks.

Overheating beam weapons,
133.

Pacifism disadvantage, 32.

Paint carbines, 139, 140.

Painter swarms, 87.

Paralysis gas, 160.

Paramedical swarms, 201.

Paranoia disadvantage, 32.

Parasite seeds, 162.

Particle accelerators, 122-124.

Passive electromagnetic
sensor arrays, 61.

Passive sensors, indirect, 61-
63; configurations for
visual, 60; visual, 60-61.

Patrons advantage, 30.

PDW, 135; Gauss, 141.

Penlights, 74, 113.

Permeable force screen
variant, 192.

Personal defense weapons,
135; Gauss, 141.

Personal gear, 38-41.

Personality implants, 218;
overlays, 221.

PESA, 61.

Pesticide swarms, 87.

Petbots, 41.

Phantom places, 72.

Pheromone spray, 160.

Physician’s equipment, 199.

Pistols, conventional, 135,
137, 139.

Pitons, 76.

Planetary brains, 79.

Planetary networks, 49-50.

Planetary travel, 222-223.

Plasma, explosive, 88; guns,
127-128; torches, 80;
warheads, 158.

Plastex B, 88.

Plasti-skin, 198-199.

Play swarms, 41.

Playback devices, 51-53.

Pneumohypos, 199.

Pocket analyzers, 67.

Pocket medics, 200.

Pocket packs, 38.

Pocket universes, 73.

Pocketcams, 51.

Poisons, 161.

Pollinator swarms, 87.

Polyskin, 213-214.

Portacams, 51.

Portal scanners, 104.

Power, civilization and, 21.

Power cells, 18-20, 36-37;
exploding, 19; flexible, 19;
jury-rigging, 19; non-
rechargeable, 19; replacing,
19; sizes, 19; superscience,
133.

Power dampers, 108.

Power sleeves, 181, 182.

Power supplies, 18-21, 36-37.

Power tools, 81.

Powered suits, 181-186.

Powering equipment, 15, 18-
20, 36-37.

Preloaded barrels, 135.

Pressor beams, 88.

Pressure boxes, 75.

Pressure tents, 76-77.

Pressurized protective gear,
171.

Printed computer
modification, 23.

Privacy fields, 106.

Private realities, 55.

Programmable, perfumes, 52;
wallets, 97.

Protective, gear; 171-181;
suits, 178.

Provisions dispensers, 187.

Proximity detonation, 154.

Psi amplifiers, 94.

Psi-bombs, 158-159.

Psionic, beam weapons, 132;
shields, 188; neutralizers,
132.

Psych implants, 217.

Psychiatric equipment,
203-204.

Psychology skill, 34.

Psychosonic instruments,
41.

Pulsars, 124.

Pulse carbines, 121.

Pulsed energy projectile
lasers, 118-119.

Puppet implants, 218.

Purge drug, 205.

Quantum computers, 23, 47.

Quickheal, 206.

Rad counters, 67.

Radar, 64-65, 99-100, 188;
stealth, 100.

Radar/laser detectors, 188.

Radiant prism cloud, 160.

Radiation badges, 188.

Radiation PF for protective
gear, 171.

Radio communicators, 44.

Radscanners, 63.

Railguns, 141-143.

Razortape, 107.

Reactionless missiles, 145.

Reactive armor paste, 189.

Realistic flesh biomorphic
lens, 28.

Reality disruption beam
weapons, 131-132.

Reality stabilizers, 194-195;
see also Stasis Disrupters,
Stasis Keys.

Reality-stabilized force screen
variant, 192.

Receive-only communicators,
46.

Recognition grips, 150.

Recording devices, 51-53.

Recreational swarms, 41.

Regeneration, nano, 206;
rays, 202; tanks, 201.

Regenerators, 202.

Rejuvenation tanks, 201.

Remote-controlled weapons,
102.

Repair, nanopaste, 84;
swarms, 87.

Repairing equipment, 14-15.

Replicators, 92, 93-94, 204;
nanoglop, 161; software, 94;
templates, 94; see also
Uploading Minds.

Reputation advantage, 30.

Rescue, bubbles, 77-18; gear,
87-88.

Respirators, 177.

Respirocytes, 206.

Responsive beds, 69.

Responsive fabric, 39.

Restraint devices, 107-108.

RF bug detectors, 106.

Rifles, conventional, 135-136,
137, 139.

Ringworlds, 72.

Riot, control devices, 107-108;
gas, 159; shields, 188; see
also Construction Foam,
Construction Swarms,
Force Wards, Force Shields,
Microwave Area Denial,
Neurolash, Sonic
Nauseators, Stun Wands,
Warbler Warheads.

Ripsnakes, 214.

Robobugs, 111.

Robofacs, 90.

Robotic production lines, 90.




Robots, 26-27; damage and
injury, 34; game effects of
machine intelligence, 34;
mind emulation and, 220;
purchasing bodies, 29;
renting, 26; social
interaction, 34; society and,
33; using in combat or
other action situations,
34-35; overview, 26-27,
specific, 41, 59, 69, 79-80,
82, 85-87,90-92, 110-111,
167-169, 202-203;
templates, 41, 69, 79-80, 85-
87, 110-111, 167-168, 202-
203; weapons, 168-169;
see also Android, Digital
Intelligences, Machine
Intelligence Lenses,
Machines as Characters,
Microbots, Nanobots,
Swarmbots.

Rocket, 145-146; pitons, 76;
strikers, 163.

Rope, 76-77, 81.

Rugged equipment
modification, 15.

Sabotage equipment, 95-96;
see also Explosives, Gremlin
Swarms.

Safari robots, 79-80.

Safes, 102.

Salvage, gear, 87-88; robots,
79-80.

Saucer grenades, 147.

Scanlocks, 104.

Scanning nets, 204.

Scanning Sense advantage,
30-31.

Scent, masking, 100;
synthesizers, 52; see also
Programmable Perfume.

Scientific equipment, 66-67.

Scout robots, 80.

Scramblers, 121.

Sculpted body biomorphic
lens, 28.

Sealed protective gear, 171.

Search hydrophones, 63.

Search radar, 64.

Searchlights, 74, 113.

Second skin, 181.

Secret disadvantage, 32.

Secure encryption, 47.

Security, 101-105; scanners,
104-105; swarms, 104-105;
see also Encryption.

SEFOP, 154-155.

Self-driving vehicles, 223.

Semi-sculpted body
biomorphic lens, 28.

Sense of Duty disadvantage,
32.

Sensies, 57-58; transceiver
implants, 217; uplink, 58;
see also Braintap.

Sensor turret, tactical, 66.
Sensor, gloves, 67; periscopes,
66; turrets, 66; wire, 102.

Sensors, 60-66.

Sensory, control restraints,
108; deprivation tank, 108.

Sentry swarms, 169.

Servomounts, 151-152.

Sexmorph, 214.

Shaped charge warheads,
154.

Shape-memory disguises, 97.

Shock clubs, 164-165

Shotguns, conventional, 136,
138, 139.

Shotshells, 154.

Shrike nano, 162.

Shuriken, 169, 166.

Silvertongue implants, 210.

Size Modifier, adjusting for,
16.

Skeleton, hyperdense, 214;
reinforced, 214.

Skin, 177, 181, 198-199, 212-
215.

Skinsuits, 178, 179.

Sleep, gas, 159; poison, 161;
sets, 69.

Sleeve displays, 24.

Slickskin, 214.

Slicksuit spray, 39.

Slidewalks, 222.

Slipspray, 83.

Slow computer modification,
23.

SM, 16.

Small arms, conventional,
135-139.

Smart blindfolds, 108.

Smart brushes, 38.

Smart cars, 225.

Smart diagnostics, 56.

Smart explosively forged
projectile, 154-155.

Smart grenades, 109, 146-
147; options, 147.

Smart hairspray, 38.

Smart pitons, 76.

Smart rope, 76-77.

Smart shuriken, 169.

Smart tattoos, 211.

Smartcloak, 189-190.

Smartgrips, 152.

Smartgun electronics, 149.

Smartsuit options, 189-190.

Smoke cloud, 160.

Smuggling, 97-98.

Sniper mirrors, 151.

Social Stigma disadvantage,
32

Software, cost, 24-25;
overview, 24-26; specific,
37,51-52, 55-57, 94, 106-
107, 109, 149-150; tools,
25; see also Artificial
Intelligences, Augmented
Reality, Computers,
Downloading Minds,
Encryption, Machine
Intelligence Lenses, Mind
Emulation, Sensies,
Translator, Uploading
Minds, Virtual Education,
Virtual Reality.

Solar, cells for swarmbots, 36;
paint, 21; panels, 20-21;
satellites, 21.

Sonar, 65; communicators,
44-45.

Sonar Comm advantage, 31.

Sonic, barriers, 102;
nauseators, 125; probes, 84;
projectors, 52; screamers,
125; screens, 96; shower
heads, 70; shuriken, 166;
stunners, 125, 126;
weapons, 124-126.

Sonic communicators, 45, 52.

Soothe drug, 205.

Sound detectors, 62.

Space, armor, 179-180;
elevators, 224; habitats, 71;
swarmbots, 36; travel,
223-224.

Spider cages, 76.

Splat pitons, 76.

Splatter nano, 162.

Split Tech Level rule, 8.

Sprays, 134; cans, 134;
canisters, 102; tanks, 134.

SQUID, 100.

Stanford torus, 71.

Star gates, 234.

Star habitats, 72.

Starlifting, 79.

Starmaking, 79.

Stasis, belts, 194; chambers,
108, 194; cubes, 194;
disrupters, 96; grids, 194;
keys, 96; switchblades, 164;
warheads, 159; webs, 193-
194.

Stealth, capsules, 232;
luggage, 97.

Stellar midwifery, 79.

Stinger, implants, 211-212;
swarms, 169.

Stingray warheads, 156.

Striker missiles, 168.

Strobe warheads, 157.

Stun sticks, 164-165.

Stun wands, 164-165.

Styling equipment
modification, 15.

Subdermal armor, 211;
monocrys, 215; nanoweave,
213.

Submachine guns,

conventional, 135, 137, 139.

Suborbital express mail, 50.

Suit docs, 199.

Suit patches, 188.

Suitcase docs, 201.

Suitspray, 39.

Superconducting quantum
interference devices, 100.

Superconductor loops, 18.

Superfine blades, 163.

Surgical equipment, 199-200.

Surveillance, cameras, 60;
devices, 105-106; dust, 106;
sensors, 104; swarms, 106;
worms, 105; see also Active
Sensors, Digital Cameras,
Passive Sensors.

Survival, foam, 77; gear,
75-77; modules, 77; rations,
73; suits, 177-178; watches,
77; cocoons, 18; foodfacs,
70.

Swarm warheads, 156.

Swarmbots, 35-37, 40-41, 69-
71, 74, 80, 86-87, 104-107,
169, 201; chassis, 35-36;
combat, 37; disguise, 36;
fighting swarms, 37; hives,
37, 213; multi-function, 37,
multiple swarms, 37;
operation, 37; power
supplies, 36-37; statistics
table, 37; type table, 37;
types, 37; see also
Microbots, Nanobot, Utility
Fog, specific types of
swarms.

Swarmwear, 40.

Swimmer swarmbots, 36.

Swimwear, 39.

Switchblades, 163-164, 166.

Synthetic organs biomorphic
lens, 28.

Tachyon shotguns, 131, 132.

TacNet, 149.

Tacsuits, 178.

Tactical missile launchers,
145, 146.

Tactical programs, 149-150.

Tactical radar, 65.

Taggants, 89.

Tanglers, 139, 140; warheads,
155.

Tanks, 226-227.

Targeting scopes, 149.

Targeting systems, 149-150;
tactical program, 149-150.

Tau-shields, 195.

Teaching aids, 56-57, 59.

Tech Level, 8, higher than
TL12, 7; typical armor by,
186; typical weapons by,
148; see also Ages of
Technology.

Techbots, 85-86.

Technological progression, 8;
start dates, 8.

Technology paths, 8-11.

Telecommunication
advantage, 31.

Telegates, 233-234.

Telepathic barriers, 188.

Teleport, beacons, 235;
projectors, 234-235.

Televiewers, 60.

Tents, 76-77.

Terahertz radar, 65.

Terminals (computer), 23-24

Terminator swarms, 169.

Terraforming, 78.

Test kits, 197.

Thermal imaging sensors,
60-61.

Thermobaric warheads, 155.

Thought processors, 51.

Threat protection, 171.

Thrown weapons, 162-166.

Thruster packs, 231.

Tilt-rotor transports, 229.

Time, travel, 234; viewers, 67.

Timescanners, 67.

Tissue engineering, 206.

TML, 145, 146.

Tools, 80-85; tool kits, 82.

Torpine, 206.

Tracking devices, 105-106.

Tractor beams, 88.

Tractor-pressor beams, 87-88.

Training robots, 59.

Transcontinental tunnels,
223.

Translators, 47-48; levels of
comprehension, 48.

Transmit-only
communicators, 46.

Transponder rings, 150.

Traps, 101-104.

Trauma maintenance, 189.

T-ray portal scanners, 104.

T-Ray Vision Scanning Sense
advantage, 30.

Tripods, 151; zappers, 119.

UAW, 135.

UGL, 136, 138.

Ultrascan portals, 104.

Ultrascanners, 66.

Umbrella fields and shields,
194.

Underbarrel grenade
launchers, 136, 138.

Universal assemblers, 85.

Universal tools, 85.

Universal translator
programs, 48.

Unlimited technology, 8.

Uploading minds, 219-220;
backup brain and, 220;
campaign effects of, 221;
dead person and, 219;
destructive, 219; non-
destructive, 219; see also
Downloading Minds, Mind
Emulation, Replicators.

Urban assault weapons, 135.

Utility fog, 70-71; houses, 72.

Utility vertol, 229.

Vacc suits, 178-179.

Vacuum support for
protective gear, 171.

Vapor, canteens, 76;
collectors, 76.

Variant races, 206.

Varicloth, 39.

Variskin, 213.

Vatfacs, 91.

Vaults, 102.

Vehicles, 224-235.

Velocity force screen variant,
192.

Veridicator, neural, 107.

Verifier software, 106-107.

Very-low-res mind copy, 220.

Vests, tactical, 173.

Vibroblades, 164.

Video and sensory
augmented reality
processing, 56.

Video, contacts, 60; glasses,
60; suitpray, 39; walls, 51.

Viper gyrocs, 144.

Virtual education, 56-57, 59.

Virtual reality, 53-57, 59,
environmental database,
54-55; gloves, 54; imagery
database size table, 55;
manager, 54; packaged
characters and settings, 55;
suits, 54; see also
Augmented Reality.

Virtual tutors, 56-57.

Visors, 60.

Voice masks, 98.

Voice processors, 51.

Voiceboxes, 210, 218.

Von Neumann machines, 92.

Vortex ring projectors, 134.

Vortex warheads, 159.

VR, see Virtual Reality.

VRP, 134.

Warbler warheads, 157-158.

Warbots, 167-168.

Warheads, 152-159,
conventional, 152-156.

Warsuits, 185-186.

Waste-relief system, 187.

Water knives, 81.

Watercraft, 223.

Weapon cybernetic mounts,
212.

Weapon harnesses, 150-151.

Weather control satellites, 79.

Wire fences, 102-103.

Word processing software,
51.

Worker robots, 85-87.

Worker swarms, 86-87.

Workshop, 82; robotic, 82.

Worldscaping, 78.

Wristwatches, 66, 67.

X-ray laser torches, 85.

X-ray scanners, 104.

Zap gloves, 165.

Zero-G, thrusters, 231;

worksuits, 183, 186.
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