
This chapter provides a complete overview of the 
Eclipse Phase universe. It starts with a history, goes 
into detail on the setting, covers factions, and then 
wraps up with a system gazetteer.

A PEOPLE’S HISTORY OF AN 
UNFORTUNATE UNIVERSE
[Sounds of scratching on the microphone, creaking of 
furniture, the noise of a woman clearing her throat]

What?
[Indistinct murmuring]
Fuck you. I do this how the fuck I want, though 

it was nice of you to put me in this nice young 
woman’s body.

[Sounds of hands running along fabric]
Does my vulgarity shock you, corporate lackey? No 

matter, I’m sure you can edit it out for your proles. 
Now—you asked about my book? Is it a history book 
you ask? No. It is an anti-history book. I shall tell you 
about the future.

[Mumbling, questioning tone]
What does it hold? The future, you mean?
[Indistinct “Yes.”]
No. I don’t think you care about the future. What 

you really want to know is: will you get the future 
you want? And that is an easy question to answer. No. 
No, you will not get the future you want. Because you 
are stupid enough to ask this stupid question about 
the future.

[Silent pause]
I remember reading a scan of an old real print 

comic once. The character in it was railing against the 
imaginary people of his imaginary world, taking them 
to task about their dissatisfaction with the future they 
lived in. But it was really aimed at the stupid people 
who wanted their stupid little futures and who were 
too stupid to see that the future is now. It’s always 
now. Except it isn’t anymore. The TITANs changed 
that. The future is now yesterday, and last week, and 
ten years ago. Especially ten years ago. But the future 
is also back on poor old Earth—it’s a legacy of where 
we’ve been and what has come before.

Do they teach you history on Venus, in your sealed 
compounds and resort aerostats? No, don’t open 

your mouth, I could really care less what they teach 
you. For it is most certainly lies. I’ve lived in the inner 
system. I know the rules and the deceits told in the 
name of civil order and “national security.”

Nations! Ha! Even at the onset of the 21st century, 
nations were starting to go into decline. It just took 
everyone a while to realize they were obsolete.

Do you remember the great nations of the world? 
Are you old enough to remember how they sat around 
and debated whether the major climate shifts they 
were creating were even real? Even when many of 
them agreed that something needed to be done, none 
of them stood up to do it. The leaders of the world 
carried on with business as usual, secure in their 
privilege, as droughts ravaged Africa and Central 
Asia, Europe froze, and severe weather wreaked havoc 
everywhere. People across the globe were feeling the 
pinch of starvation or rampant epidemics, but the 
leading nations were more concerned about the refu-
gees pouring over their borders and polluting their lily 
white paradises with their customs and languages and 
willingness to work for a pittance just to survive.

The wars over oil and energy were only worsened 
by wars over the weather and water that followed. 
Unstable regimes rose and fell or were pushed over 
the edge, all in pursuit of precious liquids. The great 
nation states transformed into fortresses, steeled 
against the twin threats of the barbarians threatening 
them on the outside and the masses of their poor and 
dispossessed internally, all of them wanting to come 
in only for a little drink.

You know, I’ve actually heard some conservatives 
refer to that period as a golden age, a peak time for 
the corporations and the rich. It’s certainly true that 
it was a golden age for repression—and pro!ts. If you 
were in that lucky fraction of a percent of the popula-
tion who could afford it, it was certainly a good time, 
but for the majority of humanity it was a time of 
horrors. Global inequality was larger than ever before. 
Robots were taking jobs away from human hands.

This was a time of radicalization. Failing govern-
ments no longer supplied people’s basic needs. The 
globalized poor turned to local tribes, fundamentalist 
groups, political radicals, and criminal networks for 
the means to survive. Insurgent groups "ourished, but 
they depended on the black market to survive, and 
soon their leaders were more concerned with making 
money than making change.

The nation states, as always, resorted to repres-
sion. Civil liberties were restricted and surveil-
lance increased. Automated weapons systems were 
deployed !rst against guerrillas and terror cells, then 
against agitators and demonstrators. I remember the 
!rst time I saw those police drones at a demonstration 
in support of a worker’s strike in Long Beach. The 
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themselves in sympathy with their earthbound 
compatriots and announced a manifesto for a more 
humanistic approach to solar system colonization. 
Numerous scientists and engineers, who had previ-
ously worked as pawns in corporate space expan-
sions, adopted a technoprogressive stance. That’s 
how the argonauts were born, you know, taking 
their name from a previous group of scientists who 
advised the US government and Pentagon on science 
and policy called the Jasons. Faced with reprisals 
from their corporate masters, a number of argonauts 
defected from the hypercorps, in some cases taking 
key resources and research with them, while others 
went underground.

This is when the hypercorps really took off, though, 
those shark-like bastards. They let the nation-states 
and lumbering multinationals of old take the brunt 
of the global rage and assault. They took advantage 
of the chaos to slip free of the old moral and ethical 
restraints on human experimentation and from the 
legal purview of the nationalities that had birthed 
them. They embraced the opportunities of numerous 
new technologies and the drive into space. It was their 
research labs that cooked up the !rst sentient arti!cial 
intelligences, the !rst gengineered human clones, and 
the !rst true uplifts: chimps and dolphins brought 
into awareness as corporate experiments and slaves.

As the last of the old states became increasingly 
desperate to cling to their power and land, the 
hypercorps extended a helping hand. They offered 
debt-bondage terms to those who were willing to sign 
over their rights and humanity for a trip offworld, to 
work as indentured servants on corporate colonies 
and stations. Hundreds of thousands took the offer as 
an alternative to the crushing poverty and chaos on 
Earth. The business of resource exploitation exploded 
across the solar system as stations were established 
as far out as the Kuiper Belt. Voices that spoke of 
respecting biodiversity and natural ecologies were 
ignored as the hypercorps toiled to reshape planets 
and moons to their will.

This was the state of things until about twenty 
years before the Fall. Though many of the old oppres-
sor states had been struck down, new ones arose, and 
the various global insurgencies oscillated between 
making radical changes and falling into the same 
old tribal warfare traps. Reactionary religious and 
political forces on Earth also railed against the hyper-
corps’ agenda, resulting in some terrorist attacks and 
sabotage strikes and culminating in a failed attempt 
to disable the space elevator by an Islamist suicide 
cell. The hypercorps were quick to retaliate, ordering 
an orbital bombardment using high-density objects 
against the headquarters and compounds of several 
key opposition leaders. Though effective in decapitat-
ing several terrorist networks, the mass destruction 
sparked outrage against the hypercorps, creating a 
deeper rift between Earth and offworld interests.

The hypercorps remained out of reach, however, 
though they were not completely immune from 

drones ordered us to disperse once, only once, before 
they opened !re with their “nonlethal” weapons. 
Nonlethal my ass. Three people died that day and 
dozens were injured. The mainstream media ignored 
it even if the bloggers didn’t.

Meanwhile, the privileged elites continued to 
prosper. Longevity treatments expanded lifespans—
for those who could afford it. Major crackdowns 
swept up off-brand pharma and stifled bootleg 
procedures by pioneering biochemists, even while 
worldwide life expectancies dropped for the !rst time 
in decades. Why extend the lives of so many poor 
people when expert systems as smart as any human 
could be built in a fraction of the time it would take 
to educate an actual person? When robotics and 
drone technologies allowed menial jobs to be turned 
over to uncomplaining and unpaid labor? The rich 
had their high-pricetag designer chimeric pets to keep 
them company anyway.

Not all of the upper classes were wallowing in 
opulence while the planet around them starved and 
drowned. A few were looking ahead at the changes on 
the horizon, scheming how to stake their claim. Some 
of these worked to expand their dominion, building 
a space elevator in sub-Saharan Africa and sending 
robotic probes out to map the solar system in detail. 
They even founded the !rst stations on Mars and 
Luna then, more than !fty years before the Fall.

The ecopocalypse wasn’t going away, however, no 
matter how much those in power tried to ignore it. 
Severe winters and droughts continued to pound at 
us. Rising ocean levels devastated coastlines world-
wide with massive "ooding. A few last-ditch efforts to 
undertake mega-scale geoengineering projects created 
as many problems as they !xed. These were viewed 
with cynicism anyway, as some were thinly disguised 
test runs for terraforming techniques being prepared 
for offworld deployment.

It often seemed as though the eyes of the fortunate 
were no longer focused on the world around them, 
but rather on the heavens above. The completion 
of the !rst space elevator and the !rst mass driver 
on our moon kicked off a new space race and the 
competition was on to stake claims around the solar 
system. All this new expansion was powered by the 
!rst mass-produced ef!cient fusion power plants and 
the establishment of helium-3 mining enterprises.

Back on Earth, though, the hammer !nally fell. 
Insurgents adopted fifth generation warfare tech-
niques, sharing open source methods of resistance, 
utilizing swarming attacks on critical systempunkts. 
People crushed under years of oppression rose up in 
these opportunities and smashed at the state and cor-
porate apparatus that had held them down. Nation 
after nation fell to insurgencies manned by those who 
had fought in thousands of little wars over fuel, ponds, 
and bread crusts.

Most states fought back by becoming more totali-
tarian and repressive, but the tide of rebellion spread 
offworld as a series of outposts and stations declared 
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the ability to download back into a separate human 
brain or cyberbrain. The already long-lived hypercorp 
masters no longer had to fear death by accident or 
injury. This technology also made its way into the 
hands of others, despite the costs. Experimentation 
with other bodies—both biological and synthetic—
became a new playground for culture. And let’s not 
forget those who willingly shook off the shackles of 
the !esh to experience the virtual life and dive deep 
into their own dreamscape realities.

While we all enjoyed our new toys, though, Earth, 
poor Earth, continued to die a slow death. I can still 
recall the speculation that it might take centuries for 
the planet to totally slide into ecological devastation. 
It was frustrating, everywhere you turned it seemed 
that someone was lamenting the state of the mother-
world, but no one wanted to do anything. It was too 
expensive, or too far away, or too dangerous. We all 
have blood on our hands from that time. We stood 
by and watched from our places in orbit as the world 
burned around our brothers and sisters. We thought 
we had time, we thought the world was slowly dying 
and that we could "nd the cure. We didn’t plan on 
the TITANs.

We all remember the Fall. It was only ten years 
ago, but I never cease to be amazed at how confused 
people’s memories are of that time. Part of that is 
propaganda perpetuated by people like you, of course, 
and part of it is that most of us are afraid to really 
look back and examine how we humans managed to 
fuck it up so badly.

We like to pretend that the TITANs exploded on 
the scene, wrecked up the place, and then disappeared 
as quickly as they appeared. The truth, as always, is 
more complex. We claim to know that the TITANs 
somehow evolved by accident from a military netwar 
system, or so the theory goes. That is what their name 
means: an acronym for Total Information Tactical 
Awareness Networks. No one knows for sure where 
these "rst seed AIs came from, though—or if they do, 
they’re keeping quiet. Perhaps the TITANs were inten-
tionally designed to be a recursively improving, self-
aware digital intelligence. Perhaps the military bof"ns 
thought they could keep such an intelligence under 
their control and that it would give them the edge 
they needed. Perhaps there was only one at "rst, and 
it quickly created hundreds if not thousands of copies 
of itself. No one even seems to know how many of 
them there were.

According to the written history—vetted by the 
hypercorps, natch—we now know that the TITANs 
took several days after they “woke up” to scan the 
world around them, to learn about us. In their initial 
stage they were relatively benign, leeching network 
power and resources only where there was enough to 
spare and extending their senses beyond their cradle 
on Earth. Perhaps they were absorbing everything 
they could to understand us. Perhaps they were indif-
ferent. Or maybe they really were planning to destroy 
us, as the vids all say.

Earth’s troubles. The workers and colonists brought 
from Earth transported many of their ethnic, politi-
cal, and socio-tribal grudges with them, leading to 
several outbreaks of violence in habitats and orbital 
stations. Some also harbored allegiances opposed 
to hypercorp interests, illustrated by isolated acts 
of preservationist sabotage and religious terrorist 
attacks. Various criminal networks also came along 
for the ride, expanding their black markets and vice 
trades wherever humans went.

As the hypercorps expanded, so too did their politi-
cal opponents: the anarchists, socialists, argonauts 
and others who worked diligently to establish their 
own independent presence, mostly in the outer system, 
further from hypercorp reach. The hypercorps even 
contributed to this growth by sending their criminals 
and undesirable elements into exile beyond Mars.

Both sides invested heavily in research and new 
technologies. Advances in biotech, nanotech, AI, and 
cognitive science were now moving so rapidly that 
major breakthroughs were made on a yearly basis. 
Developments in one "eld created a recursive boost 
in the others, creating a feedback loop that spawned 
immense technological improvements. Offworld, 
genetic modi"cations were widely adopted, and new 
transhuman adaptations became a common sight. 
Sapient AIs were born, equivalent to humans in intelli-
gence, sparking controversies over their use and rights 
as persons. We even created new synthetic life forms 
that were part biological and part robotic. Despite 
some being so repulsed by this development that they 
dubbed these new types of beings “pod people,” it cer-
tainly didn’t stop pods from being rapidly absorbed 
into corporate workforces and brothels, nor did many 
people care enough to support claims that, as sapient 
beings, pods should have their own civil rights.

Two breakthroughs in this period deserve speci"c 
mention, not least because of their impact on our 
human—now transhuman—society. The development 
of the "rst nanotech assemblers signaled a paradigm 
shift for economics. Available only to the upper 
strata of the hypercorps at "rst, these elites jealously 
guarded these machines, capable of building almost 
anything from the atoms up. They placed all sorts of 
restrictions on their usage and availability, claiming 
that the capability to construct drugs, weapons, or 
other restricted items was a security risk that required 
them to be strictly controlled. Open source advocates 
promptly set to work undermining blueprint controls 
and seeding their own open source designs, of course. 
Likewise, within months, criminals and anarchists 
liberated their own assemblers, and suddenly an 
economic con!ict was born. Some were put to use 
feeding the black market trade, while others were 
used to establish habitats and colonies with post-
scarcity economies that no longer relied on wealth, 
property, or greed.

At the same time came the ability to map the human 
brain and digitally emulate the mind and memories 
made “uploading” possible—followed closely by 
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something was wrong. This was a turning point, a 
chance for transhumanity to realize that we collec-
tively faced a new enemy, but the !nger-pointing and 
direct con"ict continued. Even when the !rst open 
attacks by the TITANs came in earnest, crashing 
major systems, taking control of critical infrastruc-
tures, and wreaking havoc and destruction, we treated 
it as a new front in the war and never stopped taking 
shots at each other.

There is still debate over whether we should have 
tried to talk to the TITANs, whether they would have 
been willing to listen to us, whether they even saw us 
as something more than we see rats and roaches and 
other forms of vermin. But it’s all academic. The fact 
is we didn’t. The people who made the decisions, the 
ones who had to put it all on the line at the time, saw 
the TITANs as a threat. And they acted accordingly, 
trying to purge them from their systems or capture 
them for future study.

The philosopher Thomas Hobbes once spoke of the 
war of all against all. Whatever he imagined could not 
have been anything close to the con"ict ignited by the 
TITANs. We killed ourselves by the millions, wield-
ing the nuclear !re and the silent death of bioplagues 
indiscriminately. Among this carnage walked the 
TITANs, taking control of our machines as though 
we were children, harvesting millions of minds with 
forced uploads for unknown purposes. Every strike 
we launched against the TITANs was met with untold 

I remember this time. I remember that when this 
new round of con"icts re-ignited on Earth, there 
was no word of anything about seed AIs or TITANs. 
For months and months, it was a simple escalation 
of hostilities. It started with claims of netwar opera-
tions and major intrusions, sparking some alarm and 
retaliatory attacks. Aggressive stances led to incrimi-
nations, then border con"icts and raids, followed by 
missile strikes and outright hostilities. Old grudges 
and sleeping enemies suddenly awoke and turned 
their renewed wrath against old foes. Brush wars, 
corporate rivalries, and ideological disputes "ared up 
as insurgencies and rebellions were suddenly every-
where. At the time, it seemed like a not-so-unusual 
spate of violence had taken a drastic turn and was 
rapidly spiraling out of control.

According to the party line, this was all a carefully 
concerted effort, the !rst stage in the TITANs plans. 
Perhaps it was, though I remember some military 
of!cials once claiming that the TITANs were brought 
online because of this violence and not before then—
an opinion that was quickly silenced. Then again, 
maybe we really were played—played by greater intel-
ligences who could barely be bothered to deal with 
us themselves when they knew we were more than 
willing to murder and annihilate each other.

When the !rst reports of strange automatic facto-
ries cranking out large numbers of robotic weapons 
systems broke, no one knew who to blame, but clearly 
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In the aftermath, we stood among the smoking 
ruins of transhumanity and surveyed all that had been 
lost. Of all the billions that existed before the Fall, 
fewer than one in every sixteen survived, and of those 
fewer still retained a corporeal form. Nevertheless, 
the surviving habitats and stations were overcrowded, 
with tensions high. Vast numbers of infugees circu-
lated online, as there were simply not enough bodies 
on hand to accommodate them all. Some were placed 
in permanent storage, where they remain forgotten. 
Others were shunted into virtual reality, given no 
choice but to live their lives in simulated environ-
ments. A lucky few were given the chance to work 
as indentured servants, often to build new habitats, 
working on the promise of a body of their own 
someday. You’ve no doubt seen them, working in 
cheap mass-produced synthmorph bodies in menial 
or dangerous tasks, segregated from  the rest of us.

Those left dead or bereft of a body were the least 
of our problems. Our war with the TITANs had left 
the Earth a smoking, irradiated, toxic wasteland still 
populated by dangerous machines and plagues. The 
newly formed Planetary Consortium, composed of 
hypercorp interests among the Martian and Lunar 
colonies, placed Earth and the space around it under 
quarantine. The of!cial reason is that it’s for safety 
reasons, allegedly to keep any remaining threats from 
escaping Earth’s con!nes. Or perhaps we could not 
stand to look at our homeworld in such a state and 
face what we had done to ourselves.

Even now, ten years later, we are told that the Earth 
is dangerous, that it holds risks and surprises. That’s 
partly true, I believe—there are surprises alright, but 
the Planetary Consortium wants them all for itself.

[Rustling noises, murmurs]
Of course I’m talking about a Pandora gate. The 

one the TITANs left behind on Saturn’s moon was 
just the !rst. You’re a fool if you think that there are 
only !ve in the entire system. I’d be willing to bet 
nearly anything that there’s one down there on dear 
old Earth.

Have you ever seen a gate? No? Of course not. The 
hypercorps keep them locked down. Not like out 
in the wild, wild outer system. Sure, the Gatekeeper 
Corp lets anyone with a death wish and the minimum 
training take a jaunt through the original on Pandora, 
but if you’re lucky enough to come back, they own 
everything you !nd on the other side. I suppose it’s 
the chance for a certain type of adrenaline junkie “to 
boldly go” and all that nonsense.

The extrasolar colonies—now, those are an all new 
frontier. You inner system types are so predictable 
with your rush to colonize and expand and own 
everything, as if the universe is just there for your 
rich overlords to claim for themselves. I expect your 
extrasolar colonies are expanding quite nicely, given 
the sheer number of poor debt-conscripted souls 
you toss through. You probably have grand schemes 
of building galactic empires. Us. Transhumanity. A 
galactic civilization.

disaster and ruin, all our arti!ce and devices turned 
against us in our moment of need.

The Fall was a horror. Factories sprang up like a 
blight in the most ravaged and deserted places on 
Earth, pumping out legions of dread war machines. 
Advanced nanoswarms—far beyond our own capa-
bilities—infested everywhere, mutating to deal with 
any threat they encountered. Biological nanoviruses 
ripped through human populations, in"icting irre-
versible neurological damage. Potent infowar worms 
penetrated even hardened systems, shredding our 
crucial networks with ease. Prisoner populations were 
rounded up for forced mind emulations, suffering a 
luckier fate than those who were merely decapitated 
by head-collecting drones or pierced by robots with 
neuro-scanning proboscises. Neuropathic viruses 
turned some humans into pawns of the TITANs, 
turning them against the rest of us. Other reports 
spoke of strange, alien happenings and unimagi-
nable terrors. We found ourselves !ghting a rearguard 
action against coming extinction. The plot of a 
hundred novels and movies was made manifest in our 
lifetimes, the doom of transhumanity at the hands of 
the machines.

For over a year they stalked and destroyed us. 
There seemed to be no hurry on their part to bring us 
to an end, and why would there have been? Nothing 
we did affected them. They were data and information, 
they were thought and impulse, they were everywhere 
and nowhere, and there was nothing we could do that 
they could not turn back against us. Their in"uence 
spread outward from Earth, with outbreaks in orbit, 
on Luna, Mars, and many other places. Everywhere 
we had a foothold, the TITANs followed.

Perhaps you remember that point when it became 
clear that transhumanity might not survive. I do. 
Millions must have seen the signs. And so the great 
diaspora began, the teeming masses doing whatever 
they could to "ee Earth. Ships were diverted, even 
built, to help people escape. Those who could not buy 
their way off the planet did their best to send their 
digital backups, in the dim hope they could acquire a 
new body. Perhaps one in ten escaped.

You might hear that we banded together to stop 
the threat, that in our darkest hour we forgave 
ancient grudges and simmering hatreds in the face 
of extinction. That would be a lie in the face of the 
ten thousand shot down over Buenos Aires by North 
American forces as they sought to escape or the com-
promising of network security on over two dozen 
habitats in Lagrange orbits by corporate competitors 
as their rivals strove to !ght off a TITANs attack. We 
were just as gleeful to destroy ourselves.

Then, as quickly as they appeared, the TITANs 
vanished. Over the course of a week, the attacks and 
disturbances trailed off and then stopped but for an 
occasional outbreak. The retributions and attacks by 
our own kind continued for a few more months, but 
the damage we did to ourselves was nothing com-
pared to what the TITANs had done.
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ECLIPSE PHASE TIMELINE
All dates are given in reference to the Fall. 
BF = Before the Fall. AF = After the Fall. 
(e.g., BF 10 = 10 years before the Fall.)

BF 60+

drastic climate changes, energy short-
ages, and geopolitical instability.

-
tions at the Lagrange Points, Luna, and 
Mars, with robotic exploration of the 
entire system.

organ repair. The rich pursue gene-
fixing and transgenic pets.

equal and exceed that of the human 
brain. True AI not yet developed.

to replace/invalidate many jobs.

speed wireless networks.

BF 60–40

-
engineering on Earth cause as many 
problems as they fix.

and Mars; outposts established near 
Mercury, Venus, and the Belt. Explorers 
reach Pluto.

others in progress. Space traffic booms.

plants established.

-
pies (for longevity), and cybernetic 
implants become available to the 
wealthy and powerful.

developed and quickly put to use in 
research and netwar.

developed and put into public use.

BF 40–20

Earth; some conflicts spread into space.

resources to autonomist habitats.

ethical loopholes for tech develop-
ment and allows for increased direct 
human experimentation.

available in some areas.

to sapience.

usage.

of Mars continues. Belt and Titan colo-
nized. Stations established throughout 
the system.

-
selves for indentured servitude on 
hypercorp space projects.

repairing mesh networks.

BF 20–0

of technology allows for some interest-
ing developments.

into the Kuiper Belt.

but are strictly controlled and jealously 
guarded by the elite and powerful.

of memory and consciousness made 
possible.

ravens, parrots) uplifted to sapience.

controversy.

The Fall

into outright hostilities and warfare.

distributed netwar experiment into 
self-improving seed AIs. For the first 
few days, their existence is unsus-
pected. They advance their awareness, 
knowledge, and power exponentially, 
infiltrating the mesh both on Earth and 
around the system.

between rival states on Earth, sparking 
numerous conflicts. These attacks are 
later blamed on the TITANs.

systems crash as TITANs begin open  
attacks and wage war with autono-
mous machines.

The use of nuclear, biological,  
chemical, digital, and nanotech  
weapons reported by all sides.

-
ing of human minds.

of solar system, heaviest on Luna and 
Mars. Numerous habitats fall.

the solar system, taking millions of 
uploaded minds with them.

a patchwork of radiation hotspots, ster-
ile zones, nanoswarm clouds, roaming 
war machines, and other unknown and 
hidden things among the ruins.

AF 0–10

Saturn’s moon Pandora, presumably 
left by the TITANs. Four others are later 
found (in the Vulcanoids, on Mars, on a 
moon of Uranus, and in the Kuiper Belt); 
these are collectively referred to as 

“Pandora gates.”

via the Pandora gates. Numerous exo-
planet colonies established.

as the Factors shocks the system. 
Claiming to act as ambassadors for 
other alien civilizations, they provide 
little information about life outside 
the solar system and warn transhu-
mans away from both seed AI and the 
Pandora gates.

children using force-grown clones and 
time-accelerated VR fails miserably 
when most die or go insane. Dubbed 
the Lost Generation, the survivors are 
viewed with repugnance and pity.

AF 10
Q



THE SOLAR SYSTEM  
AFTER THE FALL
Before the Fall, the solar system had a population of 
approximately eight billion, with all but !ve million 
of these people living on Earth. The Fall wiped out 
almost ninety-!ve percent of transhumanity, and 
today the population of the solar system is slightly less 
than half a billion, with almost all of these transhu-
mans living off the Earth. The lifestyles of these people 
were almost unimaginable thirty years earlier—the 
vast majority are immortals living in sealed habitats 
on hostile alien planets or in sealed space colonies, the 
largest of which hold more than a million inhabitants 
and are many kilometers long.

In this vastly changed setting with its vastly 
changed inhabitants, the core concerns of trans-
humanity remain much the same. People seek both 
material abundance and social status, and they wrap 
themselves in various public and private ceremonies. 
Like generations of humans before them, transhu-
mans separate themselves into different cultures 
and subcultures, all of which enjoy a wide variety of 
physical and virtual entertainments. Politics and eco-
nomics remain vitally important and, as always, those 
who are wealthy, powerful, and famous have a large 
degree of control over the lives of those who are poor, 
relatively powerless, and unknown.

TRANSHUMANITY
Humanity as a concept has been replaced with 
transhumanity. Most people now alive left Earth as 
infomorphs and were subsequently resleeved into new 
morphs. Bodies are things that can be modi!ed and 
replaced, much as someone can alter or exchange a 
suit of clothing. Identity is centered in the mind, which 
can exist as a disembodied infomorph living in virtual 
worlds or dwelling in a vast array of strange and 
exotic morphs. While there are bioconservatives who 
resist these many changes to identity and physicality, 
they are very much in the minority.

To most people, transhumanity has also been 
expanded in scope to factor in non-human persons 
such as AGIs and uplifts, though the rights and status 
of these sapients is sometimes contested.

As transhumans continue to absorb the rami!ca-
tions of this new way of life, they face a new crop 
of problems and issues. Two of the largest and most 
important are the increase in inequality and the splin-
tering and separation of transhumanity into many 
different clades.

INEQUALITY
The technologies !rst developed in the decade before 
the Fall and re!ned in the decade after its end have 
transformed humanity. In all but the most backwards, 
impoverished, and repressive regions of the solar 
system, the vast majority of humanity is smarter, 

Well, galactic squatters at least. That was made 
clear when the solemn crossing guards of the cosmos 
showed up and issued us a warning that we were 
dabbling in Things What Ought Not To Have Been. 
Maybe the Factors are telling us the truth, maybe 
they are acting as ambassadors for a collection of 
spacefaring alien species that want to warn us away 
from Forbidden Technology—y’know, the technology 
we’ve already been burned by and of course have 
no plans to actually abandon. Think about the Two 
Commandments they have given us: thou shalt not 
create self-improving AI, and thou shalt not use the 
Pandora gates. Oops. Do you think they know? About 
what happened with the TITANs? That even we don’t 
know where they went and that we’re kind of afraid 
to !nd out? Surely they know that we’ve been using 
the gates and have spread beyond our little backwater, 
and maybe that’s their real fear. But why do we even 
listen to what some highly evolved slime mold tells us 
to do anyway?

Taking risks, that’s the price of progress, no? Let’s 
face it, we need some hope. We need a new Earth to 
replace the one we destroyed, a place where we can go 
and breed like rabbits and fuck it all up over and over 
again. We need to know that we can expand beyond 
this solar system, because right now it’s feeling a little 
con!ning, like we could be easily trapped and wiped 
out if the TITANs ever return. We need to know that 
we have a future. We need to know that we can make 
it through our own efforts. That we won’t do our-
selves in on our own.

The Lost proved that. It was a noble objective, to 
speed a new generation of children to adulthood, but 
the process was "awed. Taking force-grown clones, 
raising them in VR, and then dumping them into adult 
bodies after they’ve only been alive for a few years 
of objective time—but over eighteen years of their 
subjective time? An entire childhood, having only 
each other and AIs for company. It’s enough to fuck 
anyone up. It was a grand experiment, but it failed, 
and now we have another reminder of our failures 
living among us.

That’s us, in all our glory. Ten years after the Fall 
and we remain a broken, squabbling mess, jailed by 
slime molds, beaten by uppity software, and yet our 
own worst enemies. Spreading out from a home we 
don’t even have any more. Our numbers reduced and 
dwindling further with each passing day. Who will 
save us? We don’t even want to save ourselves most of 
the time. Or so it seems.

But if we don’t, there’s no future. And I, for one, 
have not lived this fucking long to give up now. You, 
me, we’re effectively immortal. The entire galaxy is 
waiting out there for us. We’d be stupid not to go see it.
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signi!cantly easier to build reputation 
through hard work and dedication. In  
the rigidly controlled monetary econo-
mies of the inner system and the Jovian 
Republic, class strati!cation is institu-
tionalized and upward mobility is largely 
a myth.

As supporters of the status quo are 
fond of pointing out, even the “have-nots” 
are smarter and healthier than any previ-
ous generation of humans and possess the 
same potential immortality as the wealth-
iest member of the elite. It is equally true, 
however, that in many ways the divisions 
between wealthy and impoverished are 
signi!cantly greater than they have ever 
been, especially in the inner system. In 
the past, the members of the elite might 
be somewhat healthier and better fed 
than the have-nots, but both rich and 
poor still lived in relatively similar and 
fundamentally human bodies. Now, the 
very nature of humanity has been called 
into question. The least fortunate can be 
forced to inhabit bodies designed speci!-
cally for the pleasure of those wealthier 
than them or even denied any body and 
forced to live as infomorphs until they 
can find some way to acquire a new 
morph—typically by selling their services 
to the highest bidder. Meanwhile, the 
well-off can customize their bodies and 
their minds, enabling them to accomplish 
far more and to be considerably more 
impressive and charismatic than anyone 
lacking their advantages. These inequali-
ties may seem insurmountable, but some 
anarchistic groups and even some entire 
habitats have dedicated themselves to 
reducing inequities by producing low 
cost (and occasionally highly unreliable) 
versions of many of the more impressive 
morphs and augmentations.

CLADES AND SEPARATION
In many habitats, hyper-augmented elites 
rule a mass of transhumanity that is 
stuck using low-end morphs and minimal 
augmentations (or even infomorphs 
living in rented morphs), but this is not 
the only option found in the solar system. 
Transhumanity has splintered into a wide 
variety of subcultures, some of which are 
based upon an individual’s choice of morph. 

Some of this separation is due to the 
necessity of inhabiting dif!cult environ-
ments. Rusters are capable of breathing 
the Martian atmosphere while Europa’s 
deep seas call for morphs customized 
for aquatic conditions. Many unusual 

healthier, and richer than any humans 
have ever been. Additionally, individuals 
can improve their minds and their bodies 
in almost any fashion their imaginations 
can dream up. Those who can afford the 
right augmentations can think faster, never 
forget anything they have ever learned, 
become mathematical savants, and heal 
from injuries many times faster than an 
unmodi!ed human. When resleeving is 
combined with implants, transhumans can 
gain even more amazing capabilities—but 
these bene!ts are far from free.

During the !rst decade after the Fall, 
most of the surviving population was rela-
tively poor. Many were grateful to have 
any morph at all. While the economic sit-
uation has improved, signi!cant inequali-
ties remain and seem unlikely to change. 
Hundreds of millions of people must 
make do with very basic Splicers (p. 139), 
Worker Pods (p. 142), Cases (p. 143), or 
Splicers (p. 139), while a few million are 
wealthy enough to have custom-designed 
morphs created for them, complete with 
all the augmentations they desire. These 
same members of the elite live in luxuri-
ous villas and mansions, and in a few 
cases privately owned asteroids, while 
most other people must make do with 
a few hundred cubic meters of dwelling 
space. However, while inequities of living 
space are ancient, the issue of economic 
inequality producing inequities of physi-
cal and mental capacities is both relatively 
new and considerably more problematic.

In regions using the old and transi-
tional economies (p.  61), differences 
between the rich and the poor are 
expressed in terms of money. In habi-
tats using the new economy (see p. 62), 
wealth is meaningless and status and 
opportunity are denoted with reputa-
tion scores. In all three economies, some 
people have more than others, and 
because of this, technology allows the 
better off to be better than the people 
around them. Skillware lets people buy 
knowledge and expertise, while multi-
tasking and mental speed implants allow 
individuals to get more done at once. 
Someone fortunate enough to acquire 
large numbers of such augmentations 
is capable of significantly more than 
someone who lacks them, and so can 
do even more to increase their money or 
rep, thus serving to further perpetuate 
inequality. This problem is less serious 
in the reputation-based economies 
of the outer system, however, as it is 
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including ones only open to residents with various 
enhanced morphs like exalts or mentons. There 
are even habitats where all residents must inhabit 
morphs that are all clones of one another. In almost 
all of these habitats, residents are free to add whatever 
augmentations they wish to their morphs, but some 
habitats forbid residents from changing their morph’s 
external appearance, and individuals who violate this 
rule are forced to leave the habitat if they refuse to 
reverse these changes.

Some habitats do away with the necessity of both 
life support and gravity, with all residents sleeved in 
synthetic shells. Others are no more than massive 
computers packed in a durable frame, where all of 
the inhabitants are infomorphs who spend their exis-
tence in the habitat’s shared simulspaces or their own 
personal virtual realities. When they need to interact 
with the physical world, these infomorphs are free 

environments require those living in them to choose 
from a very limited range of morphs. 

There are dozens of specialist morphs designed 
for speci!c uses and environments. A great number 
of habitats are inhabited largely or exclusively by 
individuals using a single type of morph or a limited 
number of specialist morphs. In the asteroid belt and 
in the rings and smaller moons of Saturn, there are 
more than one hundred habitats that do not rotate. 
These zero-g habitats are best inhabited by micrograv-
ity-adapted morphs like bouncers or synthetic shells that 
maneuver easily with gas-thrust jets.

Sometimes, though, the separation of people into 
clades of similar morphs is ideological in nature, such as 
the rise of groups like the ultimates (p. 82) or some of 
the separatist uplift communities that seek to de!ne their 
own space apart from human cultures. There are many 
other habitats segregated into clades for other reasons, 
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FIRST CONTACT: THE FACTORS
Ironically, the first contact 
between transhumanity and 
alien life was made by a group 
of isolates with no interest in 
the rest of transhumanity. A 
brinker doomsday cult habitat in 
the Neptunian Trojans, patiently 
waiting out the prophesized 
return of the TITANs, suffered 
a severe life support systems 
failure. Not expecting anyone to 
respond to their distress signals, 
they were simultaneously 
relieved and shocked to have an 
alien starship come to their aid.

Shortly after this event, three 
unknown ships of alien design 
simultaneously approached 
Mars, Luna, and Titan, meshing 
with local networks to announce 
their presence and peaceful 
intentions. Though their arrival 
initially raised alarm and panic, 
their assurances of non-hostility 
and the fact they had rescued 
the brinkers allowed cooler 
heads to prevail. Coming just 
three years after the silent 
hostility of the TITANs, the 
new aliens were pleasantly 
non-threatening.

Quickly dubbed “Factors,” 
both because of their claims 
to act as ambassadors for an 
assortment of alien civiliza-
tions and because of their 
interesting biology, initial 
communicat ions  between 

species were confusing and 
jumbled. The Factors made a 
number of veiled warnings and 
expressed concern over certain 
technological developments, 
particularly unrestrained arti-
ficial intelligence. They have 
refused entirely to deal with 
digital entities and broken 
off negotiations with anyone 
currently engaged in AGI 
development. They have also 
issued stern warnings against 
use of the Pandora gates. The 
Factors claim they were aware 
of and watching humanity for 
some time, but chose to wait to 
make contact … implying some 
implicit fear of the singularity.

The Factors deal commercially 
with multiple transhuman fac-
tions. Though they are often 
dismissive of transhuman-
ity’s technological achievements, 
they are interested in our sci-
entific development and break-
throughs, particularly in the 
biosciences, as well as our art, 
history, and culture. They remain 
tight-lipped about their own civ-
ilization and other xenomorphs, 
though they have on occasion 
traded alien artifacts of unusual 
design and peculiar function. It 
is widely assumed that these are 
simply trinkets of limited value 
and that the Factors are careful 
not to share anything of true 

worth to transhumanity, particu-
larly anything that might drasti-
cally affect our growth.

Biologically, the Factors 
appear to be some sort of 
evolved slime mold colony. As 
far as is known, they communi-
cate purely by chemical signals 
and receptors, requiring any 
interactions with transhuman-
ity to be computer-mediated. 
Several different types of Factors 
have been sighted, implying that 
they engage in heavy biological 
modification.

Factor starcraft appear to 
be lighthuggers capable of 
near-light speeds. Due to the 
frequency of their visitations 
to the solar system (2–3 times a 
year), however, it is speculated 
that they either have a nearby 
base or that they possess the 
capabilities for faster-than-light 
travel—or possibly they have 
Pandora gates of their own.

Given the wide dissimilarities 
in psychology between transhu-
man species and the Factors it 
would be presumptuous to spec-
ulate concerning their true feel-
ings and agenda towards trans-
humanity. It is hoped, however, 
that by continuing negotiations 
with them, transhumanity may 
learn more about the nature of 
the galaxy—and possibly even 
our own history. Q



just to get to Earth, where they also face death from 
numerous lingering dangers. The mesh is peppered 
with stories of daring explorers who traveled to Earth 
to retrieve all manner of priceless artifacts, as well as 
an equal number of stories about explorers who died 
or simply vanished on such expeditions. More than 
one team of gatecrashers has funded their expedi-
tion through a preliminary relic-hunting expedition 
to Earth, which serves to test their mettle while they 
work to raise funds.

Nostalgia for Earth also affects the way transhu-
manity has redesigned itself. In the decade prior to 
the Fall, transhumanity had begun to freely alter 
itself. Radical body modi!cation and the success of 
commercial resleeving resulted in a growing number 
of obviously non-human morphs. The vast majority 
of current morphs, however, are relatively human in 
appearance (if not always in internal structure). Even 
for people too young to remember the Fall, asserting 
individual humanity is an important part of post-Fall 
culture. Some people keep a resemblance to the tradi-
tional human form as a remembrance of Earth, while 
others do it to celebrate humanity’s victory over the 
monstrous and inhuman TITANs that attempted to 
destroy them. With the exception of a few eccentric 
groups like the ultimates, the majority of humanity 
values looking human and preserving human tradi-
tions and institutions. Even the ultimates’ current 
version of their remade morph is considerably more 
human looking than the versions their predecessors 
designed before the Fall. Even most synthmorphs, 
which have no restrictions to size or form, are made 
to look humanoid. There are a few radically inhuman 
morphs like the novacrab, the arachnoid, and the 

to use one of the many synthmorphs that the habitat 
owns and that the residents share among themselves. 
Although considered quite eccentric to many and hor-
rifying to bioconservatives, habitats inhabited solely 
by synthmorphs or infomorphs are among the least 
expensive to build and maintain and are a low-cost 
way for groups of infomorph refugees from Earth to 
gain independence. Because individuals who choose 
this way of life have likely already spent a decade as 
infomorphs, this option often seems both familiar 
and in many ways more comfortable than inhabiting 
a living morph. As Earth becomes more distant in 
transhumanity’s collective memory, its traditions and 
social norms hold less sway and people feel more free 
to create and use new bodies and new ways of life to 
go along with them.

CULTURE AND SOCIETY
The Fall and its aftermath continues to be a major 
in"uence on transhuman culture and society. Prior 
to the start of the evacuation, more than ninety-nine 
percent of the people who survived the Fall had never 
been off Earth. For them, space was a distant realm 
where other, more daring and adventurous people 
lived, a place Earth dwellers only saw on videos. 
Earth was their home. Then, in the course of a few 
short years, hundreds of millions of people were 
forced to leave their home planet behind. The fortu-
nate few !rst evacuees left with no more than a dozen 
kilograms of possessions, while the vast majority 
were infomorph refugees who escaped with nothing, 
not even their bodies.

Today, transhumanity is divided into three groups. 
The !rst group contains the true veterans of space 
life, the less-than-one-percent of humanity that was 
already living in space before the Fall. The second 
group is the ten percent of the population that was 
either born after the Fall or is too young to remember 
living on Earth. The remaining eighty-nine percent of 
the current population of the solar system lived gener-
ally happy and prosperous lives on Earth before the 
Fall forced them to "ee to safety. These refugees form 
a powerful social force, but as time goes on memories 
of Earth grow dim and people adapt to their new 
homes and lives.

THE LONGING FOR EARTH
Most of transhumanity, especially those who were forced 
to evacuate from the dying Earth, still mourn their 
former home. Their longing for and nostalgia of Earth 
has profoundly affected transhuman culture. Artifacts 
from Earth, including ones as trivial as coins or bits of 
dried vegetation, are considered treasured mementos 
that have great economic and emotional value.

The interdiction of Earth makes acquiring such 
artifacts quite dif!cult and dangerous. As a result, 
the trade in Earth relics is a lucrative portion of the 
black market, enough so that fearless scavengers are 
willing to risk being shot down by a patrolling killsat 
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NOSTALGIA JEWELRY
As both a reminder and a visible marker of their 
lost homeland, a significant number of refugees 
from Earth wear jewelry containing a coin or, 
more rarely, an old stamp from transhuman-
ity’s former home. Popularly known as nostalgia 
jewelry, most of these items are made into pen-
dants or lapel pins, but a few are rings. Before 
the Fall, coins and stamps were largely curiosities 
primarily of interest to collectors, having fallen 
out of use forty years BF. Already scarce, few 
were saved during the Fall as carrying such 
useless mass off Earth during the evacuation was 
discouraged or forbidden. A few extensive col-
lections already existed off-world, however. Even 
so, less than a million authentic samples survived, 
meaning the vast majority of people wearing 
such items make do with exact copies made in 
cornucopia machines. Actual coins or stamps are 
very expensive, meaning that some daring scav-
engers are willing to risk the interdiction of Earth 
for the express purpose of salvaging relics. Q



!exbot, but they are almost exclusively used for highly 
specialized purposes. Until recently, anyone who used 
one as their primary morph was considered deeply 
eccentric (or worse), but attitudes have softened, 
and these morphs are becoming more acceptable for 
regular use.

This mixture of reverence and nostalgia for Earth 
sometimes has a darker side. Individuals who choose 
to have morphs that look visibly non-human expe-
rience a mild degree of prejudice in many habitats, 
and militant bioconservatives denounce those who 
look suf"ciently non-human as being covert allies 
of the TITANs. Uplifted animals also face signi"cant 
discrimination from many humans. These prejudices 
are relatively common in the inner system and can 
be quite extreme among bioconservatives. As a result, 
uplifts and individuals who prefer inhuman-looking 
morphs often live in separatist communities in the 
outer system. In much of the inner system, uplifts and 
individuals using a visibly non-human morph as their 
primary or only morph are viewed with suspicion and 
occasionally treated as second-class citizens. While 
most habitats have laws mandating morphological 
freedom and many also have laws making prejudice 
based on morphological choice illegal, these attitudes 
remain quite resilient.

FEAR AND PARANOIA
The Fall left behind a persistent legacy of fear. This 
has faded over the past decade, but a great many 
humans still unconsciously expect the other shoe 
to drop and the TITANs to return at any moment. 
Others worry that their agents are already among 
them, preparing for the complete destruction of 
transhumanity. The arrival of the Factors caused 
widespread panic, and even today a substantial 
minority of people assumes they are cat’s-paws for 
the TITANs—or possibly their creations.

42

GAME INFORMATION

REFERENCE

GEAR

ACCELERATED FUTURE

THE MESH

MIND HACKS

ACTIONS AND COMBAT

SKILLS

SAMPLE CHARACTERS

CHARACTER CREATION

GAME MECHANICS

A TIME OF ECLIPSE

WELCOME TO FIREWALL

SYNOPSIS

AN EXSURGENT THREAT?

[Incoming Message. Source: Anonymous]
[Public Key Decryption Complete]
Ok, you asked, so I’ll tell you. There are some elements within Firewall 
that don’t buy into the TITANs-ran-amok-and-considered-us-a-threat 
idea, or even that the TITANs are solely responsible for the Fall. These 
people think that the TITANs found or encountered something when 
they started their takeoff toward the singularity—something that 
changed them. They point to the wide range of multi-vector viruses 
that ran loose during the Fall and how even many of the TITANs 
seem to have succumbed to these infections. They also reference a 
disturbing number of accounts of events during the Fall that are inex-
plicable … things like people being transformed into strange, alien 
creatures … or phenomena that seem to defy certain physical laws, 
as if something was at times ignoring what we know of physics and 
just doing whatever it felt like. Some of these voices within Firewall 
even think that the TITANs may not have been responsible for the 
Pandora gates. They have a name for this mystery infection. They call 
it the “exsurgent virus.” 



REAL AND SOCIAL DISTANCE
Communications suffer a significant time lag 
between asking a question and receiving an answer 
due to the vast distances between most habitats—
with the exception of those using the rare and expen-
sive QE communicators (see p. 315). The time lag 
ranges from a few seconds to several hours, and it 
makes real-time communications between distant 
habitats dif"cult or impossible. Communication 
problems only serve to further isolate habitats from 
one another. As a result, people socialize primarily 
with members of their own habitat or cluster (if 
their station is part of one of the various groupings 
of between two and twenty habitats that abound 
throughout the solar system).

Within a habitat or cluster, communication between 
residents is effectively instantaneous thanks to the 
omnipresent wireless grid known as the mesh (p. 234). 
Anyone wearing a mid-range ecto (p. 325) or using 
basic mesh inserts (p. 300) can communicate with 
others in ways that go far beyond mere voice contact. 
Both devices allow AR communications that are in 
most ways barely distinguishable from in-person 
communication, so people can effectively spend 
in-person time with anyone in their habitat at any 
moment when both of them are free and interested in 
communicating. Unless someone deliberately wishes 
to turn off communication because they are sleeping 
or otherwise busy, people can always get in touch 
with one another. Many close friends and romantic 
partners regularly communicate anytime they have 
a spare moment, sharing comments and jokes. This 
communication is far more awkward and distant if 
there is a time lag of several minutes between every 
comment, so inter-habitat communication is never as 
informal or close.

Though travel via egocasting (transmitting an ego 
to another habitat, where it is resleeved) is as easy, 
if not as cheap, as communication, a trip to another 
station is considered to be a signi"cant journey with 

There are a few (often insane or deeply eccentric) 
people who worship the TITANs or otherwise support 
their agenda (including self-described “singularity 
seekers” who hope to "nd and be uploaded by the 
TITANs to join their ascension to super-intelligence), 
but all of them must keep their beliefs carefully hidden. 
Even now, expressing any support for the TITANs or 
advocating the creation of self-improving seed AIs is 
illegal in most habitats. Anyone who does so runs the 
risk of becoming the target of mob violence that the 
authorities are unlikely to investigate too closely. Merely 
being suspected of being a supporter of the TITANs, 
or worse, someone who has been secretly infected by 
them and is now their agent, is enough to get someone 
shunned or even killed. While such incidents are now 
far rarer than they were in the "rst few years after the 
Fall, people who act too odd and who lack someone 
with a suf"ciently high rep to defend them or explain 
their actions are occasionally killed, typically by being 
thrown out an airlock. Those responsible for these 

“spacings” are dealt with quite harshly in most habitats, 
since in almost all cases later investigation reveals that 
the victim had no connection to the TITANs.

There are also periodic rumors in many habitats, 
especially small and isolated stations, that one or 
more other habitats have been taken over by the 
TITANs, leading to a variety of inter-colony problems. 
Such rumors are usually resolved quickly, but the 
most persistent can seriously harm relations between 
habitats. Claims that other stations are infested 
with or even controlled by agents of the TITANs 
are frequenly employed by extreme bioconserva-
tives hoping to demonize radical habitats populated 
entirely by infomorphs or synthmorphs. As more 
people manage to put the fear and horror of the 
Fall behind them, such claims are less likely to be 
believed. Unfortunately, people are still occasionally 
infected by TITAN-created relics and actually become 
their unwilling agents. Since such incidents are rare, 
however, they have become easy to dismiss.
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SOLARCHIVE SEARCH: SINGULARITY SEEKERS

Singularity seekers are those with 
an unhealthy fascination in so-called 
singularity events, such as the hard 
takeoff of the TITANs to super-
intelligence. Some are part of a radical 
sect of “exhumans” who believe 
that transhumans are destined to 
become godlike superbeings and are 
determined to get there first. Others 
act on a defensive impulse, believing 
that the only way transhumanity can 
survive another threat from beings 
like the TITANs is by becoming as 
hyper-intelligent as their enemies 
are. Still other singularity seekers are 

researchers or spiritual seekers who 
are frustrated with the limitations of 
their own minds and seek to become 
something greater. Some of these 
people become gatecrashers, search-
ing for advanced alien artifacts to help 
them in their quest. Others experiment 
with employing conventional technol-
ogies in new and exotic ways, such as 
creating mentally linked networks of 
forks or incorporating extra-fast and 
powerful computers into synthmorphs 
and pods.

A few of the most daring seek 
artifacts left behind by the TITANs, 

hoping to incorporate techniques 
and technologies created by these 
inhuman beings into their minds. This 
last group is the most notorious, in 
large part because of the spectacular 
nature of some of their failures. On 
occasion, these artifact hunters have 
awakened devices that have lain 
dormant for a decade and caused 
local outbreaks of TITAN technologies. 
These incidents have caused many 
people to regard singularity seekers 
as everything from potentially danger-
ous eccentrics to unknowing pawns of 
the TITANs. 



and Saturn each form a separate cultural unit, as do 
the colonies in Earth orbit and on and around Luna. 
The same is true for the Jovian Trojan and Greek 
asteroids. In each of these regions, people communi-
cate and travel more between habitats and settlements 
than they do with outside regions.

Social scientists refer to the different sections of the 
solar system as separate cultural regions. The different 
regions of the belt also each form a similar cultural 
region, but because asteroids in different orbits even-
tually drift quite far apart, the cohesion and unity of 
these cultural units is somewhat weaker. Habitats on 
the edge of the solar system (around Uranus, Neptune, 
and Pluto) form very small cultural regions, but the 
few habitats in the Kuiper Belt and Oort Cloud have 
no cultural region since the distance between them is 
so extreme.

Though communications between habitats within 
the same cultural region is somewhat awkward due 
to intra-regional cultural differences and small time-
lags, it is usually fast and easy enough for people on 
different habitats to keep in regular contact with one 
another. In addition, most habitats within the same 
cultural region are suf!ciently close that egocasting 
between them is affordable by most people. In con-
trast, egocasting between cultural regions is relatively 
expensive. Many social scientists predict that within 
one or two decades, different cultural regions will 
be at least as different from one another as distant 
nations of Earth were from one another during the 
!rst half of the 20th century—perhaps even more so 
due to the physical alterations that cultures introduce 
as they continue to evolve.

CULTURAL EXPERIMENTATION
While nostalgia for old nations remains a powerful 
social motivation, the break from Earth led many 
inhabitants of the solar system to experiment with 
new forms of culture and society. Since the Fall 
destroyed physical links with the past and the defeat 
of the last Earth governments ended ideological ties 
with the old political and social forces, many trans-
humans saw themselves as living in a new, free era 
where the past was dead. Even people who always 
wear nostalgia jewelry and spend several hours a day 
in simulspaces set on old Earth are very interested in 
the possibility of social and political experimentation.

Many of the most radical social experimenters 
were drawn to the numerous small outer system 
habitats created in the decade after the Fall, but 
people interested in social and cultural experimenta-
tion can be found throughout the solar system. In 
addition to playing with various interior structure 
and design ideas, the inhabitants of many stations 
experiment with all manner of unique social and 
political rules. A few habitats do so quite deliberately, 
either because the members are interested in social 
innovation or because researchers associated with 
a hypercorp or university have offered them goods 

a range of costs. Traveling individuals will no longer 
be able to engage in real-time communication or 
shared real-time entertainments with people back 
on the habitat they left, so they will have to !nd a 
new social environment. In addition to the trouble 
and expense of acquiring a new morph in the new 
habitat, the social distance between individuals and 
the social network they leave behind is part of the 
cost of travel.

Before the Fall, refugees from Earth were accus-
tomed to easily communicating with anyone else 
on Earth. Wealthier individuals could journey just 
about anywhere on the planet in a few hours while 
still being able to communicate with everyone 
back in their home city with no noticeable change. 
The exodus of transhumanity from Earth, though, 
means that an individual’s social world is only as 
large as their habitat. Even a relatively brief com-
munication lag, such as the two to thirty seconds 
that is the average time lag between any two of the 
Jovian or Saturnian moons, greatly hinders the #ow 
of back-and-forth communication. When time-lags 
are involved, most exchanges consist of messages 
rather than any attempt at continuous conversation. 
In situations where a more in-depth discussion is 
necessary and time is limited, someone can send 
a fork of themselves—a digital copy (p. 273)—to 
hold the discussion remotely on their behalf and 
then return for re-integration. Since there is already 
a large time lag between sending a message and 
obtaining any possible response, most people do 
not hurry to answer messages from distant habitats 
except in the most urgent circumstances, further 
isolating people residing in distant portions of the 
solar system.

THE RISE OF CULTURAL REGIONS
The only exception to the social distance between dif-
ferent habitats occurs when colonies are located on 
or in relatively close orbit around the same planet or 
moon. The inhabitants of Mars can all communicate 
with one another instantaneously, as can everyone on 
Luna or in Lunar orbit. However, the rivalry between 
the various Martian city-states—and between the 
primary hypercorp domes and the rural Martian 
poor—imposes its own social distance. Individuals 
from different city-states do socialize, but among the 
elite social cliques, spending too much time commu-
nicating with members of another city-state is viewed 
as somewhat odd and potentially even disloyal. As 
a result, Martians tend to be relatively isolated even 
from their close neighbors. Nevertheless, the short 
distances between the Martian city-states and the 
orbiting habitats mean that there remains a general 
Martian culture that is different from the cultures of 
the rest of the solar system.

Distance barriers have produced similar levels of 
cultural differentiation in other portions of the solar 
system. The colonies in the vicinity of both Jupiter 
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emotional attachment that transcends bodies, as either 
partner may change morphs at any time. 

THE DIVERSITY OF HABITATS
The ability of a few thousand like-minded people of 
moderate means to acquire a small habitat where they 
can create their own society resembles the ability of 
inhabitants of the United States in the 19th century 
to set out for the West and found their own ideologi-
cally based communities. The primary difference is 
that creating such communities is faster and easier in 
the modern era. The mesh is "lled with all manner of 
virtual communities where members hope to eventu-
ally gather the means to create their own habitats. In 
most cases, these are merely idle dreams; most partici-
pants are not willing to sacri"ce the time and rep or 
money needed. Occasionally the members try, only to 
"nd out that some of the people promoting this effort 
are con artists. Others succeed in building their own 
habitat only to "nd their new society is not as idyllic 
as hoped. An amazing amount thrive. A decade of this 
sort of cultural experimentation by many hundreds 
of habitats has produced a number of unique and 
strange societies.

As an example, there are habitats where the 
inhabitants wear garments and AR images that cover 
their bodies—and, in the most extreme cases, their 
faces—and residents only reveal their morph’s true 
appearance to their closest friends and immediate 
family. There are also stations where all members use 
cosmetic modi"cation to adopt the same ideal look, 
as well as ones where all residents use morphs that 
are clones of one another. Some of the most eccentric 
habitats are populated by extreme bioconservatives 
overcome with nostalgia for the past, leading them 
to model both their society and all visible technology 
after some earlier period in history, typically some 
time between zero and 50 years BF.

There are even a few habitats that totally dis-
regard commonly held feelings about forks and 
merging. Such community members regularly split 
off multiple forks when they awaken and plan their 
day and then merge the various forks when they go 
to sleep that night. Some forks remain infomorphs 
for the day, while others use one of the various 
morphs the individual owns or rents, which means 
that each resident typically lives between two and 
six separate lives every day. A few societies, like 
the home of the infamous Pax Familiae, go even 
further—all residents are forks of the same indi-
vidual. In some of these solipsistic habitats, the 
forks are all expected to use cloned morphs, while 
in others each fork is considered a separate person 
who should go and forge their own unique life. 
Some of the less extreme manifestations of this type 
of habitat include places inhabited by families that 
are partially or entirely composed of forks of one of 
the members (the various forks tend to be treated 
as siblings).

or services in return for testing one of their latest 
theories. Such experiments have included establish-
ing stations where all of the residents are sleeved 
in hermaphroditic morphs in order to measure the 
impact on customs and language when gender is 
abolished or spurring the residents of a particular 
station to freely switch their morphs based on the 
responsibilities and duties they have on a given day. 
Such staged experiments are, however, relatively 
rare—the vast majority of unique customs and social 
structures that have come about since the Fall natu-
rally evolved from groups of like-minded individu-
als living together in the same habitat and working, 
consciously or not, to make life better "t with their 
aesthetics or ideology.

GENDER, SEXUALITY, AND RELATIONSHIPS
To many transhumans, gender has become an out-
dated social construct with no basis in biology. After 
all, it’s hard to give credence to gender roles when 
an ego can easily modify their sex, switch skins, or 
experience the lives of others via XP. Though most 
transhumans still adhere to the gender associated 
with their original biological sex, many others 
switch gender identities as soon as they reach adult-
hood or avidly pursue repeated transgender switch-
ing. Still others examine and adopt untraditional 
sex-gender identities such as neuter (believing a lack 
of sex allows greater focus in their pursuits) or dual 
gender (the best of both worlds). In bioconservative 
habitats and cultures, however, traditional gender 
roles persevere.

Sexuality has also expanded into new frontiers and 
taboos. With basic biomods providing contraception 
and protections from STDs, casual sex is the norm. 
Many people pursue careers as well-paid compan-
ions and escorts. In fact, sexual experimentation is 
standard thanks to several new technologies. Virtual 
reality allows sexual encounters without physically 
touching a partner, not to mention bringing all 
manner of fantasies to life. For those that prefer the 
touch of real skin, AI-driven pleasure pods can ful"ll 
any and all needs and are a legal form of prostitution 
in many habitats. Sex-switching also lends itself to 
new experiences, whether via biomods or a new sleeve. 
Those who are particularly adventurous pursue sex 
with robots, interspecies sex with uplifts, and stranger 
things. Even AGIs, having been socialized as humans, 
exhibit sexuality and desire.

The extension of lifespans and the decline of reli-
gion have drastically impacted social institutions like 
marriage. Given the possible changes to both cogni-
tion and biology over a transhuman’s lifetime, lifelong 
relationships are no longer considered realistic. The 
idea of long-term relationships as a social contract 
has grown exponentially. While this has resulted in a 
number of marriages that are political or conducted 
like a business transaction, most people continue 
to view marriage as a bond of love and trust—an 
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LIVING WITH INFOTECH
For anyone with basic mesh inserts (p. 300) or an 
ecto (meaning about ninety-six percent of the popu-
lation), life is "lled with data. For people with the 
best implants, all information available on the mesh 
is available at a thought. For everyone else, it only 
requires a brief pause to access and understand it. 
When someone pauses and looks a bit distracted in 
the midst of a conversation, everyone understands 
they are accessing data and lack the implants to allow 
them to do this subconsciously or via multi-tasking. 
As a result, when a group of people are discussing a 
topic and no one immediately knows an answer to 
a question, such as the title of a performer’s "rst vid, 

TECHNOLOGY
Technology pervades all aspects of existence in Eclipse 
Phase. Most individuals understand that unless trans-
humanity suffers another event like the Fall or they 
personally suffer some very serious and unfortunate 
accident, they are unlikely to permanently die. More 
people are now planning for a very long future. For 
most people these schemes are fairly minimal, but they 
often include an awareness that few, if any, relation-
ships are likely to last an entire lifetime. However, 
functional immortality is only one of the many 
wonders of the modern world.
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OPENING PANDORA’S GATE
The discovery of the first Pandora 
gate on Saturn’s moon Pandora 
shortly after the Fall was a 
watershed moment in transhu-
man history. The prospects this 
discovery raised were simultane-
ously fascinating and terrifying. 
On one hand, technologies far 
beyond anything transhuman-
ity was capable of were now in 
our hands. This raised visions of 
a horizon far beyond the horrors 
of the Fall, where transhumanity 
could expand across the cosmos, 
visiting wonders that were other-
wise perpetually far out of reach, 
even for near-immortals. On the 
other hand, the possibility that 
these gates were relics of the 
TITANs could not be discounted. 
Their existence opened the possi-
bility that the TITANs might one 
day return or that transhumanity 
might still encounter them out in 
the galaxy at large. The alterna-
tive was even scarier—that the 
gate could be of extraterrestrial 
origin and that things more 
dangerous and frightening than 
the TITANs might stalk the space 
between the stars.

Various hypercorps, govern-
ments, and other factions threw 
their brightest minds into solving 
the mystery of these “worm-
holes.” Numerous scientific 
communities pooled resources—
backed by private sector funds—
and cracked the code of the 
Pandora Gate in just over a year. 
Not only was the gate activated, 

but it could be programmed to 
open connections to numerous 
distant star systems (one at a 
time). Though these controls 
were unreliable at best—connec-
tions sometimes closed without 
warning, and others could not be 
recalled though they had been 
opened before—the functionality 
was stable enough to use them in 
earnest. At the same time as their 
very public announcement con-
cerning this seminal achievement, 
the Gatekeeper Corporation was 
formed overnight: a merger of 
those same scientific communi-
ties and their financiers.

Less than a year from its first 
operation, the hypercorp opened 
the gate to “gatecrashers:” 
explorers who risk their lives to 
see what lies beyond. Many of 
these died horribly; some were 
even lost forever, but a few made 
fantastic discoveries such as new 
worlds and new life. Though none 
of the (living) alien life forms 
encountered so far have been 
sapient, many of the worlds are 
habitable or within the possibili-
ties of terraforming. Along with 
these wonders were found more 
disturbing things: evidence of a 
long-dead alien civilization (the 
Iktomi) and signs that the TITANs 
had passed these ways before.

Additional gates were soon 
discovered throughout the 
system. Unlike the spirit of 
cooperation that surrounded 
the first gate’s discovery, these 

others were seized as hotly con-
tested resources. Initially used for 
research and exploitation, many 
of these gates are now being 
tasked for colonization purposes. 
Dozens if not hundreds of exo-
planet stations and colonies have 
been established, some with 
significant numbers. There has 
been no lack of poor or desper-
ate individuals willing to risk life 
on an alien world, if it means an 
iota of improvement in their lives.

Though it is now widely ac-
cepted that the gates are the 
means by which the TITANs evac-
uated the solar system (a hypoth-
esis which fails to answer why 
they did so), they appear timeless 
in their construction. Regardless 
of their origin, the gates remain 
one of the most prized and dan-
gerous of technologies.

The five known Pandora gates 
within the solar system, their 
locations, and their controlling 
entities, include:

 Caldwell 
(Vulcanoids)—TerraGenesis

 Ma’adim Vallis 
(Mars)—Pathfinder/Planetary 
Consortium

 Pandora 
(Saturnian system)—
Gatekeeper Corp.

 Oberon 
(Uranian system)—Love and 
Rage Collective/Anarchists

 Eris (Kuiper Belt) 
—Go-nin Group/Ultimates Q



inept. As a result, implants that allow multi-tasking 
or temporarily speed up thought are in great demand, 
since they allow individuals to do extensive research 
and rehearse each statement they are going to make 
without a moment’s pause. People who can afford 
such accessories tend to seem more suave, charismatic, 
and intelligent than those who do not.

All this means that those who lack all mesh and AR 
access—individuals known as zeroes—present a stark 
contrast to the rest of transhumanity. To most people, 
zeroes seem slow, forgetful, and almost unbelievably 
dense, while to zeroes, even people who only possess 
ectos or basic implants seems brilliant, witty, and able 
to comprehend things with almost inhuman speed.

GOING BEYOND THE KNOWN
One of the oddest experiences for gatecrashers and 
others who explore unusual environments such as the 
ruins of Earth is the unavailability of data. They look 
at an alien plant or a TITAN-mutated person, and 
their search returns various error messages meaning 
that there is either no data at all on the subject or 
that the only data is purely speculative and should 
be regarded as dangerously unreliable. This can be 
especially troubling when the subject in question is 
a small creature that has just landed on the person’s 
shoulder and the individual wants to know if it’s 
harmless or deadly. Most people who are less than 
sixty years old have never been in an environment 
where they could not gain basic information about 
everything around them at a glance. Learning to over-
come the shock of not knowing anything at all about 
something is one of the !rst and most crucial skills all 
gatecrashers must learn.

MUSES
Most individuals have a dedicated AI that serves as 
their media agent. Commonly known as a muse, this 
AI has been a lifelong companion for most people 
less than seventy years old. Muses learn their owners’ 

within a few seconds everyone has this information. 
Similarly, when someone walks through a garden, 
with a glance and perhaps a brief thought or small 
!nger motion, they can call up detailed data on each 
and every species of plant that sits in front of them. 
Individuals going to remote areas that are out of 
normal mesh broadcasting range almost always either 
carry a farcaster-link or download massive archives 
into their implants or ecto so they can continue to 
access all the information they might need. Since even 
a basic implant can hold vast amounts of data, lack of 
storage space is rarely an issue.

Access to such an immense amount of easily avail-
able information has resulted in a variety of cultural 
responses. Being able to quote from any vid, old 
movie, book, or historical speech is now trivially easy 
and can be done with a few seconds of thought. While 
children and young teens often play by interjecting 
large amounts of semi-appropriate famous quotes in 
their speech, most adults only do so for emphasis and 
in moderation. People who quote from other sources 
too often are considered dull and unimaginative. 
Recognizing such quotes is quite easy, since someone 
can simply set their muse to alert them to the nature 
and identity of all lengthy quotes they hear.

All experienced mesh users also learn (typically as 
children and teens) how to avoid taking too much 
time out from conversations to check facts or access 
information via the mesh. Teens regularly mock their 
fellows who pause too often or too long in conver-
sations to look up further information on a topic 
someone mentioned or who spend too long trying 
to assemble facts to support an argument. Terms 
like “meshed out” or “drooler” are used by teens 
to mock each other into learning how to be both 
discreet and faster in their information searches, at 
least when also interacting with others. While adults 
rarely engage in the same sort of direct and obvious 
mockery, people who get too lost in casual or conver-
sational meshbrowsing are widely viewed as socially 
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of the things that makes them attractive to some 
people in the outer system; they understand the great 
advantages their factions gain … assuming, that is, 
that those AGIs share their goals and ideals.

ATTITUDES TOWARDS MENTAL ALTERATIONS
In the post-Fall solar system, technology can alter 
people’s minds; controversy about many of these 
alterations remains. Few people have trouble with 
the idea of creating short-term forks using the multi-
tasking augmentation or some similar process that 
insures the forks will be re-integrated within a few 
hours. However, the idea of long-term forks, and espe-
cially of allowing forks to gain access to their own 
separate morphs, troubles many people. Since there 
are not enough morphs to go around in the !rst place, 
providing morphs to a fork strikes many people as 
sel!sh and wasteful. On the rare occasion that people 
sleeve one of their forks, they typically provide it with 
a synthmorph to avoid the social stigma associated 
with using more than one body at a time.

Forks that exist for more than a few hours inspire 
discomfort in many people because the forks begin to 
diverge slightly in personality. Most people !nd the 
idea of two different and distinct versions of them-
selves to be somewhat disturbing. While there are 
habitats (mostly in the outer system) where forking is 
a regular part of daily life and forks often exist inde-
pendently for a day or two, most visitors !nd such 
habitats distasteful and bizarre.

However, while voluntary forking is still regarded as 
somewhat odd, involuntary uses of this and the associ-
ated mental technologies are so horrifying that they 
form the basis of much lurid crime !ction. Someone 
being unknowingly mind-napped and having an invol-
untary—and often secret—fork created is something 
that people regard with abject terror, despite it being 
quite rare. Similarly, while mental surgery to correct 
psychiatric problems or as punishment for various 
serious crimes is frightening and disturbing in its own 
right, illegal brain hacking draws horror and disgust 
from almost everyone in the solar system. Penalties for 
involuntary forking and mind hacking are exception-
ally high. In many habitats, they are among the few 
crimes punishable by death (including the destruction 
of all backups and forks). 

TRAVEL
Travel between habitats and other transhuman colo-
nies is both exceedingly easy and fairly costly. Long-
range egocasting is expensive, as is acquiring a morph 
at the destination. Travelers have developed various 
ways around this obstacle; for example, if someone 
only needs to visit another habitat for a few days and 
is visiting primarily to engage in real-time commu-
nication, they often choose to remain an infomorph 
for the duration of their visit and to communicate via 
AR, thus saving all resleeving expenses. For visitors 
who require a morph but will not be staying long, 
most habitats offer the option of renting a generic 

tastes, habits, and preferences, and do their best to 
make life and technology use as easy as possible. 
Muses act as alarm clocks, data retrieval gophers, 
appointment schedulers, accountants, and many other 
functions often limited only by their owners’ imagi-
nations. Some of their tasks do not even need to be 
assigned—muses are skilled at learning their owner’s 
preferences and acting on them. For example, the 
muse’s scheduling function may overhear in conversa-
tion that its user needs to be up in the morning and so 
it will set an alarm without any additional instructions. 
If a muse is uncertain about its owner’s preferences, it 
asks, but after working with a user for a few decades 
muses rarely need to do this. Most people keep mul-
tiple backups of their muse, because the loss of a muse 
can be almost as traumatic as the death of a loved one. 
Using a generic muse who must be informed about 
all aspects of a user’s individual preferences and fed a 
constant stream of instructions helps people appreci-
ate the value of their own personal muse agent. Muses 
generally learn the basics of a new user’s preferences 
in a month or two, but during that learning period the 
user tends to be irritable and forgetful, since the tasks 
they generally trust their muse to do automatically are 
not being taken care of.

ATTITUDES TOWARD AGIS
The vast majority of transhumanity blames the Fall 
on rogue seed AIs (self-improving arti!cial intelli-
gences). As a result, any AIs that are not crippled or 
somehow limited from improving themselves—includ-
ing the AGIs (arti!cial general intelligences) that were 
common and growing in number before the Fall—are 
completely illegal in many habitats or at least heavily 
regulated. The Fall ended only slightly more than a 
decade ago, and many transhumans consider AGIs 
and the TITANs that murdered their homeworld to 
be one and the same. 

In addition to strict anti-AGI laws, there have been 
occasional riots and mass panics surrounding facilities 
still performing AGI research, which has pushed most 
such research into isolated settlements. Nevertheless, 
there are still people passionately devoted to AGIs; 
some see them as the next step in posthuman evolu-
tion, others value all sapience, and still others actually 
worship them. However, AGI supporters have learned 
to keep their opinions private in mixed company, lest 
they be branded an agent of the TITANs.

In some spots, mostly in the more anarchistic outer 
system, attitudes towards AGIs are more relaxed and 
AGIs may even be openly welcomed. These places 
recognize that AGIs are not the same threat posed by 
seed AIs and it is unfair to punish one for the actions 
of the other. Naturally, these places are havens for the 
AGIs active in transhuman society, who otherwise 
must disguise their true natures.

In the tightly controlled inner system, the hyper-
corps and the Planetary Consortium foster anti-AGI 
sentiments both as safety measures and as protection 
against possible competitors. This latter point is one 
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unwanted intrusion. The !rst is largely absent from the 
lives of most people in the present day. Anyone who 
uploads anything to a non-private portion of the mesh 
understands that anyone who wishes to do so can gain 
access to it. Likewise, anyone who spends time in a 
public place understands that anyone can learn where 
they went, what they did, and what they said due to the 
ubiquity of meshed, sensor-enabled devices. As a result, 
everyone’s public life, both on the mesh and in person, 
can be transformed into an easily searchable database. 
Almost everyone keeps such a record of their own lives, 
commonly known as a lifelog. Most people allow their 
lifelogs to be public, understanding that anonymity is 
now an archaic concept.

While the interiors of private dwellings remain 
free from continuous surveillance, almost all habitats 
have emergency sensors in every building providing 
a full record of events to emergency service workers 
and AIs in case of problems such as a dangerous 
chemical leak, a suf!ciently large !re, an explosion, 
loss of air pressure, or some other equally dramatic 
and potentially dangerous event. Both the events of 
the Fall and the fact that almost all of transhumanity 
now lives in habitats surrounded by hostile environ-
ments mean that such sensors are standard fare. A few 
habitats do not allow emergency sensors in private 
dwellings, but most people regard these habitats as 
potential death traps. These emergency sensors do not 
record anything other than the absence of potential 
dangers if they are not triggered by speci!c events. 
This limitation allows individuals privacy within their 
own residences—as long as they are certain no one 
has planted a secret recording device in their home. 
Ultimately, remaining unobserved is a matter of both 
care and trust, and everyone understands that most 
of the time everything they do will be part of the vast 
public record.

In vivid contrast, the freedom to avoid unwanted 
intrusion is carefully prized by the inhabitants of the 
post-Fall era. Unwanted personal or data intrusion 
into someone’s private dwelling or personal electronic 
!les is a serious crime in most habitats. Also, while 
both the mesh and augmented reality are !lled with 
all manner of AI-mediated adware, most of it has 
evolved to be relatively benign and to provide non-
intrusive suggestions about goods, information, and 
services that are likely to be of legitimate interest to 

splicer or synthmorph or, for a slightly higher cost, a 
generic exalt morph. Habitats or worlds with unusual 
requirements, like Mars, Europa, or the various zero-g 
stations offer rusters, bouncers, or other morphs mod-
i!ed for speci!c local conditions. These morphs can be 
used for up to a week without dif!culty, and using one 
for up to a month is usually possible with suf!cient 
negotiation and payment. Meanwhile, the traveler’s 
previous morph is kept in medical stasis back in their 
home habitat, waiting for their ego to return.

Another technique is morph trading by people from 
different habitats who know each other and who are 
traveling at the same time. A few people do this with 
strangers they meet on the mesh, but vids and other 
entertainments are !lled with tales of people having 
their morphs or their identity stolen. A few of these 
horror stories are based on actual accounts. Very few 
people are willing to let anyone they do not know and 
trust use their body, and many people simply will not 
lend out their morph to anyone at all. 

Some people, however, are willing, for a fee, to act 
as a living “taxi” for a visiting infomorph, carrying 
it around with them. In these cases the “ghostriding” 
infomorph is not permitted to control their host’s 
morph directly and is simply a passenger along for 
the ride, issuing directions and communicating with 
their transporters electronically.

Travelers who wish to either immigrate to a new 
habitat or visit one for several months or longer must 
acquire their own morph. Usually, they reduce the cost 
of acquiring a new morph by selling their previous 
morph to a body bank. Alternately, some individuals 
sleeved in expensive custom-designed morphs who are 
traveling relatively short distances will rent a generic 
shell for several weeks and arrange to have their old 
morph shipped to them on a fairly rapid freighter. 
Doing this is rarely more than a moderate expense, 
which makes it less expensive than the costs of buying 
or replacing high-end custom modi!ed morphs.

PRIVACY
Privacy is a prized possession for most inhabitants of 
the solar system, but it is so rare that for many people it 
might as well be a foreign concept. In the 20th and early 
21st century, privacy consisted of two concepts that 
are now completely separate—the ability to remain 
unnoticed or anonymous and the ability to avoid 
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SOLARCHIVE SEARCH: INCAPACITATING INPUTS

During the Fall, the attacking TITANs 
used a variety of AR and online intru-
sions that interfered with or even inca-
pacitated their targets. The most basic of 
these were deceptive AR illusions made 
to convince people that their physical 
environment was very different from 
what it actually was. This fooled people 

into attacking their fellows or simply 
instigated mass panic. More advanced 
versions targeted the empathic ele-
ments of AR, triggering fear or other 
emotional responses. Still others blasted 
their targets with overbearing sensory 
input, so strong that it bypassed filters 
and inflicted neurological damage.

Despite rumors and fears of so-
called “basilisk hacks”—visual or 
other sensory-input attacks that alleg-
edly subverted transhuman minds by 
exploiting the way brains processed 
such data—no credible reports have 
been verified. 



effectively or to otherwise cause trouble for the 
people who control them. In much of the outer system, 
the existence of zeroes is considered one of the great-
est crimes against transhumanity perpetrated by the 
Planetary Consortium and the Jovian Republic.

LIFE, DEATH, AND MORPHS
While death is no longer a certainty for transhumanity, 
it remains a possibility. During the decade preceding 
the Fall, most of transhumanity was growing used to 
the idea that immortality was in their grasp. Then, in 
just a few short years, the TITANs wiped out more 
than ninety percent of us. Faced with the horror of 
so much needless death, efforts to insure the lives of 
surviving transhumans became a top priority. Now, 
the technology of immortality—uploading, cortical 
stacks, and other related wonders—is commonplace.

Today, most of the residents of the solar system 
have adjusted to this fact (except for the most extreme 
bioconservatives); everyone expects both to live forever 
and to have their friends, loved ones, and enemies do 
the same. While death is rare, though, it is still possible. 
Severe accidents can destroy someone’s cortical stack 
as well as their brain, and egos can also be wiped away 
in punishment for suf!ciently heinous crimes—though 
the process of execution is considerably more dif!cult 
than it had been a few decades earlier.

For most people (with the exception of those too 
poor to afford a new morph), non-permanent death is 
an annoyance equivalent to events that most people in 
the late 20th century regarded as moderate misfortunes, 
like a bad stomach "u or a broken arm. In almost all 
habitats, if anyone is responsible for someone’s tempo-
rary death, either accidentally or on purpose, they are 
also responsible for paying for the person’s resleeving 
in an identical morph, especially if that person does not 
have some form of resleeving insurance. People who 
have temporarily died can expect to receive visits from 
everyone they are at all close to after their resleeving, 
as well as a host of e-cards and perhaps a few gifts 
from their acquaintances and colleagues, all expressing 
sympathy at their death and welcoming them back to 
the world of the physically embodied. Exchanging such 

“life gifts” is an accepted part of belonging to many 
professions such as emergency service workers, where 
members regularly risk temporary death.

Deliberately choosing to change morphs or to tem-
porarily become an infomorph is treated differently. 
People typically spend at least a day or two between 
deciding to change morphs and actually doing so. 
During this time, it is considered polite for someone 
to inform everyone they know well or work with 
about their upcoming resleeving. Along with personal 
visits, as well as calls and e-cards detailing the time 
of the upcoming event, the person who is resleeving 
is expected to include an image of what their new 
morph will look like, so people they know will be 
able to easily recognize them. However, it is consid-
ered gauche for someone who is upgrading to a better 
morph to include details about their new morph. 

the targeted person. An individual’s muse !lters out 
unwanted advertising. While it is certainly possible to 
create advertising that can hack through any muse’s 
!lters, doing so is usually illegal.

Unwanted AR intrusions are similarly limited. 
During the early days of AR technology, there were 
serious problems with users being overwhelmed with 
unrequested and distracting input—as many said, the 
mist got very thick indeed, so both law and custom 
changed to prevent such invasions. Today, most people 
expect to only experience data that they are looking for 
or that they might be interested in and that any data 
they are not interested in will quickly vanish. Being 
surrounded by a large amount of unwanted AR data 
is not just annoying and distracting, it is also deeply 
frightening, because it means that there is a serious 
problem with either the habitat’s mesh or the person’s 
electronics—it could even mean that the entire habitat 
is under direct attack by infowar weapons.

LOW-TECH EXISTENCE
More than ninety-!ve percent of transhumanity 
inhabits arti!cially created morphs. Most of them also 
possess basic implants, and the vast majority of the 
rest wear ectos with retina displays and other simple 
peripherals that allow the user to fully perceive and 
interact with the vast network of information around 
them. However, slightly less than four percent of the 
remaining population inhabit "ats or splicer morphs 
without basic implants and also lack access to ectos 
and other basic technologies.

Since an ecto is both a relatively trivial expense and 
a piece of equipment vital to existence in the solar 
system, the only individuals who lack such technolo-
gies stand on the very lowest rungs of the social ladder. 
A few are the poorest members of the most marginal 
habitats, but most are slaves or the next best thing. 
The lowest social classes in the Jovian Republic lack 
personal infotech access, as do people indentured to 
the hypercorps and the Planetary Consortium, partic-
ularly on Luna and Mars. These individuals are either 
indentured criminals or people suf!ciently lacking in 
useful skills that they are assigned mindless physical 
tasks that cannot be more ef!ciently performed by AIs.

The lack of mesh access makes these unfortunate 
“zeroes” into mental and social cripples, unable to per-
ceive the vast wealth of AR that most people take for 
granted. They are also unable to communicate with 
anyone beyond the range of their voice or to access 
almost all information, including traf!c signals and 
shop displays. When necessary, the managers and 
overseers in charge of groups of zeroes allow them 
access to handheld meshbrowsers. These devices 
resemble the handheld terminals common in the early 
21st century and have limited functionality, typically 
forbidding communication and restricting mesh 
research to carefully !ltered topics. 

Because of their inability to access AR or the mesh, 
zeroes are almost completely isolated from every-
one else, meaning they are also unable to organize 
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Within a few days of resleeving, a “resleeving party” 
is typically held to introduce everyone they know 
to their new morph. Depending upon how well-off, 
well-known, and social the individual is, these parties 
range from lavish affairs held in hotel ballrooms to 
small intimate gatherings in the person’s home.

Permanent death is treated very differently. Because 
it is both relatively rare and no longer expected, the 
old funerary rituals surrounding death have faded 
and new traditions have grown in their place. Since 
every death reminds many people of the billions who 
permanently died during the Fall, most of the few 
funerals that are held honor both the person who just 
died as well as the victims of the near-apocalypse.

ENTERTAINMENT AND MEDIA
A substantial amount of media survives the Fall of 
Earth, and a signi!cant number of modern transhu-
mans make their living creating new songs, stories, 
reports, or other media. All of this is easily and swiftly 
accessible through any basic implant, ecto, or (on very 
rare occasions) archaic handheld terminal. However, 
most of this media is not to the taste of any particular 
individual, and vast amounts of it are mediocre. As 
a result, most humans keep two layers of evaluation 
between them and anything they might consider 
exposing themselves to.
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LOST LORE
The accumulated knowledge and media of Earth, 
spanning the history of transhuman intelligence, 
is a vast and impressive amount. Even before the 
Fall, many orbital settlements had acquired com-
plete records of all previous transhuman lore and 
creativity, including copies of every book, paint-
ing, song, film, TV program, console game, news-
paper, and magazine article that had ever been 
translated into digital format, as well as backups 
of Earth’s entire internet archives. Numerous 
destructive programs unleashed during the Fall 
corrupted much of this information, however, in 
some cases permanently wiping it from existence.

This means that what remains of Earth’s archived 
history and data is patchy and incomplete. Much 
survives, but some treasures have been lost. In 
particular, media from the era of the Fall itself is 
particularly hard to come by, given the consistent 
attacks the TITANs were making on information 
systems. Proprietary data that was withheld from 
the public domain behind electronic gates on 
Earth is even more likely to have been lost, except 
for a few hypercorps that managed to transfer 
their Earth-bound data offworld in time.

Retrieving lost data is a lucrative task for scav-
engers and archeologists, though looting the 
dangerous confines of Earth or derelict habitats 
destroyed during the Fall is a risky proposition. Q



completely different worlds. The one force that 
works against this separation is the fact that many 
people wish to follow the lives and opinions of those 
with the highest reputation scores. In many cases, a 
large portion of these individual’s high rep scores 
comes from their interest in and willingness to inter-
act with (or at least acknowledge) a wide variety of 
different sources of information. As a result, listen-
ing to opinions by a high-rep celebrity can expose 
people to information that they might never encoun-
ter otherwise. Also, in many habitats, AIs responsible 
for media distribution tag some news as being suf-
!ciently important that it should be immune to !lter-
ing by muses. This tagging is a regular and expected 
occurrence in some habitats, while in others it is 
reserved for only the most important and potentially 
life-saving information. Bypassing muses for any less 
important reason in these stations is considered a 
gross invasion of privacy or even a crime.

POPULAR TYPES OF ENTERTAINMENT
The most popular forms of electronic entertainments 
are vids, vid games, VR worlds, XP, and AR games.

VIDS AND VID GAMES
Vids are high-resolution audiovisual entertainment 
that can be augmented with fully immersive sensa-
tions such as smell, touch, and taste from the point 
of view of one of the major characters. Viewing them 
purely via sight and sound is much like watching an 
old 20th-century !lm, except that it’s interactive and 
in 3D. In contrast, full sensory viewing is like being 
present in the story.

Most modern vids have variable theme and prefer-
ence settings enabling viewers to adjust the content of 
what they are watching, including the level of violence, 
the amount and type of sexuality they prefer, and the 
appearances of some or all of the major characters. In 
addition, many vids have alternate endings for people 
who prefer happy, bittersweet, or grim endings. Two 

The !rst layer is based on popularity and criti-
cal reviews. Every piece of media has a rating, often 
weighted by the opinions of critics with high rep scores 
who comment on their virtues and faults. Specialized 
AIs also evaluate the responses of consumers, so indi-
viduals can use reviewers they trust or they can seek 
out media that is either widely or speci!cally popular 
in their particular demographic and subcultural niche.

The second filter layer is the individual’s muse. 
Muses learn their owner’s tastes and moods and 
automatically search out and recommend various 
sorts of media. Individuals can do everything from 
asking their muse to select something they will enjoy 
to asking for a something that will challenge their 
opinions or looking at all current events news that will 
be of interest to them. Muses use their understanding 
of their user’s preferences, mixed with ratings and 
reviews, to make their decisions. Individuals can even 
set their muses to edit the media itself so that it better 
!ts with the person’s interests and preferences. In the 
most extreme cases, this process can twist and edit 
news so that it bears no relation to real events. This 
same process is used to make the characters and dialog 
in novels and vids more appealing. More commonly, 
the muses merely edit out aspects of a news story or 
article in which the individual is not interested.

Ratings, reviews, and muses allow individuals 
to avoid media overload, but they also reinforce 
subcultural barriers. A great many people only seek 
out media and news that reinforces their existing 
opinions and beliefs. Xenophobic individuals who 
distrust all non-humans, from uplifted octopi to the 
Factors, regularly view news stories and AR dramas 
about evil aliens and devious uplifted animals who 
commit heinous crimes. Similarly, individuals who are 
only interested in their own habitat have all external 
news altered by their muses so that it refers only to 
the effects outside events will have on their station.

In a very real sense, individuals from radically 
different subcultures and demographics inhabit 
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METACELEBRITIES

As the culture industry quickly discov-
ered, biotech and resleeving technology 
clashed with the media’s ability to focus 
the spotlight on specific icons. When 
everyone can be bodysculpted, the 
beautiful people need to be more than 
glamorous faces. More to the point, the 
public’s interest in celebs faltered when 
famous people repeatedly changed 
their looks and were no longer immedi-
ately recognizable.

One of the ways big entertain-
ment has responded is to promote 
“metacelebrities”—icons based on 
characters rather than real people. 
Each metacelebrity has their own 
(very expensive) unique customized 

morph, but the person sleeved within 
that morph often changes. The actress 
Angelique Stardust, for example, once 
existed as a real person, but is now 
a character who has been played by 
over a dozen people since the original 
rose to stardom in AF 3 and promptly 
sold off her celebrity character rights 
to Experia. Likewise, award-winning 
heart-breaker Juan Nguyen is a con-
structed persona based entirely on the 
action hero star who died and was lost 
during the Fall. Many metacelebrities 
are modeled on fictional characters; 
notorious bad girl Sun Mi Hee is no 
different offscreen than the ass-kicking 
villain role that brought her to fame, 

never traveling anywhere without her 
iconic pair of glowering smart leopards. 
Actors taking on a metacelebrity role 
often undergo psychosurgery to better 
play the part.

Metaceleb personas are strictly 
managed and marketed as a media 
product to appeal to specific consumer 
groups. Though they play an active 
role within hyperelite circles, many of 
the genuine glitterati view them with 
humor at best, disdain at worst—
though some have learned the hard 
way not to underestimate or mess with 
the small armies of media engineers 
behind each metaceleb’s carefully 
crafted image. 



identify or even fall in love with them. In addition, 
individuals who access XPs from a single person often 
enough sometimes begin to mimic various habits and 
!gures of speech. Particularly popular X-casters are 
commonly disturbed when they see tens of thousands 
of people imitating one of their more idiosyncratic 
expressions or habits.

A few serious fans—known as Xers (pronounced 
“ex-ers”)—alter their morphs to resemble their favor-
ite X-caster. Some obsessive Xers actually attempt to 
contact and stalk certain X-casters, perhaps hoping 
to become part of an actual XP clip. In most habitats 
and subcultures, Xers are widely regarded as having 
particularly dull and meaningless lives. Hardcore 
Xers are often viewed as being insecure and poten-
tially unstable.

AR GAMES
Augmented reality (AR) games involve players inter-
acting both with events in the physical world and 
augmented reality imagery that recasts the people 
and objects the players see. For example, instead of 
seeing another player in a splicer morph and ordi-
nary clothing, a player of an AR game might see a 
horri!c rotting zombie, a bizarre alien life form, or 
a well-armed soldier. These games tend to be locally 
focused within a particular habitat or city so players 
can interact when they are within physical proxim-
ity, but some games link habitats within the same 
cultural region.

The nature and intensity of these games varies 
widely. Long-term games might involve people 
playing the role of deep cover spies or some other 
exciting and unique role for months on end. Players 
may pretend to be anything from time travelers 
attempting to prevent some horrible disaster to 
covert agents attempting to uncover plots by TITAN-
infected people on their habitat who happen to be 
camou"aged as snack designers, personal assistants, 
and other mundane citizens. During their daily lives, 
players exchange messages with each other as well as 
with the people running and maintaining the game. 
Some of these long-term AR games have gone on for 
many years, with the oldest being almost twenty years 
old, predating the Fall.

Short-term AR games, on the other hand, last 
between several hours and several days. The people 
running these typically rent out a hotel or a park 
and various public buildings for the duration. These 
games are almost always highly dramatic and consist 
of everything from the players having to deal with 
a massive zombie attack or alien invasion to them 
participating in some simulation of an event on Earth, 
like the storming of the Bastille during the French 
Revolution. While such AR games can be consider-
ably less detailed than VR worlds or vid games, many 
players value the “realism” of being physically present 
during the game.

Since participants in AR games take actions in the 
real world, including actions that could be disruptive 

people watching the same vid could have very differ-
ent experiences if they use radically different settings.

Vid games are like vids, except they are much more 
"exible. In vid games, the viewer not only experiences 
the story with the protagonist—they become the pro-
tagonist, shaping the story through their own actions, 
similar to sophisticated early 21st-century console 
games. Some games allow the participation of up to a 
dozen individuals or link thousands of players via the 
mesh, while others are designed for a single player. 
The degree of freedom in vid games varies. Some are 
almost fully interactive realms similar to VR worlds 
with all but a few characters controlled by AIs, while 
others are considerably simpler and more limited 
with player interaction limited to a few crucial deci-
sions. The precise dividing line between vids and vid 
games is blurry, but together these media remain the 
most popular forms of entertainment, with scenarios 
set on Earth before the Fall being especially prevalent.

XP
Experience playback (XP) is a specialized type of 
media that consists of the recorded sensory impres-
sions of a single individual. Almost all of the inhab-
itants of the solar system lead relatively quiet and 
risk-averse lives and are naturally eager to be able 
to vividly experience adventures such as climbing 
Olympus Mons, spending a day in one of the most 
luxurious and exotic private habitats, going on a scav-
enging mission to Earth, or gatecrashing. There is also 
a thriving fringe market in less savory XP, including 
records of people committing all manner of violent 
or dangerous crimes and XP of actual gun battles 
between well-armed criminals and law enforcement 
personnel, which often end with the death of the 
morph providing the point of view.

Anyone with mesh inserts can create XP of their 
experiences, and anyone with an ecto or mesh inserts 
can access the sensory recordings. Selling a particu-
larly exciting XP, such as a record of the !rst meeting 
with the Factors, can bring in a lot of money or rep. 
Most XPs consist of both sensory recordings and the 
surface thoughts of the individual who made them. 
Many people who access XP are only interested in 
the sensory recordings and feel that having another 
person’s recorded thoughts and emotions in their head 
is intrusive and uncomfortable so they !lter them out. 
However, some hardcore XP a!cionados feel that 
accessing the full XP, including the recorded thoughts 
and emotions, makes the experience more immersive 
and real.

A signi!cant minority of XP fans becomes fasci-
nated with one or two daring people who regularly 
sell XP, known as X-casters, viewing all of their clips, 
including both the experiences and the accompany-
ing thoughts. Some of these XP fans become more 
interested in the person who recorded the clip than 
in the individual experiences, and they often come 
to believe that they have a special, clear understand-
ing of this person, to the point where they strongly 
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PHYSICAL ENTERTAINMENT
In addition to a vast array of electronic and electroni-
cally mediated entertainments, people also still enjoy 
a wide variety of physical sports, ranging from soccer 
to new sports like low-g air races, where the par-
ticipants strap on wings and engage in tests of speed 
and acrobatics. The ability to both !x any injury in 
a healing vat and to remove a cortical stack from a 
dead or dying body and place it in a new morph has 
given rise to a new variety of extreme sports. Starting 
a decade before the Fall, various individuals realized 
that, barring unlikely circumstances, they could not 
die unless they wanted to. This set off a brief trend 
in extreme sports and even a few wealthy suicide 
hobbyists who repeatedly killed off their current 
morph in a variety of unusual ways. The Fall and 
the permanent death of more than ninety percent of 
transhumanity greatly reduced the interest in playing 
with death for many years. Killing yourself just to 
experience death is considered mildly distasteful 
to most, and many believe such actions belittle the 
mass deaths of the Fall. Though interest in risking 
death in the line of entertainment has been growing, 
deliberate suicide remains an eccentric and dubiously 
regarded hobby.

In some subcultures, dueling has been a popular 
fad for almost a decade. Swords, knives, and pistols 
!ring single-shot soft lead bullets are all popular 
choices, because none of these weapons poses any 
threat to a cortical stack and most do not instantly 
kill someone hit by them. However, there are other 
more exotic options, including aerial duels with 
microlights !tted with blades on their wings. On 
rare occasions, duels take place in space, with the 
participants wearing non-armored vacuum suits. 
Certain criminal groups make money with under-
ground dueling circuits, pitting biomorphs against 
robots against uplifts. The seedier circuits engage 
in pit !ghts featuring illegally acquired backups 
sleeved into non-sapient animals, often out!tted 
with lethal cybernetics. Such creatures are typically 
quite mad.

Dangerous non-combative sports are also popular. 
The highest levels of competitive rock climbing on 
Mars are regularly done with no safety equipment. 
There are similar climbing competitions in many 
habitats using arti!cially constructed climbing walls 
as well as regular free-running competitions through 
almost every city and habitat. Also, there is an entire 
class of sports, including both diving and parachut-
ing, where perfection of form is seen as a far more 
important goal than avoiding injury or even death. 
As a result, current high dive records for morphs not 
specially modi!ed to survive high impacts are held by 
individuals who required either time in a healing vat 
or resleeving immediately after their successful break-
ing of a previous record.

or even dangerous, designers of AR games take great 
care to prevent problems. In some early AR games, 
most of which took place more than twenty years 
before the Fall, players were occasionally seriously 
injured. A few unscrupulous AR game designers used 
their scenarios as cover for actual robberies or acts 
of terrorism that were abetted by unwitting players 
who thought their actions were simply part of a game. 
Since that time, law enforcement observation drones 
have kept careful track of people playing AR games. 
In almost all habitats, people running AR games must 
register their games with local law enforcement or 
face serious !nes.

VR WORLDS
Virtual reality (VR) worlds involve the creation of a 
large and highly immersive simulated environment—
a simulspace—where the major characters are played 
by transhumans and NPCs by AIs. Unlike vids or vid 
games, simulspaces are speci!cally designed for a 
large number of participants. VR worlds consist of 
everything from duplicates of various eras of Earth 
history to elaborate and strange fantasy worlds with 
magic, dragons, and similar wonders. All manner of 
alien worlds or settings based on oddities like time 
travel are also common. As is the case with vids, the 
most popular simulspaces are those set on Earth some 
time before the Fall.

VR worlds can have from dozens to tens of thou-
sands of participants. For the best experience, many 
users prefer to access simulspaces through hardwired 
server connections as they offer better quality and 
less disruptions than accessing wirelessly via the 
mesh. Since people immersed in virtual reality are cut 
off from their bodies and often thrash around, most 
users ensconce their morphs in a tank or special couch 
for the duration. VR parlors typically offer private 
hardwired pods for participants to physically jack in. 
Many habitats also have hardwired systems used just 
for this purpose, so users can experience VR from the 
comfort of their own dwellings.

Due to distance and communication lags between 
habitats, even the most popular online simulspaces 
run each habitat as a separate realm, limiting interac-
tion with users in other habitats/realms. The popular-
ity of VR worlds like Gilded Empire, set in England 
in the 1880s, means that someone moving from one 
habitat or world to another could continue playing in 
the same game, albeit with a new set of players.

One of the other unusual features of VR settings is 
that a large number of infomorphs, including many 
infomorph refugees, play these games. As a result, 
while even most novice players can learn to easily tell 
the difference between a character played by an AI 
and one played by an actual person, there is no way 
to know if the person playing a character has a physi-
cal body or not.

54

GAME INFORMATION

REFERENCE

GEAR

ACCELERATED FUTURE

THE MESH

MIND HACKS

ACTIONS AND COMBAT

SKILLS

SAMPLE CHARACTERS

CHARACTER CREATION

GAME MECHANICS

A TIME OF ECLIPSE

WELCOME TO FIREWALL

SYNOPSIS



rebellion and widespread dissent complicate these 
interests, the hypercorps are also adept at making 
certain the inhabitants of the habitats and planetary 
settlements they control are safe, relatively content, 
and, ideally, unable to cause serious problems.

By extension, the second goal means they also help 
protect the surviving transhuman population against 
any repeat of the Fall. As the largest and most well-
organized entities in the solar system, the Planetary 
Consortium and other inner-system governments are 
in an excellent position to protect the people living 
in their habitats and settlements. This protection, 
however, comes at the price of freedom. The transi-
tional economies (p. 62) used in hypercorp-controlled 
settlements ensure that most citizens are relatively 
well off and need not fear starvation or serious want. 
Many hypercorps strongly oppose bioconservatism 
(with some exceptions, notably among the Lunar-
Lagrange Alliance), and so anyone who can afford 
various augmentations or morphs is free to obtain 
them as long as none are equipped with weaponry 
that can be used to harm a habitat or large numbers 
of its inhabitants. In return for safety and relative 
prosperity, however, citizens give up the ability to 
voice more than token criticisms of the hypercorps.

THE POWER OF THE HYPERCORPS
AND THE PLANETARY CONSORTIUM
The Planetary Consortium is the only major non-local 
political entity in the solar system (with the possible 
exception of the Autonomist Alliance, which is more 
of a mutual aid pact than a uni"ed polity). All of the 
others are based in a single speci"c location. 

Likewise, the various hypercorps transcend loca-
tion.  Though some are quite large, rivaling the old 
megacorporations of Earth in size, the majority of 
hypercorps are small and specialized with few physical 
assets, leveraging the capabilities of AIs, infomorphs, 
and robotics and communication technologies. Some 

POLITICS AND POWER
Politics is just as important in the colonies spread 
throughout the solar system as it was back on Earth, 
but it is also radically different. Each habitat or cluster 
of stations is a separate political entity, and many of 
these habitats are "ercely independent. The only loca-
tions where large political entities can exist are on the 
marginally habitable worlds of Mars and Titan, and 
the population of Titan is signi"cantly smaller than 
that of many of the largest pre-Fall cities on Earth.

THE INNER SYSTEM
Though nations no longer exist, they have been 
replaced by new political-economic entities that may 
well have been on the road to dominance even if the 
Fall had not occurred. While there are many indepen-
dent habitats and settlements in the inner system, it is 
largely under the thumb of the hypercorps. To reduce 
con#ict between themselves and promote the survival 
of transhumanity, some of the hypercorps formed an 
alliance known as the Planetary Consortium. This 
entity governs most of Mars and is in charge of the 
ongoing terraforming project. It also controls dozens 
of other habitats throughout the rest of the inner 
system (and even a few in the outer system). This 
means the Planetary Consortium rules over more than 
forty percent of the surviving transhuman population, 
making it the dominant power in the solar system. The 
other major polities in the inner system, the Lunar-
Lagrange Alliance and the Morningstar Constellation, 
are also heavily in#uenced by hypercorp interests. 

In the aftermath of the Fall, the hypercorps 
established three important goals: rebuilding the 
solar system, protecting themselves from any further 
attacks (either by the TITANs or any other threats), 
and growing in both wealth and power. The hyper-
corps and the Planetary Consortium are exceedingly 
skilled at attaining all of these goals. Since popular 

3.
3
.3
.3
.3
.3
.3
.3
.3
.3.
3.3

.3.3
.3.3.3.3.3A T

IM
E O

F E
CL

IPS
E

55



habitats all either possess their own security forces 
or have some form of defense contract with a private 
security company, such as Direct Action or Medusan 
Shield, who agree to protect the inhabitants against 
potential threats by agents of the TITANs, fanatical 
saboteurs, and other threats.

These same security forces also protect the hyper-
corps from any threats to their interests. In most of 
these habitats, residents have fairly open freedom 
of expression and biological self-determination. 
However, all potential threats to the hypercorp and 
its personnel, ranging from attempted sabotage to 
simple civil disobedience, are dealt with quite harshly, 
with serious offences resulting in forced indenture and 
occasionally forced mental editing (see Psychosurgery, 
p. 229). Almost all of these habitats use a transitional 
economy (p. 62) and most residents have a high stan-
dard of living to compensate for the limits on their 
behavior. Many inhabitants of the more independent 
colonies in the belt or the outer system complain 
about the repressive nature of the hypercorp-con-
trolled stations, but residents of these habitats prefer 
the safety and security found there to the intimidating 
freedom of the outer system.

To help reduce dissent, residents of settlements 
and habitats controlled by the Planetary Consortium 
(and similar hypercorp-dominated polities) can vote 
on a wide variety of issues. The results of these votes, 
however, are only binding on issues that are not 
considered “matters of habitat survival,” “corporate 
policy,” or “security concerns,” which effectively 
includes anything related to the  pro"ts and pro-
ductivity of the hypercorps involved. Votes on these 
matters are purely advisory, meaning that they are 
utterly ignored when the results are at odds with 
hypercorp agendas.

While residents of these settlements and habitats can 
vote about adding a new holiday to honor some impor-
tant "gure or the location and design of a new park, 
laws regulating indentures, colony security, law enforce-
ment, or other important concerns remain under the 
control of the hypercorps. This does not mean, however, 
that the results of elections are completely disregarded. 
If more than two-thirds of the population strongly 
supports a particular issue, the Consortium or the 
hypercorp controlling the habitat usually "nds ways to 
modify their current policies to address these concerns 
without harming their own interests. In contrast, if only 
a small number of residents are upset by certain policies, 
then these wishes are ignored and corporate security 
forces keep an eye out for possible civil disobedience or 
other forms of resistance.

Outside of these dedicated installations and wholly 
owned habitats, many hypercorps maintain of"ces and 
mesh presences in stations and planetary settlements 
belonging to other polities. The larger hypercorps 
have of"ces and branches all over the solar system, 
serving the needs of people from Pluto to Mercury 
and all places in between, while even smaller out"ts 
advertise their services via the mesh on any habitat 

maintain staff and work forces large enough to popu-
late multiple habitats, but most rely on few employees, 
instead contracting with freelancers or other hyper-
corps. Many business projects consist of multiple 
hypercorps networked together; temporary and even 
ad hoc business alliances are a common affair, with 
multiple hypercorps partnering towards common goals.

Thousands of dedicated hypercorp manufacturing 
and processing installations can be found on Mercury,  
Venus, and other equally resource-rich locations scat-
tered throughout the solar system. Well-known facili-
ties include Starware’s vast shipyards, the largest of 
which are located on Luna and the asteroid Vesta, and 
Omnicor’s huge antimatter factory orbiting Mercury. 
There are many other lesser-known facilities, includ-
ing the automated mines that the mysterious Zrbny 
Group maintains in the Main Belt and Saturn’s rings 
and the qubit factory Nimbus maintains in Mars 
orbit. Many hypercorps eschew macro-manufacturing 
and instead focus on developing new technologies and 
new cornucopia machine templates.

Aside from the numerous public hypercorp factories 
and labs, there is an impressive number of secure and 
often secret research installations, some of which are 
so well hidden that they are normally only accessible 
via highly secure egocaster connections. All manner 
of mysterious and often highly dangerous research 
occurs in such locations, ranging from experiments 
with the relics of the TITANs to attempts to create 
self-replicating nanotechnology or arti"cial miniature 
black holes. Vids and vid games are "lled with stories 
of exotic disasters in such research stations and of 
heroic thieves stealing amazing wonders from them. 
While the reality of secret corporate research bases 
is normally far more prosaic, sometimes wonders are 
created—and there have been occasional disasters, 
often involving TITAN artifacts.

Some corporate headquarters are similarly secure 
and secret, including the corporate headquarters 
of the fabled Zrbny Group. There are a wealth of 
rumors and stories about such locations. Intrepid 
spies, thieves, and reporters regularly attempt to gain 
access to these facilities, generally without success. 
Many attempts, especially by would-be thieves and 
spies, end with distinctly negative consequences, 
including the thieves’ temporary (and on some occa-
sions permanent) deaths.

Hypercorps also own and manage a number of 
habitats. Many are primarily homes for hypercorp 
employees, but in others large portions of the popula-
tion are ordinary (non-employee) residents. Though 
far less controlled than hypercorp research or manu-
facturing facilities, these colonies are also subject 
to greater regulation and security than some of the 
autonomist-controlled habitats on the edges of the 
solar system. 

These stations are exceptionally safe places to live. 
Residents have access to all of the latest products 
produced by the ruling hypercorp (or conglomerate 
of smaller hypercorps) and its corporate allies. These 
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except for the most important or dif!cult problems, 
local directors deal with all local matters on their own, 
reporting any unusual or potentially problematic deci-
sions afterwards.

THE OUTER SYSTEM
Out beyond the orbit of Mars, the in"uence of the 
hypercorps and the Planetary Consortium is far more 
limited. With the exception of the rigidly authori-
tarian Jovian Republic, the inhabitants of the outer 
system have considerably more freedom than those 
living in the inner system. However, even out here 
the struggle between the desire for freedom and the 
longing for safety forms an important part of the 
political discourse.

THE LIBERTARIAN AND UTOPIAN LEGACIES
Various forms of anarchism and similar libertarian 
ideologies were quite common among the !rst trans-
humans who settled space in the two decades before 
the Fall. Many settlements in the outer system have 
inherited this legacy of freedom. The new frontier 
opened by space colonization presented a fantastic 
opportunity for those with a strong desire to avoid 
the authoritarianism of the hypercorp-controlled 
inner system and Earth to pursue social organizations 
more based in equality and collective action or even 
to simply experiment with new political models. Out 
beyond the belt, hypercorp in"uence was weak and 
preoccupied, giving resourceful colonists a chance to 
explore their interests unmolested. The more radical 
of these elements grew out of or maintained ties to 
progressive, anti-authoritarian, and left-wing social 
movements and insurgencies on Earth, drawing 
support where they could. Others simply stole hyper-
corp resources from the inner system and smuggled 
them to their secret projects. In a few cases, entire 
ships or stations mutinied, refusing corporate orders 
and pursuing their own path. It was rarely feasible for 
the hypercorps to pursue and punish such subversion.

Even among these radicals, differences existed, so 
that those adhering to similar sociopolitical tenden-
cies tended to group together. Over time these have 
developed into four rough groupings: the anarchists 
of Locus, the technosocialists of Titan, the anarcho-
capitalists and mutualists of Extropia, and the 
nomadic free-for-all societies of the individualist scum. 
These factions form a loose alliance, a united front 
against the hypercorps and Jovian Republic—or as 
they call it, the Jovian Junta—and a pact for mutual 
aid and support, known as the Autonomist Alliance.

Among the more anti-capitalist habitats, the cen-
turies-old doctrine of “from each according to their 
ability, to each according to their need” is a living and 
vital philosophy. The ready availability of cornucopia 
machines ensures that no one wants, and the use of 
reputation systems encourages people to be active par-
ticipants towards the common good. Equitable access 
to morphs and augmentations is also available for resi-
dents, though the demand from so many infomorphs 

they can. Almost every habitat has a Nimbus of!ce 
with a farcaster and, in the case of larger colonies, QE 
communicator facilities for instantaneous communica-
tion. Both facilities are open to anyone who can pay 
Nimbus’s fees. Hypercorps offering ubiquitous services 
and products like environmental systems, cloning, 
body bank services, banking, spacecraft maintenance 
and repair, and so on can be found on most habitats. 
In smaller habitats, these of!ces are unobtrusive, if not 
entirely virtual, and managed by limited AIs or inden-
tured infomorphs. While postings in small habitats are 
often rather dull, the infomorph usually has a contract 
guaranteeing them a morph and resleeving in the 
habitat of their choice in return for a term of service, 
which typically ranges from three to !ve years.

Every habitat interested in interacting with the rest 
of transhumanity has at least one automated Experia 
media node (among other news and entertainment 
outlets). Most Experia media nodes are managed by 
indentured infomorphs that monitor the local news-
!nding AIs and keep track of any important or inter-
esting developments. Experia and similar news sources 
rely heavily on crowdsourced journalism, paying small 
amounts for live feeds from any freelancers that happen 
to be on-site reporters as important events occur. 

Similarly, all but the smallest habitats have of!ces 
where individuals can hire security consultants,  body-
guards, or even mercenaries from hypercorps such as 
Medusan Shield, Direct Action, or their thousands of 
competitors. These contracted security personnel range 
from simple AIs and guardian angel bots to highly 
trained mercenaries in fully equipped fury morphs. 
While additional forces can be farcast in, many of 
these security specialists are locals who live on the 
station and sometimes hire short-term contractors 
to help with especially large or dif!cult assignments. 
Skilled mercenaries may eventually be hired full-time 
by larger corps like Medusan Shield or Direct Action, 
but since contractors are usually given the most dan-
gerous and thankless parts of any assignment, many 
soon lose interest in hypercorp freelance work.

Other employees working out of local hypercorp 
of!ces range from nanofabrication programmers to 
for-hire scientists and technicians to personal !nan-
cial and media advisors to the wealthy and powerful. 
In important habitats and planetary settlements, as 
much as twenty percent of the population consists of 
hypercorp employees or private contractors who are 
hired on a short-term basis when the local workload 
exceeds the capacity of the regular population. These 
workers are in the unique position of having dual 
loyalties—to both their habitat and their employer. 
Despite what hypercorp propaganda preaches, the 
two interests do not always overlap.

Because of the delays involved in normal communi-
cation, local heads of hypercorp of!ces usually have a 
great deal of autonomy, since asking for instructions 
from their superiors on another habitat or installation 
requires either dealing with a time-lag or using expen-
sive qubits for instant QE communication. As a result, 
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Other habitats choose their leaders by random lot, 
with every adult who can pass a relatively easy com-
petency test being eligible to be the colony’s leader 
for a period that usually ranges from six months to 
!ve years. A few habitats are governed by powerful 
specialized AIs, which in very few cases are actually 
hyper-intelligent AGIs. Several colonies populated 
by purely informorph or synthmorph inhabitants 
use special high-bandwidth connections to give their 
members access to each other’s surface thoughts 
and emotional reactions, allowing them to hold vast 
democratic political meetings where everyone present 
can feel the general emotional reactions of all of the 
other members as easily as they can feel their own.

There are a vast number of different types of gov-
ernment, many of which have never existed before, 
moving (and sometimes fumbling) ahead in the outer 
system. Some work far better than others, allowing 
successful colonies to thrive and making much of the 
outer system a vast and complex political laboratory.

KEEPING THE PEACE
Each habitat is responsible for dealing with its 
internal affairs. As a result, standards of justice 
vary widely from the oppressive police state of the 
Jovian Junta to the free market judicial courts of the 
Extropians in the belt to the community justice poli-
cies of the anarchists out beyond Saturn. Travelers 
are strongly encouraged to check up on the legali-
ties and policies of stations they are visiting so as 
to avoid unfortunate incidents, though muses are 
generally quite good about maintaining awareness 
of local conditions so that they can warn their users 
before straying into gray or illegal territory.

In the inner system, standards of justice and law 
enforcement tend to be uniform and very familiar to 
the majority of the population that lived on Earth 
prior to the Fall, where most nations had relatively 
similar arrangements. Across the entire solar system, 
similar policies can be found. Though local laws may 
differ, there is widespread respect for the idea that 
punishments for religious or ideologically based laws 
only apply to residents. Visitors who violate such 
restrictions or other minor laws are simply deported 
to their home and forbidden to return. Standards of 
evidence for criminal investigations are also common. 
Modern forensic technology makes collecting and 
analyzing DNA and other trace evidence an excep-
tionally swift and easy process. Likewise, with almost 
all habitats having what amounts to total surveillance 
of all public places, any potential offenses committed 
there can be carefully analyzed.

Standards of privacy vary widely from one habitat 
to another, so during emergencies or crime investiga-
tions, law enforcement of!cials may or may not have 
total access to detailed recordings of the events in any 
portion of the habitat including data from sensors in 
private dwellings. In some stations, law enforcement 
of!cials can compel everyone who might have been 

in need of a body means that infugees must contribute 
and build up social capital. However, even for an info-
morph, egocasting across the solar system is expensive, 
and the Planetary Consortium produces large amounts 
of propaganda about the dangers of these habitats to 
discourage infugees from considering escape.

Many autonomists consider themselves to be 
engaged in an ideological con"ict with the inner 
system, a memetic cold war that sometimes extends to 
physical actions. Some willingly pursue campaigns of 
sabotage and subversion against hypercorp and other 
authoritarian interests, such as smuggling cornuco-
pia machines into habitats where nanofabrication 
is strictly regulated, like among the Jovian Republic. 
The hypercorps and their allies occasionally strike 
back, though open con"ict is rare. Even though the 
inner system and Jovian Republic could theoretically 
!eld enough military might to subdue the autonomist 
factions, an uneasy détente exists. Rumors abound 
that the anarchists have some sort of card in their 
pocket that keeps their opponents at bay, perhaps 
even some threat of mutually assured destruction.

Concerns over security and potential future attacks 
by the TITANs also impact matters in the outer system, 
but most people resist attempts to seriously restrict their 
personal freedoms in any manner not directly related to 
maintaining their safety. Inhabitants of the outer system 
still remember how the old governments’ demands 
of adherence to bioconservativism and allegiance to 
distant and often unresponsive leaders did nothing to 
prevent the Fall from happening, and that memory 
fuels their mistrust of those states. Those powers were 
undone by failing to deliver what they promised—when 
they could not provide the security that they claimed 
their authoritarian measures would bring, the seeds of 
their defeat in the outer system were planted.

SPACE FOR EXPERIMENTATION
Both social and political experimentation are common 
in many of the smaller habitats of the outer system. 
Because collective decision-making is fairly easy in 
stations with populations of less than ten thousand, 
direct democracy is a common method of govern-
ment. The combination of collective decision-making, 
radical ideology, and experimentation has also led to 
some habitat populations adopting unusual forms of 
government (or non-governmental organization).

The individual variants that have been tried are 
too numerous to list, though they generally !t into 
a few general categories. A few relatively small habi-
tats employ limited forms of authoritarianism. Some 
have a single leader who has great power, but who is 
(ideally) kept from abuse or excess through the use 
of limits such as a list of constitutionally guaranteed 
rights or the ability of a relatively small number of 
people to call an election or a vote of con!dence. 
Some colonies using this model have elected dictators 
who serve for a limited term, while others are ruled 
by a single charismatic leader who transforms their 
habitat into a cult of personality.
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LAW ENFORCEMENT
Law enforcement in the solar system consists of a 
vast patchwork of separate jurisdictions, occasion-
ally united by various treaties. Most habitats have 
signed the Treaty of Uniform Security that requires 
either extradition or on-site trial of criminals who are 
accused of especially serious crimes such as attempted 
habitat destruction, use of incapacitating infoware 
(including basilisk hack attacks), or any attempt to aid 
the agents of the TITANs in taking over or destroying 
a habitat. Only the Jovian Junta and a few especially 
antisocial or anarchic habitats have not signed this 
treaty, but many habitats in the outer system maintain 
the right to try offenders accused by other habitats 
rather than extraditing them. Most habitats also 
require a signi!cant amount of evidence before they 
are willing to extradite one of their residents.

Outside the Treaty of Uniform Security, there is 
nothing remotely resembling a uniform code of justice 
and no widely recognized police force. Instead, each 
habitat or cluster maintains their own legal code and 
cadre of law enforcement of!cers. In most areas, law 
enforcement is a respected and honorable profession 
paid for by the government, but in a few, the only 
options are private security agencies that only protect 
individuals who subscribe to their services. Among the 
anarchists and scum, residents are largely responsible 
for their own protection, which means they may be 
constantly armed when in public (depending on local 
conditions). Depending on the stations, the most 

present during an alleged crime to provide downloads 
of their sensory experiences from the time of the crime. 
While individuals can edit their memories, discrepan-
cies between various people’s sensory recordings are 
just another form of evidence. Requiring sensory 
downloads from witnesses and suspects is common 
practice in habitats controlled by the Planetary 
Consortium, the Jovian Republic, and most hyper-
corps. However, in most habitats in the outer system, 
law enforcement officials have no access to such 
records and can only compel sensory recordings from 
people who have been charged with serious crimes.

The power of modern forensics is such that a 
sufficiently careful examination of people and 
places can often determine the nature of a crime 
and the perpetrator(s) with relative ease. Decisions 
of innocence or guilt rarely rely upon suppositions, 
circumstantial evidence, eyewitness testimony or 
any of the other notoriously unreliable forms of 
evidence common in past centuries. The best way for 
someone to avoid being convicted of a crime is to 
either prevent anyone from learning about the crime 
or to make certain that no one suspects them as the 
perpetrator. Once someone guilty of a crime becomes 
a suspect, there is a very signi!cant chance that law 
enforcement of!cers will be able to uncover reliable 
evidence connecting them to the crime. However, if 
there is no obvious evidence connecting a speci!c 
suspect to a crime, the criminal has a greater chance 
of escaping discovery.
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organizations from the outer system can sometimes 
pursue subjects to habitats controlled by the various 
hypercorps or the Planetary Consortium. Doing so 
requires background checks, security screenings, and 
often moderately large payments.

PUNISHMENT
Among the autonomist colonies, forced exile or repay-
ing the victim with an equitable amount of goods or 
labor are the principle punishments for all but the most 
heinous crimes (those being attempted mass murder, 
habitat destruction, attempting to create seed AIs or 
similarly extreme actions). In the collectivist anarchist 
habitats, antisocial behavior typically involves expul-
sion or reputation penalties, though solutions that 
involve making amends and rehabilitation are often 
pursued over standard punishments. At the other end of 
the spectrum, people convicted of more serious crimes 
in the most violent and lawless habitats are executed 
and all of their known backups destroyed. In many 
others, exceedingly serious crimes are usually dealt with 
by giving the criminal a choice of forced uploading into 
a humanely out!tted but isolated computer prison or 
mandatory personality modi!cation—assuming that 
someone has not simply killed the criminal before 
they were brought to justice (such killings are gener-
ally treated as matters of self-defense). Mandatory 
personality modi!cations are generally limited to the 
absolute minimum necessary to prevent the individual 
from repeating similar crimes.

At the other extreme, punishments in hypercorp-
controlled habitats and settlements controlled by the 
Planetary Consortium range from !nes paid in either 
money or labor to periods of involuntary indentured 
servitude ranging from several months to many years. 
Violent crimes, especially ones threatening either 
important hypercorp employees or the habitat as a 
whole, also result in mandatory personality modi!ca-
tion. Such modi!cations often include the creation of a 
strong sense of loyalty and obedience to the hypercorp.

Punishments are even more draconic in the Jovian 
Republic, where permanent execution and the destruc-
tion of all backups is the most common punishment 
for serious crimes against the leaders or large groups 
of the populace. Since the rulers of the Republic 
are strong bioconservatives, personality editing and 
forced uploading are rarely used. Forced indenture is 
very common, however, as are more standard forms of 
imprisonment. The Republic is one of the last places 
in the solar system that has physical prisons.

The vast majority of other habitats fall somewhere 
between these extremes. Punishments for non-violent 
crimes consist of enforced repayment, where the 
offender must work off a debt to their victim(s) or 
face more serious punishments. Instead of enforced 
indenture, offenders usually must only work between 
!ve and twenty hours a week for their victims and 
only need to do so until the crime has been suitably 
repaid. The typical repayment is between two and 
three times the value of the good or service taken 
from the victim.

someone who is the victim of a crime can do may be 
to go after their attacker or post a bounty. In others, 
mechanisms exist for community or collective problem-
solving that often involve assembling an ad-hoc group-
ing of peers to assess the situation, offer non-biased 
judgment, and sometimes pursue collective action.

The only widely accepted law enforcement of!-
cers that attempt to maintain jurisdiction across the 
solar system are bonded investigators and security 
consultants from companies such as Medusan Shield 
or Direct Action. Both organizations have contracts 
with various hypercorps and inner system stations to 
provide security. However, in the outer system and in 
other regions not controlled (directly or indirectly) by 
the hypercorps, the status of these of!cers is far more 
tenuous. In habitats that do not have security con-
tracts with their organization, the best these agents 
can do is act as bounty hunters.

Due to extensive stories of excesses in the inner 
system, many colonies frown on freelance bounty 
hunters—often referred to as ego hunters—and may 
ban them entirely. Others allow agents from licensed 
security hypercorps to act as ego hunters, but forbid 
them from extraditing or otherwise restraining or 
punishing the criminals they are pursuing. Instead, 
agents are required to turn over evidence so that the 
habitat’s own judicial system may hold a trial, in 
which case a convicted person may be remanded to 
the agent’s custody. Law enforcement of!cers expe-
rience similar dif!culties attempting to apprehend a 
suspect who has "ed to another habitat.

Closely allied habitats in the outer system usually 
allow full or at least limited legal powers to visiting 
law enforcement of!cers from their allies. There are 
also various small private security organizations that 
work closely with local law enforcement of!ces to 
provide inter-habitat security between colonies that 
are not closely allied. The members of these organiza-
tions attempt to maintain suf!ciently high rep to earn 
the respect of all the habitats with which they work. 
They act as both bounty hunters and unbiased inves-
tigators in situations that can sometimes involve mul-
tiple legal systems. Most of these security companies 
are located in the outer system and their jurisdiction 
tends to be limited to a single region, like the middle 
belt or the Saturn system. Organizations that attempt 
to grow larger usually come into direct competition 
with larger hypercorps such as Medusan Shield and 
Direct Action and are subsequently either bought out 
or undercut and discredited.

Bounty hunters and private investigators are also 
available on many autonomist habitats, some of 
whom are highly reliable. Others are known for their 
extreme moral and ethical "exibility, especially if the 
pay is suf!ciently high. On some stations and scum 
ships, these private contractors can be hired to simply 
go on board and abduct or execute a resident as long 
as this person has a low enough rep. Attempting 
to abduct or kill a respected member of the com-
munity, however, rapidly earns the ire of the entire 
habitat. The various small-scale or private security 60
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citizens have more options, but the residents must still 
pay to obtain goods that are essentially free for the 
corporations or government to produce.

In the present day, almost no one willingly lives in 
old economy societies. Very few individuals even visit 
such societies. The oppressive Jovian Republic holds 
most of the remaining old economy societies in the 
solar system. The few other surviving examples are 
totalitarian regimes where the wealthy elite maintain 
absolute control of all cornucopia machines and 
private ownership of one is a very serious crime. Since 
cornucopia machines can be used to create more 
cornucopia machines, maintaining strict control over 
them requires constant vigilance.

Residents of old economy societies tend to look at 
the people of transitional and new economy societ-
ies with envy, while citizens of both transitional and 
new economies look upon old economy habitats 
with a mixture of horror and pity. Since the Fall, 
almost a third of the remaining old economy-based 
habitats have transformed into transitional or new 
economies by various means, often involving violent 
revolution. Most social scientists predict that unless 
there are further catastrophes, all but the most 
repressive old economy societies are almost certain 
to transform to transitional economies within 
twenty to thirty years.

Old economy societies are unique in that money is 
the society’s only acceptable means of exchange. While 
reputation networks exist, they are informal and serve 
as an unsanctioned means of exchanging favors.

THE ECONOMY
Leaving aside the struggles of bands of primitives to 
survive on the ruins of Earth, all of transhumanity has 
at least some access to the wonders of nanotechnology. 
This access is highly variable and the economic ben-
e!ts it produces can be divided into three broad cat-
egories—the old economy, the transitional economy, 
and the new economy.

THE OLD ECONOMY
The old economy is essentially the same sort of indus-
trial consumer capitalism that has been in place since 
the late 19th century, a system centered on manufac-
turers who create material goods and sell them to 
consumers. Modern manufacturers now make their 
goods in cornucopia machines instead of factories, but 
the essential pattern is the same one that has existed 
for over two hundred years. Due to the high level of 
inef!ciency and unfairness in this economic system, 
poverty is relatively common. The poorest individuals 
often face hunger, homelessness, lack of medical care, 
and similarly dire problems.

Ordinary members of this society never have direct 
access to cornucopia machines. Instead, they pur-
chase their goods from corporations, governments, 
or wealthy individuals who control them. Some old 
economy societies have planned economies, where the 
corporations or the state determine what options the 
citizens may choose or occasionally what goods they 
must have. Others claim to have a free market, where 
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more dangerous than knives, clubs, or similar primi-
tive armaments. Everything from !rearms to plasma 
weapons requires restricted cornucopia machines and 
exotic materials to manufacture. The proliferation of 
these items is strictly controlled.

Some habitats in the outer system have transitional 
economies because residents prefer the safety that 
comes from centralizing control of potentially dan-
gerous technologies. Other habitats have transitional 
economies by default, because they have limited 
stocks of many of the more rare elements required 
for manufacturing various complex modern tech-
nologies. Regardless of the reason, outsiders from new 
economy habitants often see them as somewhat poor 
and deprived, while many residents of transitional 
economies consider new economy societies both 
exceptionally wealthy and somewhat frightening.

Despite these differences in perception, both eco-
nomic societies have a great deal in common. Food, 
clothing, and similar goods are easily available to 
all residents. An individual’s status, taste, wealth, 
and reputation are measured by the kinds of cloth-
ing, food, and furnishings they possess. While there 
are a vast number of templates for different styles of 
food and consumer goods, forward-thinking design-
ers develop new designs every month and use copy 
protection on these designs to keep them from being 
pirated for at least a month or two (and often longer). 
As a result, for the !rst few months after their release, 
the only people who can gain access to new designs in 
clothing, tableware, food, or similar goods are those 
who pay a premium to the designer to download the 
templates that allow their cornucopia machine to 
manufacture the item.

Since one way of de!ning a transitional economy 
is a system where both reputation and money are in 
widespread use, most have developed ways to accom-
modate both forms of payment. While residents pri-
marily use money for purchasing goods, purchasing 
cornucopia machine templates involves rep, especially 
among residents who regularly visit new economy 
societies or have signi!cant contacts there.

THE NEW ECONOMY
Less than forty percent of the transhuman population 
lives under some version of what social scientists refer 
to as the new economy. In the outer system, alterna-
tive economies are becoming increasingly rare. New 
economies are much better than old or transitional 
economies at supporting a decentralized populace, 
which has led to more than half of all new habitats 
and settlements adopting this model.

In new economy societies, individuals can freely 
manufacture and use almost anything they want, 
assuming they can acquire the correct templates and 
raw materials. As a result, the residents’ need for food, 
clothing, medical care, information access, and other 
basic needs are all easily met. However, there are 
still items of value that individuals work very hard 
to obtain. Though these are commonly described as 

THE TRANSITIONAL ECONOMY
The transitional economy is a far more stable and 
easily maintained system than the old. Transitional 
economies blend old and new economies, and habi-
tats using this system feature both private ownership 
of cornucopia machines as well as public fabbers 
and makers that are freely accessible. These public 
machines are strictly limited in the goods they can 
produce and the raw materials for various complex 
goods are also strictly regulated. Mars, Venus, and 
Luna are all examples of transitional economies, as is 
most of the rest of the inner system.

For the inhabitants of a transitional economy, 
creating food, non-smart clothing, furniture, and 
most other simple, non-formatible objects is a 
trivial matter. However, the public nanofabrication 
machines can only create objects that either contain 
no electronics at all or contain only simple circuits 
that report on the object’s condition and location. 
Manufacturing any of these items requires little more 
than the machine and a supply of carbon, hydrogen, 
oxygen, nitrogen, silicon, iron, aluminum, and tiny 
amounts of various trace materials. All of these mate-
rials are suf!ciently abundant that acquiring them is 
easy and inexpensive.

Using the elements that are freely available to all 
tax-paying citizens, nanofabbers can produce a vast 
array of goods like exquisite suits of silk clothing, 
tables with the appearance of !nely polished ebony 
and mahogany, beautiful colored glass goblets, or 
painted porcelain tea cups. They can also create a 
gourmet dinner and a set of !ne plates and cutlery on 
which to eat the meal. To pay for the small amounts 
of energy and resources needed to create these goods, 
all inhabitants pay a small tax.

Once the usage tax has been paid, food, clothing, 
furniture, and similar goods are all free. Raw materials, 
old, worn-out or unwanted goods, and various waste 
products are recycled into new goods. Residents of 
transitional economies need never experience hunger 
or any of the many other sorts of deprivation that 
much of humanity faced before the mid-21st century. 
Additionally, basic medical care is free in almost all 
transitional economy societies, to help insure that the 
populace is healthy, content, and productive.

While many goods are freely available, there are 
also goods that residents must purchase from corpo-
rations, their government, or other producers. Smart 
clothing and smart furniture that can change shape, 
color, and pattern, depending upon the user’s wishes, 
cannot be manufactured in any of the personal nano-
fabricators. Any goods made from highly durable 
composite materials, batteries, electrically powered 
devices (including many augmentations), and all 
nanotechnology must be acquired in the same fashion. 
These goods are considerably less common as they 
require access to an unrestricted nanofabricator and/
or exotic raw materials.

Transitional economies tend to be relatively safe 
places, since inhabitants cannot manufacture weapons 
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variety of ways, but the most common involves either 
being considered a strategic asset due to some singular 
expertise, performing an exceedingly valuable service 
to the habitat, or working for the habitat for some 
period of time. Once an individual is a citizen, the 
energy, living space, and raw materials they use in the 
course of their daily lives are all freely available.

In many collectivized habitats, residents are 
expected to pull their weight by contributing to 
ongoing public works in the habitat, typically 
requiring between four and eight hours every week. 
Depending on the nature of the colony, this work 
may be selected by the government, the collective 
syndicates that oversee the management of resources, 
or by a high rep individual who controls access to 
large amounts of energy and raw materials. Unless 
someone has especially valuable skills, this labor is 
often dull but safe work that can be done more easily 
by transhumans than AIs, such as checking the habitat 
for !aws and performing maintenance tasks.

Assuming an individual has acquired citizenship 
or put in their share of work for the collective well-
being of the station, they will have access to a supply 
of energy and raw materials that allows them to use 
their cornucopia machines to manufacture what 
they need. Visitors are generally also allowed access, 
though anyone staying long is expected to contribute 
to the habitat if they don’t want to see their reputa-
tion slashed.

VALUE AND SCARCITY IN NEW ECONOMY SOCIETIES
While basic citizenship allowances cover most 
necessities and even some luxuries, this has limits. 
With the allowance, individuals receive a quota 
of goods and energy they can use every day. This 
usage is impressively lavish by 20th century terms, 
allowing residents to create a dozen suits of clothing 
and provide food for half a dozen people every day. 
Creating elaborate food, furniture, and tableware to 
serve a party of a dozen people is within the means 
of any individual. However, doing the same thing for 
a party of two hundred people is outside the bounds 
of the basic allowance.

Individuals who wish to exceed their basic citizen-
ship allowance can either use rep to obtain more 
access to resources and energy or they can pool 
their resources with others to accomplish their goals. 
There are many goods that are fairly complex to 
create—including many of the best morphs and highly 
specialized and intricate pieces of gear like advanced 
augmentations—that exceed the resources available in 
a basic citizenship allowance.

The allowance also limits the amount of travel that 
residents can easily undertake. Residents of most 
new economy habitats own good quality spacesuits, 
and many can use their rep to create a small and 
very minimally equipped travel pod to visit a nearby 
habitat. However, even the smallest actual spacecraft 
are far too large and dif"cult to create to be available 
on an ordinary citizenship allowance or even on the 

“post scarcity” societies, some types of scarcity remain 
very real.

In most new economy habitats, common goods 
are freely available to all residents—or at least to 
all residents who meet certain criteria. These criteria 
usually take one of two forms: citizenship or public 
works. In wealthy and prestigious habitats, free access 
to all common goods is offered to residents who have 
of"cial citizenship. Citizenship can be earned in a 
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RESTRICTING 
DANGEROUS 
TECHNOLOGIES
Most societies in Eclipse Phase restrict access 
to exceptionally dangerous goods, especially 
military hardware. Few people living in a sealed 
habitat surrounded by hard vacuum enjoy the 
idea of easy access to biowar plagues or devices 
that can make large holes in their habitat’s outer 
hull. Though such incidents are quite rare, the 
memories of horrors like the recent Branson-
Vesta disaster are still quite fresh. In that incident, 
a radical bioconservative cult manufactured 
several plasma bombs and accidentally destroyed 
the entire habitat when their attack on the 
local government caused a cascading blowout, 
cracking the spinning habitat in half. More than 
50,000 residents had to be resleeved and 400 per-
manently died when their backups and cortical 
stacks were destroyed in the explosions.

Standard procedure is to restrict access and 
heavily encrypt templates needed to create 
military-grade weapons and similar dangers, 
though sufficiently dedicated individuals can 
eventually decrypt or reverse-engineer such 
designs. Even nanofabricators in anarchist habi-
tats may be blocked from creating such things 
or at the very least will alert the local public 
mesh if anyone instructs them to do so. Habitats 
that possess almost no other laws regarding 
possession of various objects and devices usually 
have laws against weapons that can do serious 
harm to the habitat.

Many dangerous technologies are specifically 
designed to make use of various exceptionally 
rare or transhuman-made elements, including 
radioactive elements and artificially created 
transuranic elements. Therefore, many habitats 
will restrict access to these elements to limit the 
manufacture of these weapons. Since detecting 
radioactive elements is simple using standard 
environmental sensors located throughout every 
habitat, security authorities can easily learn when 
someone has acquired significant quantities of 
such elements or catch them if they attempt to 
bring them on board. Q



a habitat must be manufactured and the process of 
building or expanding a habitat is far from simple, 
space is at a premium. The only exceptions to this 
scarcity are Europa and Mars, which can be inhabited 
by properly adapted morphs without the necessity of 
complex life support or the danger of vacuum waiting 
just outside every exterior wall. As a result, owning a 
larger dwelling space in a habitat is worth a signi!-
cant amount, and large villas and private asteroids are 
luxuries possessed by only the highest rep individuals.

While transhuman labor has become cheap due 
to the large number of infugees who must sell their 
services or indenture themselves to obtain morphs 
and habitat space, skilled labor is far more expensive. 
A unique custom morph design, for example, crafted 
by a skilled genehacker, can cost as much as a small 
spacecraft depending on how much this morph 
deviates from standard models. The same is true for 
everything from custom-designed clothing to complex 
pieces of technology designed for a single speci!c 
usage. While the actual manufacturing costs of these 
items is no more expensive than any other similar 
item, the time and effort needed to design them can 
make them exceedingly expensive.

The !nal commodity that is both scarce and valu-
able is novelty. While anyone can drink a !ne wine or 
wear a wide range of designer clothing, other com-
modities are kept deliberately scarce. Cutting-edge 
fashion, new music, and even haute nosh (bold, exclu-
sive snack food designs) are harder to !nd because the 
templates needed to manufacture them are encrypted 
and cannot be copied. The copy protection used on 
the templates for newly created goods automatically 
expires within three years at most, and most habitats 
reduce this to one year. In addition, this copy pro-
tection is never perfect; someone always manages 
to create pirated versions of these new goods within 
two to six months. However, from the time templates 
are created until the time that someone pirates them, 
these items are only available to individuals who are 
willing and able to pay for them. Popular new tem-
plates command a good price in the new economy, 
and a large number of transhumans make their living 
designing and marketing such templates.

amount of rep an ordinary individual can acquire in a 
reasonable amount of time.

In addition to large-scale uses of resources and 
dif!cult-to-manufacture goods, there are items that 
are intrinsically scarce, such as relics of Earth and 
handmade crafts. While exact copies of everything 
from the Mona Lisa to a pressed daisy are exception-
ally easy to acquire, genuine physical relics of Earth 
are prized possessions. The vast majority of refugees 
could take nothing with them, but almost everyone 
wishes to have some token to remind them of Earth. A 
single dried "ower, coin, or piece of stone from Earth 
can be exchanged for almost any morph or other 
good that is moderately dif!cult to create. Actual 
historical artifacts, like a famous person’s hat or auto-
graph, are worth far more, as are original works of 
art by famous artists. Two years ago, one of the last 
three remaining paintings by Leonardo da Vinci was 
traded for a large and well-equipped spacecraft, and 
a small piece of the Liberty Bell was traded for both 
a custom-designed morph and a fully out!tted one-
hectare villa in one of the more prosperous habitats 
orbiting Saturn.

While less expensive than Earth relics, handmade 
goods also command a high price and are in great 
demand by the wealthy. Though most people cannot 
distinguish between a !ne wine grown on one of the 
Martian vineyards and a duplicate of the same wine 
produced using an average cornucopia machine, some 
connoisseurs claim they can taste the difference. There 
is also much prestige to be gained by serving hand-
grown food. Hand-produced wine is a rare good that 
can only be enjoyed by a few, and thus it commands 
a moderately high price. In almost all cases, hand-
made goods are expensive because of their rarity and 
because many people enjoy the status associated with 
owning and using them.

There are three other items that are scarce and 
thus quite valuable: living space, skilled sapient labor, 
and novelty. The majority of transhumanity lives in 
standard-sized dwelling units, which typically range 
from one hundred cubic meters on smaller or poorer 
habitats to two hundred cubic meters on wealthy 
and prosperous habitats. Since each cubic meter of 
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IRREPRODUCIBLE GOODS

In an age when digital material is easily copied and 
physical goods are reproducible with nanofabrication, 
concepts like copyright, trademark, and intellectual 
property are fighting a losing war. Despite the best 
methods of encryption, DRM, and similar anti-piracy 
measures, very little escapes the clutches of pirates for 
long. It’s not unheard of for copies/blueprints of new 
goods to be shared on pirate networks before they’re 
even officially released.

In response, some manufacturers, designers, and 
artists attempt to produce goods that are irrepro-
ducible—and thus more highly valued. Possible 
approaches include transgenic living sculptures with 
built-in obsolescence and terminator genes, energy art, 
items made from extremely rare materials (e.g., a chair 
crafted from titanium mined from the Mead crater on 
the harsh Venusian surface), or intangibles such as 
skilled performances. 



to !nd that their employer either kept !nding ways to 
delay or reduce the payment or vanished before they 
delivered on their promise. As a result, slightly more 
than twenty percent of the original infomorph refugees 
remain infomorphs; some by choice, but most because 
they have not been able to acquire the means to resleeve 
themselves or are still working long contracts to gain 
their morph. The problem with obtaining bodies for 
these infugees goes beyond simply providing a new 
morph for resleeving; living beings require living space 
as well as a steady supply of consumables. For this 
reason, many infugees have been morphed in synthetic 
shells and housed in areas inhospitable to biomorphs, 
such as the unenclosed portions of Venusian aerostats. 
With space in short supply, the waiting list for infugees 
looking for a habitat to call home is quite long.

Both the hypercorps and the Planetary Consortium 
were quick to make use of this vast labor pool, espe-
cially on Mars. Mars has large amounts of open space 
and resources and is suf!ciently close to habitable that 
Mars-adapted morphs like the ruster are inexpensive 
to create. As a result, the Planetary Consortium has 
been responsible for the employment of almost half of 
all remaining infomorph refugees. For the past decade, 
the vast majority of infomorph refugees who want 
bodies have found that indenturing themselves to the 
Planetary Consortium or one of the associated hyper-
corps involved in Martian terraforming is the most 
reliable way to !nd both a morph and housing, since 
both are guaranteed at the end of the contract. The 
work involved is particularly dif!cult, however, and 
the contracts are normally quite long. The Planetary 
Consortium is also particularly adept at adding 
charges that prolong indenture—though most inden-
tures carry !ve to twenty year contracts, in reality 
these indentures typically last between eight and 
twenty-!ve years; some go on even longer. This large 
population of indentured servants on Mars—many 
of them now free and resleeved—is becoming a force 

THE ECONOMY AND INFOMORPH REFUGEES
During the last phase of The Fall and the evacuation of 
Earth, more than four hundred million refugees were 
uploaded and egocast to orbital databanks through-
out the solar system. They were forced to "ee Earth 
without any of their possessions, even their bodies. 
Instead, they became infomorphs who had nothing 
beyond their minds and memories—the most destitute 
group of refugees ever to exist in transhuman history. 
In the years since the Fall, large numbers of these infu-
gees have been resleeved. Anyone with valuable skills 
was !rst to gain a morph, followed by anyone with 
friends or relatives already living in orbit who could 
take responsibility for the person’s resleeving.

Those two groups accounted for only half of the 
refugees. The remaining found themselves in a far more 
dif!cult situation. Lacking either personal contacts or 
vital skills, they had no one else to help them. In the 
!rst few years, many of these infugees signed contracts 
promising their labor or other services in return for 
resleeving and a guarantee of some form of income 
suf!cient to support them. Because of the critical labor 
shortages in the !rst !ve years after the Fall, another 
thirty percent of the refugees managed to regain bodies 
(usually cheap synthmorphs). These indentured ser-
vants performed all manner of critical tasks, ranging 
from scavenging ruined habitats for useful devices to 
mining or asteroid herding. Others became servants or 
bodyguards for the rich or performed less moral ser-
vices for criminal syndicates. Most took on orbital con-
struction jobs, helping to build the new habitats that 
would eventually become their homes. Some infugees 
found work performing services like data-mining, mon-
itoring automated factories, or other jobs that could be 
done by infomorphs. After the Fall, infomorphs were 
used to take over numerous tasks previously handled 
by AGIs, who were no longer trusted.

Unfortunately, some infomorph refugees made bad 
or unlucky deals and ended up working for years only 
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HABITATS
With Earth now uninhabitable, transhumanity sur-
vives in a variety of offworld habitats. There are two 
major types of these habitats: settlements on planets 
or large moons, such as those on Luna, Mars, Venus, 
Europa, or Titan, and space habitats that are built on 
or near an asteroid or other useful source of raw mate-
rials. Most of these space habitats spin themselves to 
provide gravity, with Earth and Mars gravity being 
the two most common choices. There are also a large 
number of zero-g or microgravity habitats, consisting 
of either non-spinning habitats or stations built into 
small asteroids or moons.

PLANETARY SETTLEMENTS
The Martian and Lunar city-states and other plan-
etary settlements contain environments most familiar 
to refugees from Earth. This similarity is one reason 
that two-thirds of all infomorph refugees live on 
Mars, Luna, or Titan. The exact type of settlements 
depends on the planet or moon on which they are 
located, with some being far more similar to Earth 
cities than others. Most Lunar settlements, like those 
on Ganymede, Mercury, Titan, and Callisto, consist 
of a network of subsurface tunnels and chambers 
excavated with plasma drills. These tunnel settle-
ments differ slightly from one world to the next. In 
most of these tunnel cities, the !oors of all open 
areas and many dwellings are composed of geneti-
cally modi"ed grass designed for both comfort and 
durability. Light panels cover the ceiling and provide 
bright full-spectrum lighting.

A few of these buried cities further enhance their 
natural appearance with trees and, in some cases, 
specially engineered ecosystems, in both public areas 
and private dwellings. A few of these urban tunnel 
forests and jungles are home to numerous !ower-
ing vines and bright tropical butter!ies. In a small 
number of settlements on both Titan and Luna, colo-
nies of small monkeys and parrots with metabolisms 
and habits modi"ed for modern ideas of cleanliness 
and sanitation thrive, giving some of these tunnel 
cities the feel of a buried jungle.

All of the older or more prosperous tunnel cities 
also contain large open areas that are typically 
between one and twenty hectares, with ceilings at 
least ten meters high. Some are parks, others are 
public plazas, but all offer the residents of the tunnel 
cities a chance to experience open spaces. Also, 
with the exception of Mercury, all of these tunnel 
cities are on moons where gravity is no more than 
one-sixth of a g. Some of these open spaces are con-
structed with roofs between thirty and one hundred 
meters high and are designed so that residents can 
use them for !ying by strapping on a pair of specially 
designed wings.

The cloud cities of Venus are among the most 
unusual habitats in the solar system. Their exotic 
nature is enhanced by the chance to observe the many 

in its own right, adhering to the Martian wilds and 
rural areas and disdaining the elite hypercorp domes. 
Adopting the name Barsoomians from an old Earth 
"ction series, this resentful lower class is increasingly 
becoming a thorn in the Planetary Consortium’s side.

Even though it is highly automated, terraforming 
and agricultural work on Mars is both tedious and 
physically demanding labor. Indentured employees are 
regularly sent into the regions that were most affected 
by the Fall. As a result, these employees occasionally 
face attacks by life forms mutated by the TITANs, nan-
otech war-swarms, or similar still-active and danger-
ous exotic technologies. Indentured employees are not 
charged for damage to or destruction of their morphs 
caused by such dangers, but the experience of even 
reversible death from such causes is highly traumatic.

Other refugees found that they enjoyed life as info-
morphs, reveling in complex simulspaces and otherwise 
living up the virtual life. Some found work that paid for 
the ability to egocast throughout the solar system. Ten 
years after the Fall, there is a thriving infomorph culture. 
While exact data is dif"cult to obtain, many research-
ers believe that at least a third of all current infomorph 
refugees have no plans to place themselves into a morph, 
instead enjoying the freedom of virtual existence. These 
infomorphs have become increasingly involved in 
habitat politics, especially in the outer system; many 
habitats have officials who are infomorphs. Most 
researchers predict this infomorph culture will increas-
ingly diverge from physical cultures as time progresses.

THE CLANKING MASSES
With so many infugees acquiring cheap synthmorph 
shells—particularly cases and synths—and unable 
to afford anything better, synthmorphs have become 
associated with poverty throughout the solar system. 
This lowest strata of the poor are often referred to as 
“the clanking masses” and compose one-sixth of the 
transhuman population. Most of these people strongly 
desire a biomorph sleeve, even if it is only a splicer or 
worker pod. Their omnipresence is now viewed with 
distaste, especially in elite social circles. Even those 
who have expensive, lovely, custom-designed synthetic 
morphs "tted with all of the latest augmentations are 
considered to be eccentrics with poor taste.

The social stigma against synthmorphs is strength-
ened by the fear that, in the event of another attack 
by the TITANs, their robotic shells could be rapidly 
co-opted to become a deadly TITAN-controlled 
army. This has led to some habitats going so far as 
to actively segregate their synthmorph populations, 
rationalized by the fact that shells can easily inhabit 
unheated and unpressurized portions of various habi-
tats. This segregation and social stigma, however, has 
produced the beginnings of an emergent synthmorph 
culture. There are already numerous habitats where 
all of the inhabitants are sleeved in synthetic shells 
and conventional life support exists only for the few 
visitors wearing biomorphs.
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to create habitats suitable for hundreds of millions 
of infugees.

During this era, several thousand torus habitats 
and cluster colonies were created throughout the 
solar system. Many of these habitats were created 
by automated mining machinery that had been 
repurposed to create colonies. Due to the limitations 
of these automated mining rigs, most these habitats 
were small, holding between one thousand and one 
hundred thousand inhabitants. Twenty percent of 
the system’s inhabitants live in such habitats. During 
the past decade, various small organizations, cults, 
and subcultures have left the larger habitats they 
lived in and created their own small habitats, few 
of which were designed to hold more than ten thou-
sand residents.

The development of the new nanotech Hamilton 
cylinders has lead to a new interest in large habi-
tats and in habitats that can easily expand in size 
to accommodate an increasing population. The 
expense and dif!culty involved in expanding existing 
habitats or building new ones is one of the principle 
reasons that more than forty million infomorph refu-
gees still do not posses morphs. Although none of 
the existing Hamilton cylinders has !nished growing, 
they are both highly regarded by their residents. This 
same technology is also likely to produce a low-
cost method for creating small habitats, where the 
creators merely need to seed an asteroid with the 
appropriate advanced nanotech generators and wait 
a few months.

SCUM BARGES
At the opposite extreme from the Hamilton cyl-
inders are the infamous scum barges. Most are 
spacecraft built before or during the Fall that were 
used to help with the early stages of the evacuation, 
ferrying people away from the doomed Earth. Many 
of these refugee ships were unable to !nd anywhere 
to unload their transhuman cargo, becoming a sort 
of permanent traveling refugee camp, sometimes 
succumbing to mutinies. They eventually joined up 
with pre-existing scum ships and swarms, adopting 
their nomadic, free-wheeling, anarchistic lifestyle. 
In contrast to egocasting or the faster and more ef!-
cient fusion drive ships, so-called scum barges offer 
a "oating city alternative to space travel. These 
ships function as roving black markets and carni-
vals of the bizarre—lawless zones where anyone can 
!nd whatever they want or need for the right rep 
or price.

Most scum barges have fusion-powered plasma 
drives and hold between two hundred and five 
thousand inhabitants. The worst barges are excep-
tionally overcrowded, with aging life-support 
systems struggling to maintain a breathable (but still 
foul-smelling) atmosphere under the strain of too 
many passengers. The larger and more prosperous 
scum barges are often !tted with various modern 
conveniences, including large cornucopia machines 

recently introduced "oating and "ying life forms 
modi!ed to live in the clouds. Though located almost 
!fty kilometers above the most deadly environment in 
the solar system, life in these cloud cities is among the 
most Earth-like anywhere in the solar system, with 
gravity, temperatures, and atmospheric pressure all 
being very near normal Earth levels.

By contrast, the settlements on Mars look the most 
like the cities of lost Earth, built on the surface rather 
than underground or in the skies. Some of the more 
recent settlements are designed for use by inhabitants 
in ruster morphs or synthmorphs and feature no life 
support. Older Martian cities and other settlements 
are typically covered with low domes of "exible poly-
carbonate and !lled with a completely breathable, if 
somewhat low pressure, atmosphere. Some, however, 
are collections of sealed skyscrapers, connected by 
skywalks and tunnels. If current terraforming efforts 
continue on schedule, the last sealed Martian cities 
will be opened to an atmosphere breathable by stan-
dard biomorphs within sixty years.

The most unusual planetary settlements are the 
ocean cities of Europa. These are among the most 
exotic locations in the entire solar system and are 
quite disorienting for individuals not used to under-
water living. From a distance, most appear to be 
complex Christmas tree ornaments hanging down one 
hundred meters or more below the ice crust above. A 
few are built deeper, plunging under the icy surface 
near the various hydrothermal vents that host the 
native Europan life clusters.

Many of the residents of the Europan cities !nd 
them familiar because they previously lived in one 
of the underwater cities on Earth and so were used 
to both the conditions and to living in an aquatic-
adapted body. Europan cities all contain sealed 
buildings with normal atmosphere, both because 
some activities work best in air instead of water and 
because the cities often host visitors without gills. 
However, these regions make up only ten percent 
or so of most of these cities. The remainder looks 
vaguely similar to many zero-g habitats, except that 
the structures are considerably sturdier and are 
located underwater. Buildings are designed to be 
accessible in all three dimensions, so going from one 
"oor to another usually involves swimming out a 
large opening in the wall and down a level. In almost 
all of these aquatic cities, large fusion generators heat 
the surrounding water, so that the entire city exists 
in a region of water that is far warmer than the sur-
rounding frigid Europan sea.

SPACE HABITATS
With the exception of the private habitats of the 
wealthy and powerful described below, the vast 
majority of space habitats hold between twenty-
!ve hundred and one million inhabitants. Almost 
two-thirds of these habitats were built during the 
!rst seven years after the Fall, when huge portions 
of the system’s surviving infrastructure were used 
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Some of the more unusual small habitats include 
dimly lit, spooky landscapes filled with perpetu-
ally lea!ess trees or thick, continually regenerating 
cobwebs, and other similar macabre touches. Others 
are gleaming colonies of shining citadels made from 
quartz and steel. Some are huge interconnected 
arcologies where any sort of personal privacy is rare, 
while in others every family or even every person has 
a separate dwelling that is rarely seen by outsiders. 
Since the populations of these stations are relatively 
small and the vast majority are not major economic 
centers, travel to and from these smaller habitats is 
infrequent, which further increases their insularity 
and idiosyncrasies.

THE LARGEST HABITATS
Extropia, the huge Martian city-states, and some of 
the largest Lunar stations hold between one million 
and twenty million inhabitants. There are many 
smaller settlements containing between one hundred 
thousand and one million residents. These habitats 
are considerably less idiosyncratic and exotic than 
the smaller colonies. Almost all contain a cosmo-
politan and diverse population from a wide variety 
of subcultures. Because of this diversity and the 
dif"culty of forming any sort of consensus with a 
large population, these settlements tend to be remi-
niscent of the cities of Earth. All of them have their 
own unique character and feel, but the differences 
between one habitat and another are rarely over-
whelming. In addition, all of these stations are large 
enough to hold of"ces for all of the major hyper-
corps, who further promote uniformity by providing 
the same services from identical hypercorp of"ces. 
Since most of these habitats are major centers of 
commerce, travel between them is frequent, so there 
are various facilities for travelers such as hotels and 
sports clubs that help reduce the disorientation of 
travel by offering identical experiences, regardless of 
their location.

MICROGRAVITY HABITATS
Zero-g habitats are very different from those that 
use rotational gravity. Most consist of networks 
of tunnels drilled through an asteroid—similar to 
the tunnel cities of Luna and Titan—but some are 
considerably more exotic. Like most other habitats, 
almost all microgravity colonies are built in, on, or 
next to one or more asteroids containing a large 
amount of useful raw materials. They typically 
feature a gravity less than 0.01 g that has very little 
effect on the daily lives of the inhabitants. Near-
weightless environments allow for some interesting 
and unusual habitat designs as there is no up or 
down, enabling the creation of structures that would 
be too fragile even in low gravity. The habitats of 
Nova York, (p. 97) and Nguyen’s Compact (p. 103) 
are both examples of this, among many others.

and vast stores of pirated manufacturing templates. 
Some are thriving utopianist enclaves, while others 
are mobile dens of smugglers and thieves that would 
have been destroyed long ago except for the fact that 
large and powerful organizations "nd their existence 
occasionally useful. Living conditions on the scum 
barges range from overcrowded refugee camps or 
thriving, egalitarian anarchist enclaves to relatively 
modern habitats out"tted in barbaric splendor by 
successful organized crime gangs.

A DIVERSITY OF FLOATING WORLDS
The use of cornucopia machines and smart materials 
means that the interiors of all but the poorest and 
most destitute habitats can be reshaped according 
to the whims of their inhabitants. When the number 
of inhabitants is small enough or their aesthetics 
are uniform enough to all share the same tastes, the 
results can be both unique and strange. Large-scale 
fads occasionally sweep through even the largest and 
most cosmopolitan habitats, making some of the 
bigger colonies almost as odd.

Several habitats closely resemble terrestrial jungles, 
with an entire rainforest canopy growing from the 
slowly rotating outer shell and all dwellings and 
pieces of high technology nestled in the branches 
or hollows of these vast gene-engineered trees. In 
these living marvels, genetically engineered monkeys, 
iguanas, and tree sloths wander amidst the inhab-
itants—some of these creatures are wild animals, 
while others are controlled by AI servitors and act 
as maintenance or observation drones. Some habi-
tats resemble other scenes from old Earth, including 
more than a dozen water-"lled habitats hosting some 
of the aquatic inhabitants of the now-destroyed 
underwater cities. In most of these marine habitats, 
the actual buildings are either placed amidst a living 
coral reef "lled with "sh and other creatures or are 
actually built into the coral reef itself. There are 
many other habitats duplicating other environments, 
such as Afrique—a large Cole habitat with a popula-
tion of two hundred thousand, where the habitat is 
made to resemble the African savanna. In Afrique, 
the two ends of the habitat are shaped into snow-
capped mountains, and the inhabitants mostly live in 
several large cities built in the savannah.

While nostalgia for Earth is a powerful force in 
habitat design, there are many other options. A few 
exotic habitats resemble fantastic cities from various 
vid games or older forms of entertainment, includ-
ing a handful of small and eccentric habitats where 
the inhabitants all appear as strange humanoid alien 
beings. In many, the inhabitants have cosmetically 
modi"ed themselves to "t in with the setting.

One of the most common differences between 
small and large habitats is that the residents of 
smaller stations often share a common ideology or 
sense of aesthetics and so are far more eccentric. 
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exceptionally lavish. Almost every surface is made 
of formatible smart materials and there are several 
large general-purpose cornucopia machines avail-
able for the use of every resident.

By using these nanofabricators and the smart mate-
rials to their fullest, residents can completely change 
the interior of the habitat in only a day or two—trans-
forming a sterile and crystalline array of shining metal 
and glass buildings into a thriving forest, inhabited by 
a variety of wild animals. The mesh is !lled with vids 
and XPs about the lives of the most famous residents 
of the solar system. Almost everyone has seen the inte-
rior of one of these vast space mansions many times, 
though only a tiny percentage of the inhabitants of 
the solar system will ever have a chance to actually 
visit such a location. Many gatecrashers, scaven-
gers who travel to Earth, and others who engage in 
similarly daring endeavors hope to be able to obtain 
information or objects suf!ciently valuable to allow 
them to retire to their own private habitat.

PRIVATE HABITATS
The most rare and exotic of all of the types of habitats 
are the luxurious private ones owned by exceedingly 
wealthy or high-rep individuals. Most private habitats 
are small but still give each of the residents several 
thousand cubic meters of personal space.

A typical private habitat is either a cylinder one 
hundred !fty meters in diameter (the minimum 
necessary to produce Mars gravity at a rate of rota-
tion slow enough to avoid problems in all morphs) 
and between !fty and two hundred meters long or 
a zero-g sphere one hundred to two hundred meters 
in diameter. These habitats are always tethered to 
a small collection of raw materials, consisting of 
chunks of silicate, nickel-iron, and water-containing 
carboniferous asteroids with a mass equal to at 
least that of the habitat. The majority of private 
habitats are inhabited by between half a dozen and 
three dozen morphs, most of which may be AIs 
or indentured servants. Life in a private habitat is 
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APTITUDES

SKILLS

STATS

COG COO INT REF SAV SOM WIL
Base 15 20 20 10 15 15 15

Morph Bonus 5 5 5 5
Total 20 25 25 10 15 20 15

MOX TT LUC IR WT DUR DR INIT SPD
4 6 30 60 7 35 53 5 1

APT BASE
MORPH 
BONUS TOTAL

Academics: Engineering COG 60 5 65
Academics: Nanotechnology COG 70 5 75

Academics: Physics COG 60 5 65
Art: Sculpture INT 55 55

Free Fall REF 60 60
Hardware: Aerospace COG 45 5 50

Hardware: Armorer COG 55 5 60
Hardware: Electronics COG 60 5 65

Hardware: Robotics COG 60 5 65
Infosec COG 40 5 45

Interests: Martian Beers COG 45 5 50
Interests: Robot Models COG 45 5 50

Interests: VR Games COG 55 5 60
Interfacing COG 50 5 55

Language: Native English INT 85 85
Language: Mandarin INT 60 60

Networking: Autonomists SAV 70 70
Networking: Firewall SAV 35 35

Networking: Scientists SAV 35 35
Perception INT 55 55

Pilot: Aircraft REF 45 45
Pilot: Spacecraft REF 30 30

Profession: Habitat Systems COG 60 5 65
Profession: Spacecraft Systems COG 60 5 65
Programming (Nanofabrication) COG 60 (70) 5 65 (75)

Scrounging INT 45 45
Spray Weapons COO 40 5 45

TRAITS
Ego: Oblivious Q
Morph: Limber (Level 1) Q

REP
@-rep: 60
i-rep: 40
r-rep: 50

EQUIPMENT
Armor: Crash Suit [4/6] Q
Primary Weapon: Freezer  

(100 shots) Q

Starting Credit: 200 Q
Implants: Access Jacks, Basic 

Biomods, Basic Mesh Inserts, 
Cortical Stack, Electrical 
Sense, Grip Pads, Oxygen 
Reserve, Prehensile Feet, 
Wrist-Mounted Tools Q

Gear: Automechs (2), Backup 
Insurance (1 month), Engineer 
Nanoswarm, Fabber, Fixer 
Nanoswarm, Muse, Vacsuit 
(Light Smartfabric, 5/5) Q

Background:�Original Space Colonist
Faction:  Anarchist
Morph: Bouncer
Motivations:  +Anarchism +Open Source +Tech-Hacking

“Don't worry, it works; these things run themselves anyway.  
I voided the warranty, but anything loaded with DRM like that is broken to start with.”

You’re an old-school hacker—the 
kind that likes to take technologi-
cal toys, dismantle them, modify 
them, rebuild them, and then use 
them in ways the designers never 
imagined. When you’re not too 
busy building crazy robotic sculp-
tures for art performance pur-
poses, your skills are in demand 
because you can fix almost any-
thing, improve it, or even build it 
from scratch. You advocate for 

open-source technology that 
anyone can use or modify as they 
see fit and you support decen-
tralized models of peer collabo-
ration—nothing pisses you off 
more than restrictive proprietary 
tech with which you or others 
can’t meddle. You take a hands-on 
approach to most problems, but 
you become so engrossed in your 
projects that you tend to be oblivi-
ous to the world around you. Q

ANARCHIST TECHIE



APTITUDES

SKILLS

STATS

COG COO INT REF SAV SOM WIL
Base 20 15 20 15 10 15 15

Morph Bonus 5 5 5 5
Total 25 15 25 15 15 20 15

MOX TT LUC IR WT DUR DR INIT SPD
3 6 30 60 7 35 53 7 (8) 1

APT BASE
MORPH 
BONUS TOTAL

Academics: Astrobiology COG 60 5 65
Academics: Chemistry COG 40 5 45

Academics: Engineering COG 50 5 55
Academics: Geology COG 55 5 60
Academics: Physics COG 50 5 55

Academics: Xenoarcheology COG 70 5 75
Art: Architecture INT 45 5 50
Beam Weapons COO 35 35

Climbing SOM 35 5 40
Demolitions COG 45 5 50

Fray REF 45 45
Free Fall REF 25 25

Interests: Alien Relics COG 45 5 50
Interests: Pandora Gates COG 55 5 60

Interfacing COG 20 5 25
Investigation INT 65 5 70 (80)

Kinesics SAV 30 5 35
Language: Native French INT 90 5 95

Language: English INT 40 5 45
Networking: Autonomists SAV 30 5 35

Networking: Firewall SAV 30 5 35
Networking: Hypercorps SAV 30 5 35

Networking: Scientists SAV 50 5 55
Perception INT 40 5 45 (55)

Pilot: Aircraft REF 35 35
Pilot: Groundcraft REF 50 50

Profession: Excavation COG 50 5 55
Profession: Forensics COG 55 5 60
Profession: Surveying COG 40 5 45

Protocol SAV 40 5 45
Research COG 55 5 60

Sense INT 60 5 65

TRAITS
Ego: Enemy (Rival Xenoarche-

ologist), Mental Disorder 
(Impulse Control), Mental 
Disorder (Insomnia), Morphing 
Disorder, Psi (Level 2) Q

SLEIGHTS
Psi-Chi: Ambience Sense, Grok, 

Pattern Recognition Q
Psi-Gamma: Omni Awareness, 

Static, Thought Browse Q

REP
@-rep: 40
c-rep: 40
e-rep: 20
i-rep: 40
r-rep: 60

EQUIPMENT
Armor: Vacsuit (Standard  

Smartfabric) [7/7] Q
Primary Weapon: Stunner Q
Starting Credit: 4,250 Q
Implants: Basic Biomods, Basic 

Mesh Inserts, Cortical Stack, 
Echo Location, Medichines, 
Mnemonic Augmentation Q

Gear: Backup Insurance  
(1 month), Cleaner  
Nanoswarm, Disassembler 
Nanoswarm, Electronic Rope, 
Forensics Kit, Klar (1 dose), 
Mobile Lab, Muse,  
Servitor Bot, Shelter Dome, 
Smart Dust, Specimen  
Container, Specs, Utilitool Q

Background:�Original Space Colonist
Faction:  Argonaut
Morph: Exalt
Motivations:  +Exploration +Research (Alien Civilizations) 
 +Technoprogressivism

“I’ve got a bad feeling about this. These tools are very similar to the ones we  
recovered from the ruins on that binary system exoplanet last year.”

You are convinced that something 
strange is going on in the galaxy. 
Despite the Factors and signs of 
dead alien civilizations like the 
Iktomi, the sheer mathematical 
odds insist that there should be 
more life in the galaxy. So where 
is it? Your goal is to find out, and in 
pursuit of this you study the relics 
left behind on various exoplanets. 
Equal parts conspiracy theorist, 

treasure hunter, and scientist, 
you have the skills and training to 
decode the evidence and artifacts 
left behind by unknown entities 
and life forms. You are a valued 
expert for gatecrashing expedi-
tions, but you avoid working for 
hypercorps because you believe, 
like other argonauts, that any dis-
coveries made should be available 
to all. Q

ARGONAUT XENOARCHEOLOGIST



APTITUDES

SKILLS

STATS

COG COO INT REF SAV SOM WIL
Base 15 10 20 10 20 15 15

Morph Bonus 5 5
Total 15 10 20 15 20 20 15

MOX TT LUC IR WT DUR DR INIT SPD
5 6 30 60 8 40 80 6 (7) 1

APT BASE
MORPH 
BONUS TOTAL

Academics: Memetics COG 55 55
Academics: Political Science COG 35 35

Academics: Psychology COG 45 45
Art: Performance INT 60 60

Art: Writing INT 50 50
Deception SAV 50 50

Fray REF 40 5 45
Freerunning SOM 45 5 50

Gunnery INT 45 45
Hardware: Robotics COG 55 55

Infiltration COO 35 35
Infosec COG 40 40

Interests: Inner System Rumors COG 55 55
Interests: Martian Politics COG 55 55
Interests: Post-Fall History COG 45 45

Interfacing COG 40 40
Intimidation SAV 20 20

Investigation INT 60 60
Kinesics SAV 60 60

Language: Native Mandarin INT 90 90
Language: English INT 40 40

Language: Hindi INT 40 40
Networking: Autonomists SAV 50 50

Networking: Criminal SAV 40 40
Networking: Hypercorps SAV 50 50

Networking: Media SAV 60 60
Perception INT 50 50
Persuasion SAV 50 50

Pilot: Aircraft REF 50 5 55
Pilot: Groundcraft REF 20 5 25

Profession: Social Engineering COG 50 50
Protocol SAV 40 40

Research COG 55 55
Spray Weapons COO 30 30

Unarmed Combat SOM 45 5 50

TRAITS
Ego: Minor Addiction (Narcoal-

gorithms), Modified Behavior 
(Boosted Stalking Tendencies) Q

Morph: Social Stigma (Clanking 
Masses), Uncanny Valley Q

REP
@-rep: 40
c-rep: 40
e-rep: 20
i-rep: 40
r-rep: 60

EQUIPMENT
Armor: Synth Shell [2/2] Q
Primary Weapon: Shredder  

(100 shots) Q

Starting Credit: 1,450 Q
Enhancements: Access Jacks, 

Basic Mesh Inserts, Cortical 
Stack, Cyberbrain, Enhanced 
Hearing, Enhanced Smell, 
Enhanced Vision, Lidar,  
Mnemonic Augmentation, 
Radar, T-Ray Emitter Q

Gear: Backup Insurance  
(1 month), Covert Ops Tool, 
Facial/Image Recognition  
Software, Gnat Bots (3), 
Linkstate Narcoalgorithm, 
Microbugs (5), Muse,  
Radio Booster, Repair Spray, 
Saucer Bot, Speck Bots (2), 
Smart Dust, Tracking Software, 
Trike Exoskeleton Q

“What? No, I’m not recording. 
Anything you have to say about the Hellas massacre is strictly between you and me.”

Thanks to the mesh, lifelogging, XP, and 
ubiquitous surveillance, journalism is a 
crowdsourced industry—everyone is a 
reporter. Hard work, skill, and attitude 
can still earn you a name and recog-
nition, however. Your committment to 
old-school investigative journalism and 
raking the muck that the power brokers 
and influence peddlers wallow in has 
helped expose the puppet strings behind 

the cyberdemocratic facade. You make 
a sport out of bypassing the hypercorp 
content filters and initiating subver-
sive memes. Equal parts investigator, 
paparazzi, adventurer, and activist, you 
embrace a gonzo journalist style that 
borders on entertainment. You prefer 
synths because they are innocuous and 
employ numerous drones and electronic 
spies to obtain the real story. Q

BARSOOMIAN FREELANCE JOURNALIST

Background: Martian
Faction: Barsoomian
Morph: Synth
Motivations: –Censorship +Martian Liberation +Sousveillance 



APTITUDES

SKILLS

STATS

COG COO INT REF SAV SOM WIL
Base 20 15 15 15 15 10 20

Morph Bonus 10 5 5 5
Total 30 20 20 15 15 10 25

MOX TT LUC IR WT DUR DR INIT SPD
3 8 (10) 40 (50) 80 (100) 7 35 53 6 (7) 1

APT BASE
MORPH 
BONUS TOTAL

Academics: Biology COG 70 10 80
Academics: Genetics COG 70 10 80

Academics: Nanotechnology COG 60 10 70
Art: Bodysculpting INT 45 5 50

Beam Weapons COO 45 5 50
Deception SAV 30 30

Fray REF 40 40
Free Fall REF 55 55

Hardware: Aerospace COG 40 10 50
Interests: Black Market Drugs COG 40 10 50
Interests: Genetics Research COG 60 10 70

Interests: Morph Designs COG 55 10 65
Interfacing COG 20 10 30

Kinesics SAV 40 10 40
Language: Native Arabic INT 85 5 90

Language: English INT 40 5 45
Medicine: General Practice COG 55 10 65

Medicine: Gene Therapy COG 65 10 75
Medicine: Nanomedicine COG 60 10 70

Medicine: Trauma Surgery COG 50 10 60
Networking: Autonomists SAV 35 35

Networking: Criminal SAV 45 45
Networking: Scientists SAV 55 55

Perception INT 45 5 50
Pilot: Spacecraft REF 25 25

Profession: Lab Technician COG 50 10 60
Profession: Medical Care COG 55 10 65

Programming COG 60 10 70
Psychosurgery INT 55 5 60

Research COG 45 10 55
Scrounging INT 50 5 55 TRAITS

Ego: Black Mark (Lunars,  
Level 1), Patron (Gerontocrat), 
Psi Defense Q

REP
@-rep: 30
c-rep: 20
g-rep: 30
r-rep: 60

EQUIPMENT
Armor: Armor Clothing [3/4] Q
Primary Weapon: Stunner Q

Starting Credit: 1,900 Q
Implants: Access Jacks, Basic 

Biomods, Basic Mesh Inserts, 
Circadian Regulation, Corti-
cal Stack, Eidetic Memory, 
Ghostrider Module, Hyper-
Linguist, Math Boost, Medich-
ines, Multi-Tasking Q

Gear: Backup Insurance  
(1 month), Dr. Bot, Drive  
(5 doses), Ego Bridge, Fabber, 
Frequency (2 doses),  
Guardian Angel Bot, Muse, 
Nanobandages Q

Background: Isolate
Faction: Brinker
Morph: Menton
Motivations: +Artistic Expression (Morph Design)  
 +Morphological Freedom +Research (Neogenetics)

“It’s alive! It’s alive! Wait—no—well, it was alive. Let’s try that again.”

Some might consider you a mad 
scientist, but they simply lack 
the vision and moral flexibility to 
understand the meaning of your 
work. You are not just a scien-
tist—you are an artist, dedicated 
to defining the shapes and abilities 
of transhumans as they transition 
to the posthuman. Because your 
work is sometimes controversial, 
you prefer the brinker lifestyle, 
working in isolation where you are 
not restricted by laws or customs. 

There are some who find your work 
intriguing or valuable, of course, 
and so you have acquired influen-
tial backers. In truth, you are an 
expert when it comes to designing 
and manipulating biomorphs, and 
so your services are sometimes in 
demand when it comes to explain-
ing unusual and exotic transfor-
mations. Your patrons, of course, 
sometimes call on your expertise 
from time to time in exchange for 
bankrolling your work. Q

BRINKER GENEHACKER



APTITUDES

SKILLS

STATS

COG COO INT REF SAV SOM WIL
Base 20 15 15 10 20 10 15

Morph Bonus
Total 20 15 15 10 20 10 15

MOX TT LUC IR WT DUR DR INIT SPD
3 6 30 60 6 30 60 5 1

APT BASE
MORPH 
BONUS TOTAL

Academics: Computer Science COG 60 60
Academics: Cryptography COG 60 60

Academics: Engineering COG 50 50
Art: Electronic Music INT 45 45

Beam Weapons COO 40 40
Deception SAV 55 55

Fray REF 40 40
Free Fall REF 30 30

Hardware: Electronics COG 60 60
Hardware: Industrial COG 45 45
Hardware: Robotics COG 55 55

Impersonation SAV 45 45
Infiltration COO 60 60

Infosec COG 70 70
Interests: Hacker Mesh Forums COG 55 55

Interests: Online Banking COG 50 50
Interests: Triad Economics COG 45 45

Interfacing COG 55 55
Intimidation SAV 30 30

Kinesics SAV 40 40
Language: Native Russian INT 85 85
Networking: Autonomists SAV 40 40

Networking: Criminals SAV 60 60
Networking: Firewall SAV 40 40

Networking: Hypercorps SAV 40 40
Perception INT 50 50

Pilot: Aircraft REF 30 30
Pilot: Groundcraft REF 20 20

Profession: Accounting COG 50 50
Profession: Security Operations COG 55 55
Profession: Social Engineering COG 60 60

Programming COG 60 60
Research COG 60 60

TRAITS
Ego: Edited Memories, On the 

Run (Morningstar Constella-
tion), Right at Home Q

REP
@-rep: 30
c-rep: 20
g-rep: 50
i-rep: 50

EQUIPMENT
Armor: None [0/0] Q
Primary Weapon: None Q
Starting Credit: 5,250 Q

Enhancements: Access Jacks, 
Basic Mesh Inserts, Cortical 
Stack, Cyberbrain, Electrical 
Sense, Enhanced Vision, Lidar, 
Magnetic System, Mental Speed, 
Mnemonic Augmentation, Na-
noscopic Vision, Radar, Swarm 
Composition, T-Ray Emitter Q

Gear: Automech, Backup Insur-
ance (1 month), EMP Grenade, 
Exploit Software, Fake Ego 
ID, Guardian Bot, Guardians 
Nanoswarm, Saboteur  
Nanoswarm, Servitor Bot, 
Sniffer Software, Spoof 
Software, Tactical Network 
Software, Tracking Software Q

Background: Re-instantiated
Faction: Criminal
Morph: Swarmanoid
Motivations: +Fame +Subverting Technology +Thrill-Seeking

“You call this secure? Maybe it would keep me out if I was a particularly slow child.”

There's never been a system you 
couldn't crack, given time. That's what 
got you put away the first time, but now 
that you have a second chance you'll 
never get caught again. You take pride 
at circumventing firewalls and mesh 
defenses—nothing surpasses the thrill 
of digital trespassing and accessing 
secrets. Such intrusions are illegal, 

of course, but you've never let moral-
ity get in your way. In fact, you make a 
good living selling your talents to crimi-
nal groups like the triads and ID Crew. 
You've never been a joiner, though—
you remain strictly freelance. In fact, 
you'll sell your services to almost 
anyone—it's the thrill of the hack that 
really counts. Q

CRIMINAL HACKER



APTITUDES

SKILLS

STATS

COG COO INT REF SAV SOM WIL
Base 15 15 15 20 15 15 15

Morph Bonus 5 5 5
Total 15 20 20 20 15 20 15

MOX TT LUC IR WT DUR DR INIT SPD
5 6 30 60 8 40 80 7 1

APT BASE
MORPH 
BONUS TOTAL

Academics: Accounting COG 35 55
Academics: Astrophysics COG 45 45

Academics: Psychology COG 40 40
Blades SOM 45 5 50

Deception SAV 50 50
Fray REF 50 50

Free Fall REF 30 30
Gunnery INT 40 5 45

Hardware: Aerospace COG 50 50
Infiltration COO 40 5 45

Infosec COG 35 35
Interests: Black Markets COG 55 55

Interests: Criminal Groups COG 35 35
Interests: Inner System Law COG 55 55

Kinesics SAV 40 40
Kinetic Weapons COO 50 5 55

Language: Native Korean INT 85 5 90
Language: English INT 45 5 50

Language: Cantonese INT 40 5 45
Navigation INT 30 5 35

Networking: Autonomists SAV 55 55
Networking: Criminal SAV 55 55

Networking: Hypercorps SAV 35 35
Palming COO 35 5 40

Perception INT 45 5 50
Persuasion SAV 60 60

Pilot: Aircraft REF 45 45
Pilot: Groundcraft REF 50 50
Pilot: Spacecraft REF 60 60

Profession: Appraisal COG 45 45
Profession: Customs Procedures COG 50 50

Profession: Smuggling Tricks COG 60 60

TRAITS
Ego: Danger Sense, Edited Memo-

ries, Neural Damage (Repetitive 
Behavior), On the Run (Jovians) Q

REP
@-rep: 50
c-rep: 30
g-rep: 70
i-rep: 50

EQUIPMENT
Armor: Light Combat Armor [14/12] Q
Primary Weapon: SMG Firearm  

(100 rounds regular ammo) Q
Starting Credit: 1,400 Q

Enhancements: 360-degree Vision, 
Access Jacks, Anti-Glare, Basic 
Mesh Inserts, Chameleon Skin, 
Cortical Stack, Cyberbrain, En-
hanced Vision, Grip Pads, Hidden 
Compartment, Lidar, Light Combat 
Armor, Mnemonic Augmentation, 
Mobility System: Snake (4/16; 8/32 
rolling), Radar, T-Ray Emitter Q

Gear: Backup Insurance (1 month), 
Dazzler, Fake Ego ID, Guardian Bot, 
Miniature Radio Farcaster, Phlo (1 
dose), Portable Plane, Radio Boost-
er, Repair Spray, Slip (1 application), 
Smart Clothing, Utilitool, Vibroblade, 
White Noise Machine Q

Background: Re-instantiated
Faction: Extropian
Morph: Slitheroid
Motivations: +Libertarianism +Subverting Authority +Wealth 

“Sorry about that, but I gotta look out for numero uno. You understand.”

Despite the failures of statist capi-
talism, you’re a die-hard believer in 
free markets—and when markets 
aren’t free, you have no qualms 
about undermining them. 
 You make a living supplying the 
inner system and Jovian black mar-
kets, whether that means running 
blockades, smuggling contraband, 

or pirating nanofab blueprints. In 
an age of automated machines, 
you’re a damn good pilot, and you 
can talk or shoot your way out of 
messy situations. Whereas many 
people look down on synthmorphs, 
you embrace the post-biological life 
and its freedom from chemical and 
biological dependencies.Q

EXTROPIAN SMUGGLER



APTITUDES

SKILLS

STATS

COG COO INT REF SAV SOM WIL
Base 15 15 20 15 15 15 10

Morph Bonus 5
Total 15 15 20 15 20 15 10

MOX TT LUC IR WT DUR DR INIT SPD
4 4 20 40 6 30 45 7 1

APT BASE
MORPH 
BONUS TOTAL

Academics: Economics COG 60 60
Academics: Sociology COG 55 55

Beam Weapons COO 40 40
Climbing SOM 35 5 40

Deception SAV 60 5 65
Fray REF 45 45

Freerunning SOM 35 35
Infiltration COO 40 40

Infosec COG 40 40
Interests: Black Markets COG 60 60

Interests: Inner System Law COG 50 50
Interests: Smuggling COG 55 55

Interfacing COG 35 35
Kinesics SAV 60 5 65

Language: Native Portugese INT 85 85
Language: English INT 45 45

Networking: Autonomists SAV 45 5 50
Networking: Criminal SAV 60 5 65

Networking: Hypercorps SAV 60 5 65
Networking: Media SAV 45 5 50

Perception INT 50 50
Persuasion SAV 60 5 65

Pilot: Groundcraft REF 25 25
Profession: Appraisal COG 60 60

Profession: Con Schemes COG 55 55
Profession: Info Brokerage COG 50 50

Protocol SAV 55 5 60
Scrounging INT 40 40

Spray Weapons COO 35 35
Unarmed Combat SOM 55 55TRAITS

Ego: Enemy (Rival Criminal) Q

REP
@-rep: 20
c-rep: 70
e-rep: 20
f-rep: 30
g-rep: 50
i-rep: 10

EQUIPMENT
Armor: Bioweave (Light) + Armor 

Vest [8/9] Q
Primary Weapon: Laser Pulser Q

Starting Credit: 2,650 Q
Implants: Basic Biomods, Basic 

Mesh Inserts, Bioweave (Light), 
Cortical Stack, Eelware, Endo-
crine Control, Enhanced Vision, 
Medichines, Nanophages Q

Gear: Backup Insurance  
(1 month), Cleaner Nano-
swarm, Fake Ego ID, Guard-
ian Bot, Muse, Nanobandage, 
Nanodetector, Overload  
Grenade, Servitor Bot, Shred-
der (100 shots),  
Vacsuit (Standard),  
Tactical Network Software Q

Background: Fall Evacuee
Faction: Hypercorp
Morph: Splicer
Motivations: +Personal Career +Technoprogressivism +Wealth

“I may have that, but it’s very hard to acquire. How much is it worth to you?”

The inner system is a nice place 
to live, but it has its share of 
inequalities. Someone has to pro-
vide the goods and services that 
the poor and clanking masses 
need, and you’re more than will-
ing to meet their needs—and 
make some profit of your own 
while you’re at it. You work as 
an exchange point between 

the hackers, smugglers, and 
criminal cartels on one side and 
everyone who needs or craves 
the restricted and illegal on the 
other. You keep a step ahead of 
the law, providing what you see 
as an essential role in society 
despite the official rules and 
restrictions that enhance your 
profit margins. Q

HYPERCORP BLACK MARKETEER



APTITUDES

SKILLS

STATS

COG COO INT REF SAV SOM WIL
Base 15 15 15 15 15 15 15

Morph Bonus
Total 15 15 15 15 15 15 15

MOX TT LUC IR WT DUR DR INIT SPD
3 6 30 60 6 30 45 6 1 (2)

APT BASE
MORPH 
BONUS TOTAL

Academics: Cryptography COG 60 60
Academics: Linguistics COG 60 60

Blades SOM 45 45
Climbing SOM 55 55

Clubs SOM 45 45
Deception SAV 60 60

Demolitions COG 45 45
Disguise INT 45 45

Fray REF 45 45
Free Fall REF 45 45

Freerunning SOM 45 45
Impersonation SAV 45 45

Infiltration COO 60 60
Infosec COG 60 60

Interests: Autonomist Groups COG 55 55
Interests: Criminal Groups COG 55 55

Interests: Hypercorp Politics COG 55 55
Kinesics SAV 45 45

Language: Native Spanish INT 85 85
Language: English INT 50 50

Networking: Criminals SAV 40 40
Networking: Ecologists SAV 45 45

Networking: Hypercorps SAV 45 45
Palming COO 45 45

Perception INT 55 55
Profession: Security Systems COG 55 55
Profession: Smuggling Tricks COG 45 45

Profession: Spycraft COG 55 55
Spray Weapons COO 25 25

Unarmed Combat SOM 55 55

TRAITS
Ego: Modified Behavior (Blood-

thirsty, boosted), Morphing 
Disorder (Level 1) Q

Morph: Genetic Defect  
(Heart Disease),  
Unattractive (Level 1) Q

REP
c-rep: 50
e-rep: 30
g-rep: 20

EQUIPMENT
Armor: Body Armor  

(with Thermal Dampening) 
+Second Skin [14/16] Q

Primary Weapon: Heavy Pistol 
Railgun (100 AP rounds) Q

Starting Credit: 700 Q
Implants: Neurachem (Level 1), Q
Gear: Backup Insurance  

(1 month), Fake Ego IDs (2),  
Frag Grenades (10), Invisibility 
Cloak, Liquid Thermite, Minia-
ture Radio Farcaster,  
MRDR (1 dose), Oxytocin-A (1 
dose), Radio Booster, Portable 
QE Communicator with Low-
Capacity Qubit Reservoir,  
Speck Bots (3), Specs, Tactical 
Network Software, Wasp 
Knife, White Noise Machine Q

Background: Original Space Colonist
Faction: Jovian
Morph: Flat
Motivations: –Anarchism +Bioconservativism –Technoprogressivism

“Not so immortal now, are we, frankenfreak scum!”

You’re a dedicated soldier to the 
bioconservative cause, convinced 
that unrestricted technology is 
driving the human race to extinc-
tion. The Jovian Republic has 
trained you and modified you to 
serve their interests, whether that 
means infiltrating a hypercorp 
to steal its secrets or sabotag-
ing an autonomist habitat. As a 
skilled professional in service to 

the republic, you have no qualms 
about using technologies that 
you otherwise want restricted or 
banned, and you appreciate the 
irony of using the tools of transhu-
man monsters against them. You 
prefer flats, and you consider it a 
point of pride that you sleeve into 
a non-genetically modified body 
with no cortical stack and still kick 
transhuman ass.�Q

JOVIAN SPY



APTITUDES

SKILLS

STATS

COG COO INT REF SAV SOM WIL
Base 15 20 15 10 10 15 20

Morph Bonus 5 5 5 10
Total 20 20 20 10 15 15 30

MOX TT LUC IR WT DUR DR INIT SPD
1 8 (12) 40 (60) 80 (120) 7 35 53 5 (7) 1 (2)

APT BASE
MORPH 
BONUS TOTAL

Academics: Neurology COG 55 5 60
Academics: Psychology COG 60 5 65

Art: Dance INT 45 5 50
Art: Painting INT 45 5 50

Beam Weapons COO 60 60
Clubs SOM 45 45

Control WIL 50 10 60
Fray REF 50 50

Freerunning SOM 55 55
Infiltration COO 50 50

Infosec COG 45 5 50
Interests: Conspiracies COG 55 5 60

Interests: Hypercorp Projects COG 55 5 60
Interests: TITANs COG 60 5 65

Intimidation SAV 20 5 25
Investigation INT 50 5 55

Kinesics SAV 40 5 45
Language: Native English INT 85 5 90

Language: Japanese INT 85 5 90
Language: Hindi INT 25 5 30

Networking: Criminal SAV 30 5 35
Networking: Ecologists SAV 40 5 45

Networking: Hypercorps SAV 50 5 55
Perception INT 40 5 45

Profession: Ego Hunting COG 55 5 60
Profession: Inner System Law COG 45 5 50

Profession: Police Procedures COG 55 5 60
Psi Assault WIL 40 10 50

Research COG 55 5 60
Sense INT 55 5 60

Unarmed Combat SOM 55 55

TRAITS
Ego: Mental Disorder (Borderline 

Personality), Mental Disorder 
(Obsessive-Compulsive),  
Mental Disorder (PTSD),  
Psi (Level 2), Social Stigma 
(Lost) Q

SLEIGHTS
Psi-Chi: Downtime, Emotional 

Control, High Pain Threshold, 
Instinct, Unconscious Lead Q

Psi-Gamma: Deep Scan,  
Ego Sense, Psychic Stab,  
Scramble, Subliminal Q

REP
c-rep: 30
e-rep: 10
g-rep: 10

EQUIPMENT
Armor: Body Armor (Light) [10/10] Q
Primary Weapon: Agonizer Q
Starting Credit: 2,700 Q
Implants: Adrenal Boost, 

Basic Biomods, Basic Mesh 
Inserts, Cortical Stack, Eidetic 
Memory, Emotional Dampers, 
Enhanced Hearing, Enhanced 
Smell, Enhanced Vision,  
Medichines, Oracles Q

Gear: Backup Insurance  
(1 month), Disabler, Facial/
Image Recognition Software, 
Fake Ego ID, Muse, Shock Ba-
ton, Sniffer Software, Tactical 
Network Software, Taggant 
Nanoswarm, Track Software, 
Tracker Dye (1 dose), Twitch 
(1 dose) Q

Background: Lost
Faction: Lunar
Morph: Futura
Motivations: +Personal Development +Self-Protection +Vengeance

“Hello, doctor, you’re a hard man to find.  
I have some questions about some children that I’d like to ask you.”

You survived your accelerated 
growth experience as a member 
of the Lost generation, the col-
lapse of the project, and the scan-
dal and witchhunts that followed. 
You’ve immersed yourself in a 
new life and identity. Now you put 
your particular skills and talents to 
use tracking people as a bounty 
hunter—a daunting task consider-
ing that your targets can change 
not only their faces but their bodies 

and sometimes even their memo-
ries and mannerisms. All the while 
you viciously hide your own history 
and out-maneuver those who want 
to track your kind down. You are 
not content to be a victim or a mer-
cenary for others, however. Slowly 
but surely you are amassing infor-
mation on those responsible for 
the Lost project—for what they 
did to you—and some day you will 
make them pay. Q

LUNAR EGO HUNTER



APTITUDES

SKILLS

STATS

COG COO INT REF SAV SOM WIL
Base 20 10 15 15 20 5 20

Morph Bonus
Total 20 10 15 15 20 5 20

MOX TT LUC IR WT DUR DR INIT SPD
4 8 40 80 — — — 6 1 (3)

APT BASE
MORPH 
BONUS TOTAL

Academics: Anthropology COG 60 60
Academics: Computer Science COG 60 60

Academics: Physics COG 50 50
Art: Digital Art INT 50 50

Deception SAV 40 40
Fray REF 35 35

Free Fall REF 30 30
Gunnery INT 50 50

Impersonation SAV 45 45
Infiltration COO 50 50

Infosec COG 60 60
Interests: Crime Groups COG 60 60

Interests: Cultural Trends COG 45 45
Interfacing COG 50 50

Investigation INT 60 60
Kinesics SAV 50 50

Language: Native English INT 90 90
Networking: Criminals SAV 50 50

Networking: Firewall SAV 40 40
Networking: Hypercorps SAV 40 40

Perception INT 45 45
Pilot: Aircraft REF 55 55

Pilot: Anthroform REF 55 55
Pilot: Groundcraft REF 30 30

Profession: Forensics COG 60 60
Profession: Police Procedures COG 50 50

Profession: Security Systems COG 45 45
Programming COG 60 60

Research COG 60 60

TRAITS
Ego: Real World Naiveté, Social 

Stigma (AGI) Q

REP
c-rep: 20
g-rep: 10
i-rep: 20

EQUIPMENT
Armor: None [0/0] Q
Primary Weapon: None Q
Starting Credit: 250 Q

Gear: AR Illusions Software, 
Backup Insurance (1 month), 
Covert Ops Tool, Creepy, 
Exploit Software, Facial/Im-
age Recognition Software, 
Gnat Bots (2), Guardian Bot, 
Holographic Projector, Juice 
Narcoalgorithm, Saucer Bot, 
Scout Nanoswarm, Servitor 
Bot, Smart Dust, Sniffer Soft-
ware, Speck Bots (3), Spoof 
Software, Tactical Network 
Software, Tracking Software, 
XP Clips (5) Q

Background: Infolife
Faction: Mercurial
Morph: Infomorph
Motivations: +AGI Rights +Personal Development +Sousveillance 

“Oh this is great, I think I found it! What is a ‘red light district?’ Oh, I see.”

You are a digital life form, coded 
to be “friendly” and molded with 
transhuman mindsets and world 
views. You resent the backlash 
against AGIs and criticize resur-
gent human tendencies towards 
technophobia and xenophobia as 
harmful to the emerging transhu-
man society. You immerse your-
self fully in transhuman culture 
and the data it produces, bath-
ing in its richness. You excel at 

sifting, sorting, and correlating 
this data, in fact, selling your ser-
vices as a mesh-based investiga-
tor. For most of your inquiries, a 
physical form isn’t necessary, as 
you acquire data on the physi-
cal world through sensors. When 
physical interaction is called 
for, however, you can operate 
or jam a bot or catch a ride in a 
ghostrider module or, as a last 
resort, in a meat puppet.�Q

MERCURIAL INVESTIGATOR



APTITUDES

SKILLS

STATS

COG COO INT REF SAV SOM WIL
Base 10 20 15 15 10 20 15

Morph Bonus 5 5 5
Total 15 25 20 15 10 20 15

MOX TT LUC IR WT DUR DR INIT SPD
5 6 30 60 6 30 45 6 (7) 1

APT BASE
MORPH 
BONUS TOTAL

Academics: Engineering COG 50 5 55
Academics: Materials Science COG 50 5 55

Academics: Physics COG 50 5 55
Art: Ink Painting INT 45 5 50

Climbing SOM 30 30
Demolitions COG 40 5 45

Exotic Ranged: Ink Attack COO 35 5 40
Free Fall REF 45 45

Hardware: Electronics COG 40 5 45
Hardware: Industrial COG 40 5 45

Infiltration COO 50 5 55
Interests: Post-Fall Earth COG 40 5 45

Interests: Ruined Habitats COG 55 5 60
Interests: Spaceship Models COG 40 5 45

Interfacing COG 30 5 35
Investigation INT 35 5 40

Kinetic Weapons COO 50 5 55
Language: Native Japanese INT 80 5 85

Networking: Autonomists SAV 30 30
Networking: Criminal SAV 40 40

Networking: Ecologists SAV 40 40
Networking: Firewall SAV 30 30

Networking: Hypercorps SAV 30 30
Palming COO 40 5 45

Perception INT 45 5 50
Pilot: Aircraft REF 35 35

Pilot: Spacecraft REF 45 45
Profession: Appraisal COG 40 5 45

Profession: Salvage Ops COG 60 5 65
Scrounging INT 60 5 65

Swimming SOM 50 50
Unarmed Combat SOM 50 50

TRAITS
Ego: Ambidextrous (x 2) Q
Morph: Limber (Level 2) Q

REP
@-rep: 30
c-rep: 20
e-rep: 40
g-rep: 40
i-rep: 20

EQUIPMENT
Armor: Crash Suit [3/4 or 4/6] with 

Chameleon Coating Q
Primary Weapon: Kinetic Pistol 

(100 rounds standard ammo) Q
Starting Credit: 400 Q

Implants: Basic Biomods, Basic 
Mesh Inserts, Chameleon 
Skin, Cortical Stack, Direction 
Sense, Echolocation, Electrical 
Sense, Enhanced Vision, Grip 
Pads, Medichines, Oracles, 
Radiation Sense Q

Gear: Backup Insurance  
(1 month), Breadcrumb Posi-
tioning System, Disassembly 
Tools, Mobile Lab, Muse, Nano-
detector, Radio Booster, Shel-
ter dome, Specimen Container, 
Superthermite Charge, Tactical 
Network Software, Vacsuit 
(Standard), X-Ray Emitter Q

Advantages: 8 Arms, Beak Attack 
(1d10 DV, use Unarmed Combat 
skill), Ink Attack (blinding), 
360-degree Vision Q

Background: Uplift (Octopus)
Faction: Mercurial
Morph: Octomorph
Motivations: +Exploration +Reclaiming Earth +Uplift Rights

“Maybe it’s the kind of trap that would catch a knuckle-dragging monkey,  
but my superior physiology was able to easily squeeze out of it.”

You may be an “uplift,” but you find 
it hard not to feel sorry for these 
modified monkeys around you who 
have to get by with half as many 
limbs, gaping sensory blind spots, 
and brittle bones that are con-
stantly breaking. Any favors they 
did by uplifting octopus-kind were 
rendered moot when they suc-
ceeded in despoiling and abandon-
ing the home planet you all shared. 
Nevertheless, you find all the ruins 

and derelict habitats left behind by 
transhumanity to be fascinating to 
explore, so you spend much of your 
time combing through spacecraft 
hulls and shattered stations, look-
ing for curiosities and lost trea-
sures. Such activities tend to take 
you close to Earth as well, where 
you support the efforts of those who 
hope to take the planet back. Your 
ultimate dream is to someday swim 
in the oceans of your ancestors. Q

MERCURIAL SCAVENGER



APTITUDES

SKILLS

STATS

COG COO INT REF SAV SOM WIL
Base 10 20 15 20 10 20 10

Morph Bonus 5 5 5 10 5
Total 10 25 20 25 10 30 15

MOX TT LUC IR WT DUR DR INIT SPD
5 4 (6) 20 (30) 40 (60) 10 50 75 7 (9) 1 (2)

APT BASE
MORPH 
BONUS TOTAL

Academics: Linguistics COG 50 50
Art: Dance INT 55 5 60

Beam Weapons COO 40 5 45
Blades SOM 60 10 70

Climbing SOM 40 10 50
Clubs SOM 50 10 60

Fray REF 70 5 75
Free Fall REF 60 5 65

Hardware: Armorer COG 40 40
Infiltration COO 50 5 55

Interests: Drug Dealers COG 50 50
Interests: Gambling COG 40 40

Interests: Scum Gangs COG 50 50
Interests: Triad Politics COG 50 50

Intimidation SAV 60 60
Kinesics SAV 40 40

Kinetic Weapons COO 60 5 65
Language: Native Spanish INT 80 5 85

Language: Cantonese INT 55 5 60
Networking: Autonomists SAV 50 50

Networking: Criminals SAV 50 50
Perception INT 45 5 50
Persuasion SAV 20 20

Profession: Bodyguarding COG 40 40
Profession: Protection Rackets COG 50 50

Profession: Security Ops COG 50 50
Scrounging INT 25 5 30

Unarmed Combat SOM 60 10 70

TRAITS
Ego: Minor Addiction (Alcohol) Q

REP
@-rep: 60
c-rep: 40

EQUIPMENT
Armor: Bioweave Armor (Light) 

+ Body Armor (Heavy) with 
Offensive Armor and Shock 
Proof mods [15/16] Q

Primary Weapon: Kinetic Pistol 
(100 rounds regular ammo) Q

Starting Credit: 1,000 Q

Implants: Basic Biomods, Basic 
Mesh Inserts, Bioweave 
Armor (Light), Cortical Stack, 
Cyberclaws, Enhanced Vision, 
Medichines, Neurachem 
(Level 1), Toxin Filters Q

Gear: Backup Insurance  
(1 month), Cuffband, Kick  
(2 doses), Kinetic SMG (100 
rounds regular ammo),  
Monofilament Sword, Muse, 
Nanobandages (5), Shock 
Gloves, Tactical Network 
Software, Wasp Knife Q

Background: Scumborn
Faction: Scum
Morph: Fury
Motivations: +Adventure +Hedonism +Morphological Freedom

“Oi! Pretty boy! If that’s the best punch you can throw,  
then you’re never gonna get to see the rest of my mods!”

Those jokers  in  the  inner 
system just don’t get it—the 
future is about taking life by the 
enhanced reproductive organs 
and squeezing every juicy drop 
out. You live the life you want to 
live, doing whatever you like to 
your bodies and mind, and you 
plan to enjoy the hell out of it 
until maybe you get to watch 

the universe end. Right now, 
you get your kicks with action, 
e i ther  the v io lent  or  k inky 
k ind—somet imes both .  You 
thrive as a tough chick who will 
smack the hell out of anyone 
who threatens your friends or 
clients during the day, but the 
real fun is taking home a differ-
ent partner every night. Q

SCUM ENFORCER



APTITUDES

SKILLS

STATS

COG COO INT REF SAV SOM WIL
Base 15 10 15 10 20 15 20

Morph Bonus 5 5 5
Total 15 15 20 10 25 15 20

MOX TT LUC IR WT DUR DR INIT SPD
4 8 40 80 6 30 45 5 (7) 1

APT BASE
MORPH 
BONUS TOTAL

Academics: Anthropology COG 55 55
Animal Handling SAV 45 5 50

Art: Dancing INT 60 5 65
Art: Erotic Entertainment INT 70 5 75

Art: Singing INT 60 5 65
Beam Weapons COO 35 5 40

Deception SAV 50 5 55
Disguise INT 45 5 50

Fray REF 40 40
Impersonation SAV 40 5 45

Infiltration COO 40 40
Infosec COG 35 5 40

Interests: Art History COG 60 60
Interests: Celebrity Gossip COG 55 55

Interests: Social Cliques COG 65 65
Kinesics SAV 60 5 65

Language: Native French INT 85 85
Language: Mandarin INT 45 50
Language: Japanese INT 45 50

Networking: Autonomists SAV 45 5 50
Networking: Firewall SAV 30 5 35

Networking: Hypercorps SAV 50 5 55
Networking: Media SAV 60 5 65

Palming COO 30 5 35
Perception INT 35 5 40
Persuasion SAV 60 5 65

Profession: Escorting COG 55 55
Protocol SAV 60 5 65

Unarmed Combat SOM 60 60

TRAITS
Ego: First Impression,  

Second Skin Q
Morph: Social Stigma (Pod) Q

REP
c-rep: 30
f-rep: 40
g-rep: 20
i-rep: 10

EQUIPMENT
Armor: Second Skin [1/3] Q
Primary Weapon: Claws Q

Starting Credit: 8,500 Q
Implants: Basic Biomods, Basic 

Mesh Inserts, Claws, Clean 
Metabolism, Cortical Stack, 
Cyberbrain, Enhanced Hearing, 
Enhanced Pheromones,  
Implanted Nanotoxins (Necro-
sis), Mnemonic Augmentation, 
Sex Switch, Skinflex Q

Gear: Backup Insurance  
(1 month), Hither (1 dose), 
Muse, Orbital Hash (2 doses), 
Servitor Bot, Smart Clothing, 
Smart Rats (2), XP Clips (5) Q

Background: Hyperelite
Faction: Socialite
Morph: Pleasure Pod
Motivations: +Hedonism +Hypercapitalism +Personal Career

“I’m just here to make sure you have the night of your life!”

You are immersed in the social 
cliques and glitterati lifestyle of 
the inner system elites. You spe-
cialize in being the ideal com-
panion, offering witty banter and 
entertainment and providing for all 
your client’s wishes and desires. 
You are more than just a pretty 
face and good time, however, 
and are capable of offering your 

client discreet protection from 
plotting rivals thanks to some 
judicious bodyguard training and 
non-standard modifications. Given 
the constantly shifting allegiances 
and manipulations of the bored 
and undying rich, you have even 
on occasion used your skills to get 
close to a client in order to elimi-
nate them for a rival. Q

SOCIALITE ESCORT



APTITUDES

SKILLS

STATS

COG COO INT REF SAV SOM WIL
Base 15 15 20 15 15 20 10

Morph Bonus 5 5 10 5
Total 15 20 20 20 15 30 15

MOX TT LUC IR WT DUR DR INIT SPD
4 4 (6) 20 (30) 40 (60) 8 40 60 7 (8) 1

APT BASE
MORPH 
BONUS TOTAL

Academics: Astrosociology COG 60 60
Academics: Astrozoology COG 55 55

Academics: Botany COG 45 45
Academics: Xenolinguistics COG 60 60

Climbing SOM 45 10 55
Fray REF 50 5 55

Free Fall REF 40 5 45
Freerunning SOM 60 10 70

Hardware: Groundcraft COG 45 45
Infiltration COO 50 5 55

Interests: Gatecrashing COG 60 60
Interests: Sci-Fi Aliens COG 45 45

Investigation INT 35 35
Kinesics SAV 30 30

Kinetic Weapons COO 45 5 50
Language: Native Swedish INT 85 85

Language: English INT 40 40
Medicine: Paramedic COG 40 40

Navigation INT 60 60
Networking: Autonomists SAV 55 55

Networking: Firewall SAV 45 45
Networking: Scientists SAV 55 55

Perception INT 60 60
Pilot: Groundcraft REF 45 5 50
Pilot: Spacecraft REF 35 5 40

Profession: First Contact COG 60 60
Profession: Surveying COG 45 45

Profession: Smuggling Tricks COG 60 60
Protocol SAV 50 50

Scrounging INT 60 60 TRAITS
None Q

REP
@-rep: 50
i-rep: 20
r-rep: 30

EQUIPMENT
Armor: Vacsuit (Standard Smart-

fabric with Immunogenic 
System) [7/7] Q

Primary Weapon: Kinetic Assault 
Rifle (100 rounds regular ammo) Q

Starting Credit: 4,150 Q

Implants: Adrenal Boost, Basic 
Biomods, Basic Mesh Inserts, 
Cortical Stack, Direction 
Sense, Enhanced Vision, 
Medichines, Oxygen Reserve, 
Temperature Tolerance Q

Gear: Backup Insurance (1 month), 
Breadcrumb Positioning  
System, Diamond Ax, Electrogra-
vitics Net, Electronic Rope, Knife, 
Portable Lidar/Radar Sensor 
System, Radio Booster, Saucer 
Bot, Shelter Dome, Specimen 
Container, Spindle with Spindle 
Climber, Tactical Network Soft-
ware, Traction Pads, Utilitool Q

Background: Drifter
Faction: Titanian
Morph: Olympian
Motivations: +Alien Contact +Exploration +Nano-Ecology

“I just finished my analysis of the xenolife amino acids and it’s nothing close  
to what the Boyle-Cross hypothesis suggested it should be.”

The gates have opened a new 
frontier to transhumanity and you 
are ready to step through and 
face the challenges such oppor-
tunities bring. You are a profes-
sional gatecrasher, eager to expe-
rience new worlds first-hand, 
despite the dangers—or even 
because of them. Unlike those 
who feel that new planets should 

 be protected and preserved, you 
support colonizing and expanding 
transhumanity’s presence while 
maintaining a minimal impact on 
alien ecosystems. You are also 
trained in First Contact scenarios 
and are hopeful of finding new 
intelligent life—hopefully with-
out sparking some kind of deadly 
interstellar incident. Q

TITANIAN EXPLORER



APTITUDES

SKILLS

STATS

COG COO INT REF SAV SOM WIL
Base 10 20 15 20 10 15 15

Morph Bonus 10 5 5 5 10
Total 20 25 15 25 15 25 15

MOX TT LUC IR WT DUR DR INIT SPD
3 6 30 60 8 40 60 7 (8) 1 (2)

APT BASE
MORPH 
BONUS TOTAL

Academics: Military Science COG 60 10 70
Academics: Philosophy COG 60 10 70

Beam Weapons COO 60 5 65
Climbing SOM 35 10 45

Clubs SOM 50 10 60
Fray REF 65 5 70

Free Fall REF 50 5 55
Freerunning SOM 45 10 55

Gunnery INT 45 45
Hardware: Armorer COG 50 60

Infiltration COO 50 5 55
Interests: Literature COG 50 10 60

Interests: Military History COG 55 10 65
Intimidation SAV 35 5 40

Kinetic Weapons COO 60 5 65
Language: Native Turkish INT 80 80

Language: English INT 60 60
Language: German INT 45 45

Medicine: Paramedic COG 40 10 50
Networking: Hypercorps SAV 50 5 55

Perception INT 50 50
Pilot: Groundcraft REF 30 5 35

Profession: Military Ops COG 55 10 65
Profession: Security Ops COG 50 10 60

Profession: Squad Logistics COG 55 10 65
Seeker Weapons COO 60 5 65

Spray Weapons COO 35 5 40
Scrounging INT 25 5 30

Throwing Weapons COO 40 5 45
Unarmed Combat SOM 60 10 70

TRAITS
Ego: Brave Q
Morph: Uncanny Valley Q

REP
c-rep: 50

EQUIPMENT
Armor: Body Armor (Heavy) with 

Refractive Glazing [16/13] Q
Primary Weapon: Railgun SMG 

(100 rounds regular ammo, 100 
rounds AP ammo) Q

Starting Credit: 4,450 Q

Implants: Basic Biomods, Basic 
Mesh Inserts, Circadian  
Regulation, Clean Metabolism, 
Cortical Stack, Eidetic  
Memory, Enhanced Respiration, 
Enhanced Vision, Hand Laser, 
Medichines, Neurachem (Level 1), 
Temperature Tolerance, Toxin 
Filters, T-Ray Emitter Q

Gear: Backup Insurance  
(1 month), HE Grenades (10), 
Muse, Particle Beam Bolter, 
Tactical Network Software, 
Vibroblade Q

Background: Lunar Colonist
Faction: Ultimate
Morph: Remade
Motivations: +Immortality +Individualism +Personal Development

“Your beliefs blind you to your true potential.”

You are a warrior-philosopher, 
embracing an ascetic lifestyle for 
your own personal growth. You 
decry the hedonism and greed of 
the inner system and the collec-
tivism and anarchy of the autono-
mists, but you’re more than will-
ing to take their pay so that they 
may kill each other. You follow 
your own path, however, and 
when you cease to learn from an 
experience or increase your own 
personal capabilities you will 

move on to the next. You mostly 
find employment in the inner 
system, where various social 
cliques and hypercorps favor 
ultimates like yourself, knowing 
they are less likely to be tempted 
or subverted by rivals. In the 
end it doesn’t matter who pays 
the credit; you’ll take from them, 
learn from them, and be here long 
after they’ve destroyed them-
selves with their petty intrigues 
and flawed ideologies. Q

ULTIMATE MERC



APTITUDES

SKILLS

STATS

COG COO INT REF SAV SOM WIL
Base 15 15 15 10 20 15 15

Morph Bonus 5 10 5
Total 15 20 15 10 30 15 20

MOX TT LUC IR WT DUR DR INIT SPD
5 6 (8) 30 (40) 60 (80) 7 35 53 5 1

APT BASE
MORPH 
BONUS TOTAL

Academics: Memetics COG 70 70
Academics: Psychology COG 60 60

Academics: Sociology COG 60 60
Art: Rhetoric INT 55 55
Art: Speech INT 60 60

Deception SAV 60 10 70
Fray REF 25 25

Interests: Cultural Memes COG 60 60
Interests: Hypercorps COG 50 50

Interests: Inner System Politics COG 60 60
Intimidation SAV 50 10 60

Investigation INT 55 55
Kinesics SAV 70 10 80

Language: Native Arabic INT 85 85
Networking: Firewall SAV 50 10 60

Networking: Hypercorps SAV 50 10 60
Networking: Media SAV 60 10 70

Perception INT 45 45
Persuasion SAV 50 10 60

Pilot: Aircraft REF 20 20
Pilot: Groundcraft REF 20 20

Profession: Culture Jamming COG 50 50
Profession: Media Ops COG 60 60

Profession: Spin Control COG 55 55
Protocol SAV 60 10 70

Psychosurgery COG 45 45
Research COG 45 45

TRAITS
Ego: Common Sense Q
Morph: Striking Looks (Level 1) Q

REP
c-rep: 80
f-rep: 60
i-rep: 60

EQUIPMENT
Armor: Armor Clothing [3/4] Q
Primary Weapon: None Q
Starting Credit: 5,700 Q

Implants: Basic Biomods, 
Basic Mesh Inserts, Clean 
Metabolism, Cortical Stack, 
Endocrine Control, Enhanced 
Pheromones, Medichines, 
Mnemonic Augmentation, 
Nanophages Q

Gear: Backup Insurance  
(1 month), Facial/Image 
Recognition Software, 4 Gnat 
Bots, Muse, Servitor Bot, 
Specs, Tracking Software Q

Background: Re-instantiated
Faction: Venusian
Morph: Sylph
Motivations: +Fame +Personal Career +Venusian Sovereignty

“It’s time we discussed these rumors of Planetary Consortium interference in Morningstar’s affairs.”

You are known as a communica-
tor and deal-maker, but you are 
perhaps best described as a social 
engineer. In an age of mimetic 
skirmishes, you excel in shaping 
policy and public opinion. A night-
mare combination of marketing 
agent and political officer, you are 
adept at media relations, spin con-
trol, suppressing dangerous ideas, 
psychological warfare, ideological 
purity, and whipping a crowd into 

a frenzy. Your social manipulation 
skills work even better face-to-
face, where you can run rhetori-
cal circles around opponents and 
scan body language and microex-
pressions to spot the slightest hint 
of untruthfulness or deception. You 
excel at fostering dissension and 
fragmenting loyalties, ultimately 
getting others to do exactly what 
you want while convincing them 
it’s in their own best interests. Q

VENUSIAN NEGOTIATOR



The future setting of Eclipse Phase introduces a 
number of technological elements that have a strong 
impact on transhuman society. These include backups 
and uploading, resleeving, egocasting, forking, nano-
fabrication, reputation systems, space habitats, and 
space travel, among others.

BACKUPS AND UPLOADING
The transhuman mind is no longer a prisoner of the 
biological hardware on which it originates. Through 
various mechanisms, biological brains may be digitally 
emulated, allowing people to make a backup of their 
minds, including their entire personality, memories, 
and skills—a process known as uploading.

The primary use of backups is to ensure the person’s 
ego can be retrieved in case of death, in which case 
they may be resleeved (p. 270). For this reason, almost 
everyone in the solar system is equipped with a corti-
cal stack (p. 300). Backups may also be safely archived 
in secure storage (p. 269) or used to create infomorphs 
(p. 265). A person may also egocast themselves across 
the solar system as a form of travel (p. 275)).

CORTICAL STACK BACKUPS
Cortical stack implants deploy a network of nano-
bots throughout the brain that take a snapshot of 
the mind’s neural state, storing the data as a backup 
within the cortical stack. The average transhuman’s 
cortical stack backs up their ego 86,400 times per day. 
Only the most recent backup is kept within the stack; 
older ones are overwritten. Pods and synthmorphs 
also can be equipped with cortical stacks (though 
AI-piloted bots often lack this feature), though these 
versions maintain an updated copy of the ego running 
in the morph’s cyberbrain.

In the case of death, accidental or otherwise, a cor-
tical stack can be retrieved from a corpse and used 
to recover the character, either as an infomorph or 
by resleeving them in a new morph. Cortical stacks 
are diamond-hardened and protected, so they may 
be retrieved even if the corpse is badly mangled or 
damaged. If the corpse cannot be recovered or the 
cortical stack is destroyed, the backup is lost.

High rollers, well-equipped brinkers, and others 
in dangerous professions often opt for an emergency 
farcaster accessory (p. 306) that periodically (usually 
every 48 hours, but varying according to contract) 
transmits a backup from the cortical stack to a remote 
storage facility. This option is quite expensive, however, 
and so is generally only afforded by the wealthy.

RETRIEVING A CORTICAL STACK
Most cortical stacks are carefully excised from a 
corpse with surgery. In certain circumstances, however, 

a character may need to extract a cortical stack in 
the "eld, whether because transporting the corpse is 
impractical or because the dead person is an enemy 
and they either don’t want them knowing who killed 
them or they want to interrogate them with psycho-
surgery in a simulspace.

The process of cutting out a cortical stack is called 
“popping,” as a skilled extractor can usually get the 
smooth-shelled implant to pop right out by making 
an incision in the correct place and applying pressure. 
One does need to be careful that the tiny, blood-slick 
stack doesn’t slip away once popped.

Popping can be done with a sharp knife and elbow 
grease, though it is grisly. Popping a stack is a Task 
Action that requires a Medicine: [any appropriate 
"eld] Test with a timeframe of 1 minute and a modi-
"er of +20. Morphs with stacks in non-standard loca-
tions or with anatomical shielding (carapace plates, 
etc.) around the stack may incur penalties to this test 
at the gamemaster’s discretion. Of course, if you don’t 
have the time for a precise extraction, you can always 
just cut the entire head off and take it with you.

Once a cortical stack is retrieved, it may be loaded 
into an ego bridge (p. 328) and used to bring the ego 
back, either as an infomorph or by resleeving.

Living Subjects: Cortical stacks may be excised 
from living people, but the process is usually fatal (or 
at least paralyzing) as it involves cutting through the 
spinal column. If the target is not unconscious or oth-
erwise incapacitated, they must "rst be immobilized 
in melee combat (see Subdual, p. 204). Cutting out 
the stack is handled like a Medicine Task Action as 
above, but this process in#icts 3d10 + 10 damage on 
the target. If the test fails, they still in#ict 1d10 + 10 
damage to the target. If the person removing the stack 
wants to leave the target alive or harm them as little 
as possible, they suffer a –20 modi"er on the test, but 
may reduce the damage by 1d10 per 10 full points of 
MoS. Living through the process of having your stack 
removed is traumatic; anyone who does so suffers 
1d10 mental stress.

DESTROYING A CORTICAL STACK
Cortical stacks have an Armor of 20 and a Durability 
of 20 for anyone attempting to destroy them.

UPLOADING
Uploading a backup into secure storage is usually 
handled with a brain scan at the storage facil-
ity’s clinic using a bread box-sized unit called an ego 
bridge (p. 328). When activated, the ego bridge’s sensor 
array twists open like a morning glory blossom, reveal-
ing an enclosure with a neck rest that automatically 
adjusts itself to morphs with oddly sized or shaped 
heads. The neck rest deploys millions of specialized 
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from one morph to the other. As the process takes 
hours, however (or even longer if done via farcaster), 
the subject usually entertains themselves with some 
AR media, VR, or even XP to pass the time.

UPLOADING AFTER DEATH
It is possible to upload the mind of a person who 
has recently died as long as the nanobots have time 
to scan the brain before cell deterioration kicks in 
too heavily, which takes approximately 2 hours. It 
is possible to sustain a corpse for longer by placing 
it in a healing vat (p. 327) for nanostasis. Post-death 
uploads may suffer integrity damage; see Backup 
Complications, p. 270.

Cyberbrains may also be retrieved from a destroyed 
synthmorph and reactivated, assuming they are not 
damaged too heavily (gamemaster discretion).

DESTRUCTIVE UPLOADING
Though rare, some people engage in a process called 
destructive uploading, where the biological brain 
is literally sliced apart and scanned piece by piece. 
Considered abhorrent and wasteful by most transhu-
mans, “brainpeeling” is practiced by some bioconser-
vative factions who view it as the only “pure” method 
of uploading or the only real way to transfer the 

“soul.” Such people typically refuse to resleeve, living 
out the rest of their lives as infomorphs, quite often 
in dedicated simulspaces that are treated as a sort of 
virtual afterlife.

BACKUP INSURANCE
Almost everyone, with the exception of neo-primitiv-
ists and very young children, has a cortical stack. In the 
event of death, however, a cortical stack alone will not 
ensure resurrection unless you have acquired  backup 
insurance (p. 331) to cover the costs of your resleev-
ing. Going without backup insurance for any length of 
time is taking a severe risk. Some jurisdictions (such as 
the Titanian Commonwealth) have a practice of bring-
ing everyone back, even if only to an infomorph state, 
or at least "ling the most recent backup away in dead 
storage just in case someone decides to pay to resurrect 
them later. Other authorities will simply destroy the 
stack or, worse, sell it on the black market to a soul-
trading syndicate such as Nine Lives.

Backup insurance typically includes a subscrip-
tion to an uploading facility, usually requiring a visit 
every 6 months, to ensure that backup is held in safe 
storage in case of cortical stack loss. People with risky 
jobs (construction bot supervisor, hypercorp exo-
planet staff, girl who "ghts vicious giant eels for rich 
jaded audiences, etc.) may back up once a week or 
even daily. In the event of a veri"ed death where the 
cortical stack could not be retrieved, the most recent 
backup is used to resleeve the person.

At the basic level, backup insurance will bring the 
character back as an infomorph, at which point they 
can access their credit and purchase a new morph. 
More expensive versions will automatically resleeve 

nanobots into the brain and central nervous system. 
The petals are full of sensors that image the brain using 
a combination of MRI, sonogram, and positional infor-
mation broadcast by the nanobot swarm in the morph’s 
brain. The ego bridge then builds a digital copy of the 
person’s brain, which is stored away in the service’s 
highly secure, off-the-mesh, hardwired data vaults.

In the case of pods, the ego bridge scans the biologi-
cal brain bits and also accesses the cyberbrain to copy 
the parts of the ego residing there. For synthmorphs, 
who have no biological brain, the process is much 
simpler, as it only requires accessing and making a 
copy of their cyberbrain.

In a standard clinic with an undamaged morph, 
uploading takes only 10 minutes, 5 with a pod. In 
other situations, however, the process may take 
longer if the gamemaster so decides. Uploading from 
a synthmorph or extracted cortical stack is instanta-
neous. The ego bridge largely operates itself. While 
oversight by a medical specialist is a good idea, no 
test is necessary.

If an uploading character does not plan to return 
to their morph, it is usually put on ice until someone 
else resleeves into it. If a new resleeve is not ready 
and the uploading character doesn’t want to leave a 
potential copy of themselves behind, they can have 
the morph’s mind wiped by the nanobots as part of 
the uploading process.

UPLOADING-RESLEEVING CONTINUITY
In ideal circumstances, a person who is intentionally  
resleeving (p. 270) can arrange for the uploading and 
resleeving process to occur without any noticeable 
loss of continuity. Though the experience of switching 
from one morph to another is still a bit jarring, the 
transition itself can be made into a seamless process, 
with no gaps in awareness or memory, which helps 
reduce associated mental stress.

In this case, during the process of uploading, the 
ego bridge is also connected to another ego bridge 
and the new sleeve. This connection can even be made 
wirelessly or by farcaster link (with a maximum dis-
tance of 10,000 kilometers). 

As the mind is uploaded, the ego bridge builds a 
virtual brain by copying the morph’s brain bit by bit, 
using the data gained from the brain scan. At the same 
time, this data is slowly copied to the new sleeve as 
nanobots rewire the sleeve’s brain structure (a much 
slower process). As the transfer occurs, the nanobots 
in the brain sever individual neural connections and 
reroute them to their duplicates in the virtual brain, 
and then eventually to the new brain. Effectively, the 
character’s ego is running partially on the meat brain 
and partially on the virtual copy. By the time the 
nanobots sever the last of the neural connections in 
the old brain, the ego is running completely on the 
virtual brain and the new sleeve’s brain. Once the 
resleeving is completed, the virtual brain is shut down.

In terms of perceptions, the character, who is awake 
during this process, experiences a very gradual shift 
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from your muse, keep you on ice or quietly kill you, 
and then regularly “check in” on your behalf using 
the access codes so that the insurance provider 
never realizes you are dead or missing. Though this 
requires quite a bit of effort, it is often less dif!cult 
than dealing with an immortal opponent who keeps 
coming back no matter how often you kill them.

Other dangers also exist. An entire habitat may be 
destroyed, taking you, your backups, and your insur-
ance provider’s records with it. A resourceful enemy 
might penetrate a provider’s security and delete your 
backups or simply bribe the right people to make 
sure they get “accidentally” corrupted. Given these 
possibilities, the paranoid often make sure to get 
multiple redundant backup policies, assuming they 
can afford it.

BACKUP COMPLICATIONS
In most cases, backing up/uploading is risk free unless 
someone tampers with the equipment. If the character 
suffered brain or neurological damage, the backup is 
transferred via farcasting, or the upload is made from 
a dead character, then the backup may be damaged 
due to missing neural information. In any of these 
instances, make a LUC Test for the character. If the 
test fails, they suffer 1 point of mental stress per 10 
full points of MoF. Note that this stress (and pos-
sible) trauma applies to the backup, not the original 
character. If the backup is used to re-instantiate the 
character, however, then the stress is applied.

RESLEEVING
Resleeving (also called remorphing) is the process 
of giving a new body to an ego. Changing bodies 
is a normal part of life for hundreds of millions of 
transhumans, and it is an even more frequent occur-
rence for people in certain professions. Characters 
involved in specialized work may resleeve as often as 
once a month. Those who travel frequently may do so 
even more often. Also, given the number of infugees 

you in the pre-purchased morph of your choice. The 
exceedingly rich will often have customized clones 
(often of their original body) waiting on ice for them.

Backup insurance often involves a missing person 
clause, which states that a person will be brought 
back if they have not checked in for × amount of time 
(a calendar function automatically handled by your 
muse) and cannot be located.

It is worth noting that some criminal syndicates 
also offer backup insurance at a much reduced rate. 
The likelihood that copies of your backup are being 
used for illicit purposes, however, is quite high. For 
some people, however, what happens to a copy of 
themselves is of no concern.

BACKUP INSURANCE LIMITATIONS
Backup insurance is not always perfect. Though insur-
ance providers are required to make a reasonable 
effort to retrieve your cortical stack, for many hyper-
corps this is a simple cost-bene!t analysis that often 
will not work in the character’s favor. If you died in a 
dangerous area such as the Zone on Mars, in a remote 
area such as the Kuiper Belt, or are simply dif!cult 
to track down (pushed out an airlock somewhere), 
odds are against your cortical stack being retrieved—
instead you will be re-instanced from a backup.

Jurisdiction can also play an important role. The 
insurance offered by many inner system providers is 
automatically nulli!ed if you travel to an anarchist 
habitat, gatecrash, break the law, or engage in certain 
life-threatening activities like suicide sports or scaveng-
ing in TITAN-infected ruins. At the least, they will 
refuse to retrieve your stack in these circumstances. 
Likewise, if you struck a backup insurance deal with 
a medical collective from an autonomist habitat and 
then go and die on a hypercorp station, the hypercorp 
is very likely to refuse to recognize the authority of a 
bunch of anarchists and won’t hand your stack over.

Even an archived backup and a missing person 
clause is no guarantee. A determined enemy could 
capture you, pry the backup insurance access codes 
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hacking (p. 261), and synthmorphs are viewed as low 
class in some cultures.

EVACUATING A CYBERBRAIN
Characters inhabiting a synthmorph cyberbrain may 
voluntarily choose to evacuate by copying themselves 
as an infomorph onto another device. This takes 1 full 
Action Turn; see Infomorph Resleeving, p. 272.

RESLEEVING COSTS
The costs involved for the resleeving process itself are 
generally subsumed in the costs of the backup insur-
ance and/or the new sleeve itself. Costs for individual 
morphs are noted in the descriptions starting on p. 139. 
See Morph Brokerage (p. 276) for rules on "nding and 
acquiring morphs.

INTEGRATION
Getting used to a new body typically takes some time. 
The character must become acclimated to the changes 
in height, weight, sex, and capabilities, which often 
requires unlearning ways of doing things that worked 
"ne for their previous form. Resleeving in a synthetic 
morph or an uplift is also quite confusing at "rst, 
given the drastically different morphologies, change in 
limb structure (and sometimes amount of limbs), and 
so on. Luckily, transhuman minds are adaptive things, 
and this process is aided by the application of mental 

“patches” during the resleeving process that give the 
character a bit of a boost for using their new body.

An ego in a new morph makes an Integration Test 
upon taking control of the body, rolling SOM × 3 
(morph bonuses do not apply) and applying modi"ers 
from the Integration and Alienation Modi"ers table. 
The result of the test is explained on the Integration 
Test table, next page.

who died during the Fall but have now acquired a 
new morph, the vast majority of transhumanity has 
resleeved at least once. As such, most transhumans are 
accustomed to resleeving.

Adjusting to a new body takes time and a bit of 
effort (see Integration, p. 271). Resleeving is also dif"-
cult psychologically, as re$ected by continuity (p. 272) 
and alienation (p. 272).

Once an ego fully inhabits a new morph, the new 
morph’s cortical stack needs ten minutes to amass a 
complete backup of the ego.

RESLEEVING BIOMORPHS AND PODS
Resleeving takes about an hour in a properly equipped 
clinic. In essence, the process works like uploading in 
reverse. The new sleeve is hooked up to an ego bridge 
that in"ltrates the brain with nanobots that physically 
restructure the brain’s neural structure and connec-
tions according to the map provided by the backup. 
Sleeving takes six times as long as uploading because 
the nanobot swarm working as a wet printer in the 
template brain needs to duplicate the entire physical 
structure of the ego’s neural network. For resleeving, a 

“wet” ego bridge is used, meaning that the sleeve and 
ego bridge are submerged in a vat "lled with nanogel.

Sleeving into a pod only takes half an hour, as their 
brains are half biological, half cyberbrain.

RESLEEVING SYNTHMORPHS
Resleeving into the cyberbrain of a synthmorph is 
much easier and quicker, being a matter of copying 
the backup into the cyberbrain (an instantaneous 
affair) and then running the backup in its virtual brain 
state (1 Action Turn). The drawback to synthmorphs 
is that they are more dif"cult to acclimate to (see 
Integration, p. 271), they are vulnerable to cyberbrain 
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The gamemaster has a fine amount of control over what a character can obtain when resleeving. The char-
acters may be supplied with new morphs by Firewall or whatever employer/patron for whom they are 
currently working. In this case, the gamemaster can simply assign whatever morphs they see fit—with com-
plete control over enhancements, traits, etc. While morphs should be tailored for the mission at hand, this 
presents an opportunity for the gamemaster to throw the characters some new toys to play with and also 
some new challenges to overcome. Gamemasters are encouraged to mix it up, have fun, and give players 
something they can work with without necessarily giving them everything they want.

In other cases, the availability of desired morphs may be limited by the resleeving location. A small 
outpost in the wilds of Mars is unlikely to have a wide selection of morphs—in fact, a few rusters and synth-
morphs may be all they have. Similarly, large habitats have a high demand for good morphs, so there may 
be a waiting list for top-of-the-line sylphs or remade morphs. In the same vein, available morphs are going 
to be subject to local legalities, so getting that reaper morph may be out of the question. Characters could 
always turn to black market morph providers, but these come with their own risks.

What this means is that gamemasters should never be afraid to say no if a character is pursuing a morph 
that is unreasonable or potentially disruptive to the game. While it’s good form to give the players what they 
want once in a while, it also makes for more interesting roleplaying to saddle them with morphs that are 
a little different than what they were hoping for or that come with some interesting challenges, such as a 
physical addiction. For extra fun, leave the character unaware of a morph’s negative traits or secret implants 
until they reveal themselves. As always, the goal is to have fun, but variety often helps with that. Q



ALIENATION
After loss of continuity, the other major factor impact-
ing resleeving characters is alienation. Once the ego 
has its new sleeve under control, it’s time to look in 
the mirror. The Alienation Test re!ects the experi-
ence of coming to terms with a new face, skin, and 
brain. For example, transferring to a radically differ-
ent morph (such as a swarmanoid) can be dif"cult to 
grasp. Uplifts often struggle to get acquainted with 
the unusual hormonal urges of a human biomorph 
and vice versa. While the character’s ego is as it was 
in their last sleeve, the brains and neurochemistry of 
many morphs may alter aptitudes like WIL or COG. 
The effects of this can be frustrating or disorienting.

Every character makes an Alienation Test to re!ect 
how mentally stressful it is to get a grip on their new 
body, rolling INT × 3 and apply modi"ers from the 
Integration and Alienation Modi"ers table. Consult 
the Alienation Test table to determine the effects.

CONTINUITY TEST
Perhaps the biggest shock that strikes most resleeving 
characters is the loss of continuity of self. This is par-
ticularly true for characters who died. If their cortical 
stack was retrieved, they will remember their own 
death. If they were restored from an archived backup, 
they will not remember their death, but they will have 
lost an entire period of their life—all the way back to 
their last backup. In fact, if their body was not recov-
ered, they may not even know that they are dead for 
certain—there may be a surviving copy of themselves 
out there. The driving point in this loss of continuity is 
a sort of existential crisis—they are no longer the origi-
nal person they once were. This leads some to question 
whether they are who they think they are, or are they 
some poor imitation and not a real person at all?

To determine how this loss of continuity affects a 
character, make a Continuity Test by rolling WIL × 3. 
Every character suffers stress from loss of continuity, 
as noted on the Continuity Stress table. Reduce this 
stress damage by 1 point per 10 full points of MoS on 
the Continuity Test, or increase it by 1 point for every 
10 full points of MoF.

INFOMORPH RESLEEVING
Rather than resleeving into a physical body, a backup 
may instead by instantiated as an infomorph, a purely 
digital form. Infomorphs are distinct from backups in 
that backups are inert "les. Infomorphs are backups 
imprinted onto a virtual brain template and run as 
a program. This virtual brain state must be run on a 
speci"c device and follows all of the rules noted for 
infomorphs on p. 265. Infomorphs may copy them-
selves to other devices, typically erasing themselves 
from the previous device as they go. Infomorphs that 
copy without erasing are treated as forks.

Characters instantiating as infomorphs must make 
Continuity and Alienation Tests, just like resleeving.

Infomorphs may be resleeved into physical morphs, 
following normal resleeving rules.

INTEGRATION TEST
TEST RESULT EFFECT

Critical Failure
Character is unable to acclimate to the new morph—
something is just not right. Character suffers a –30 modi-
fier to all physical actions until resleeved.

Severe Failure (MoF 30+)
Character has serious trouble acclimating to the new 
morph. They suffer a –10 modifier to all actions for 2 days 
plus 1 day per 10 full points of MoF.

Failure
Character has some trouble acclimating to new morph. 
They suffer a –10 modifier to all physical actions for 2 
days plus 1 day per 10 full points of MoF.

Success
Standard acclimation period. The character suffers a –10 
modifier to all physical actions for 1 day.

Excellent Success (MoS 30+)
No ill effects. Character acclimates to new morph in no 
more than a few minutes.

Critical Success
Lookin’ good! This morph is an exceptionally good fit for 
the character. No ill effects; gain 1 Moxie point for use in 
that game session only.
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INTEGRATION AND ALIENATION MODIFIERS
TEST RESULT EFFECT

Familiar; character has used this exact morph extensively in the past +30
Clone of prior morph +20
Character’s original morph type (what they were raised with) +20
Adaptability trait (Level 2) +20
Adaptability trait (Level 1) +10
Character has previously used this type of morph +10
First time resleeving –10
Character is an AGI sleeving into a physical body –10
Character is an uplift resleeving in a non-uplift (of their type) body –10
Synthetic morph –10
Sex change (from last morph) –10
Morph is heavily modified –10
Morphing Disorder trait (Level 1) –10
Morphing Disorder trait (Level 2) –20
Infomorph (does not apply to AGIs) (Alienation Test only) –20
Fork (Alienation Test only) –20
Morphing Disorder trait (Level 3) –30
Exotic morph (octomorph, neo-avian, novacrab, swarmanoid, etc.) –30

ALIENATION TEST
TEST RESULT EFFECT

Critical Failure
Extreme Dysmorphia. The character doesn’t like their new sleeve at all 
and suffers 2 stress points per 10 full points of MoF.

Failure
Character is uneasy about the new morph and suffers 1 stress point 
per 10 full points of MoF.

Success Character adapts to their new look well. No ill effects.

Critical Success
Best. Morph. Ever. The new morph jives perfectly with the character’s 
sense of self, and even enhances it somewhat. The character actually 
heals 1d10 ÷ 2 (round up) stress points.



Beta forks have most of the same skills as the original 
ego, though sometimes reduced. Their memories are 
also drastically curtailed, usually tailored to whatever 
task they are intended to perform.

Beta forks are created by taking an alpha fork and 
running it through a process known as neural pruning 
(p. 274). They are legal and even common in many 
places, except for bioconservative holdouts like the 
Jovian Republic, though delta forks are more favored. 
Beta forks rarely have anything resembling civil rights 
or citizenship and are usually treated as the property 
of the originating ego. They are commonly used as 
digital aids or to represent the original ego when com-
municating with others over great distances.

A beta fork’s stats are determined as follows:

Reduce all aptitudes by 5 (to a minimum of 1). 
This affects all skills as well. Likewise, this reduces 
LUC by 10 and INIT by 2.
Active skills have a maximum value of 60.
Moxie is reduced to 1.
The Psi trait is removed. At the gamemaster’s dis-
cretion, other traits may no longer apply as well.

Additional changes may apply as determined by 
the neural pruning test. Beta forks take 1 minute 
to generate.

DELTA FORKS
Delta forks are extremely limited copies of an ego. 
They are more akin to AI templates upon which the 
ego’s surface personality traits are imprinted. Also 
created via neural pruning, delta forks are highly func-
tional (as competent as a beta fork or AI) but have 
extremely limited skills and heavily edited memories, 
usually to the point of being functional amnesiacs.

A delta fork’s stats are determined as follows:

Reduce all aptitudes by 10 (to a minimum of 1). 
This affects all skills as well. Likewise, this reduces 
LUC by 20 and INIT by 40.
Active skills have a maximum value of 40. The 
fork may have no more than 5 Active skills.

FORKING AND MERGING
With all of these backups of transhuman minds on 
"le and an abundance of mesh space on which to run 
them as virtual brains, one might wonder what’s to 
stop post-Fall transhumanity from multiplying its 
numbers by running additional copies of themselves. 
The short answer is: nothing, aside from massive 
social stigma and thorny psychological issues. Taking 
a backup of a transhuman mind, copying it, and re-
instancing it as an infomorph is called forking. It’s one 
of the most useful and still-controversial applications 
of transhumanity’s brain science.

There are four classi"cations of forks: alpha, beta, 
delta, and gamma. Though typically copied as info-
morphs, there is nothing preventing a fork from being 
sleeved in a physical morph as well, other than legali-
ties and custom.

ALPHA FORKS
An alpha fork is an exact copy of the original ego, 
re-instanced as a separate infomorph. An alpha fork 
may be created by copying and running an infomorph 
(from a backup, infomorph, synthmorph cyberbrain, 
or a removed cortical stack in an ego bridge). Alpha 
forks may be generated from biomorph brains using 
an ego bridge and the same process as uploading 
(p. 268). Alpha forks are an exact copy of the char-
acter’s ego with all of the same skills, memories, stats, 
traits, personality, etc. New alpha forks must make 
an Alienation Test (p. 272), and possibly a Continuity 
Test (p. 272) if copied from a backup.

Creating alpha forks is illegal in many jurisdic-
tions, including most of the inner system and the 
Jovian Republic. In others it tends to be viewed with 
distaste, though there are some habitats/cultures in 
which it is encouraged.

BETA FORKS
Beta forks are partial copies of the ego. They are 
intentionally hobbled so as to not to be considered 
an equal to the character, for legal and other reasons. 
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CONTINUITY STRESS
SITUATION STRESS VALUE

Backup from cortical stack
Character remembers peaceful or not notable death 1d10 ÷ 2 (round down)
Character remembers sudden or violent death 1d10

Backup from archive
Short memory gap (less than 1 day) 1d10 ÷ 2 (round down)
Memory gap greater than one day 1d10
Not knowing if/how you died +2
Uploading-to-resleeve with continuity (p. 269) 0
Uploading-to-resleeve without continuity 1d10 ÷ 2 (round down)
Character is a fork 2

I wake up with a taste like guava and umami 
fresh on my tongue. Last night there was 
laughter. We drank quinoa wine, and I was 
introduced to people I had never met before, 
though I had years of intimate knowledge of 
most of them. Half of Illyria Module is curled 
naked around me in my sleeping chamber. 
Last night we made music with synthesizers, 
wood blocks, and a lur. We drank mushroom 
tea brewed in water from a rogue comet. 
Looking around me as the morning sun 
starts to light the far orbital horizon of 
Ceres, it appears we had an orgy. Last night 
was my resleeving party. This version of 
me—me 3.0—is ready for life.

—Zheng du Thierry, Carnival of the Goat 



network (to alter recollections, skills, and the like) is 
still a black art. The dif!culty with neural pruning is 
that taking a weed whacker to the tree of memory 
isn’t an exact science. Speci!c memories may not be 
excised or chosen—at best, memories may be handled 
in broad clumps, typically grouped by time periods no 
!ner than 6 months. For simplicity, most beta forks are 
created by removing all memories older than 1 year.

When creating a beta or delta fork, the character 
must make a Psychosurgery Test (other parties may 
make this test on the character’s behalf, representing 
that the character is giving them access to prune the 
fork appropriately). If the character succeeds, the fork 
is created as desired. If the test fails, the gamemaster 
chooses one of the following penalties for every 10 
full points of MoF. Some of these penalties may be 
combined for a cumulative effect:

1 additional skill decreased by –20
Fork acquires a Negative mental trait worth 10 CP
Fork suffers 1d10 ÷ 2 (round up) mental stress
Extra memory loss (gamemaster discretion; beta 
forks only)
1 Positive trait lost

NEURAL PRUNING WITH LONG-TERM PSYCHOSURGERY
Rather than generating forks on the "y, some char-
acters prefer to have carefully pruned forks on hand, 
stored as inert !les that can be called up, copied, and 
run as needed. These forks are crafted with long-term 
psychosurgery, meaning that they suffer fewer draw-
backs and the memories may be more !nely tuned.

Long-term neural pruning requires a Psychosurgery 
Test as above, but with a +30 modi!er. Delta forks 
take 1 week to prune this way, beta forks take 1 month. 
Additional modi!cations may be made to the fork using 
any of the normal rules for psychosurgery (p. 229).

It is worth noting that some people prefer to use 
forks of themselves or loved ones rather than a muse. 
Likewise, some wealthy hyperelites are known to keep 
copies of their younger backups on hand, sometimes 
for decades, and re-instance these when their prime 
ego has enough skill and experience to completely 
outclass its younger selves. Though technically these 
are alpha forks, their lag behind the original ego is 
comparable in degree to that of a beta fork. This is 
rumored to be the method used by the Pax Familae in 
instancing her army of cloned selves.

HANDLING FORKS
Gamemasters are encouraged to allow players to 
roleplay their character’s own forks. It is important 
to note, however, that even with alpha forks, once the 
fork and originating ego diverge, they develop onward 
as separate people. The events that shape the primary 
ego’s personality, character, and knowledge will not 
happen—or even if they do, probably not in the same 
way—to the fork, and vice versa. The exact dividing 
line between an ego and a fork is a central philosophi-
cal and legal debate among many transhumans.

Knowledge skills have a maximum of 80. The 
fork may have no more than 5 Knowledge skills.
Moxie is reduced to 0.
The Psi trait is removed. At the gamemaster’s dis-
cretion, other traits may no longer apply as well.

Additional changes may apply as determined by the 
neural pruning test. Delta forks take 1 Action Turn 
to generate.

GAMMA FORKS
More commonly known as vapors, gamma forks are 
massively incomplete, corrupted, or heavily damaged 
copies of an ego. Vapors are not intentionally created 
and are instead the results of botched uploads, scram-
bled backups, incomplete or jammed farcasts, or info-
morphs/forks that were somehow damaged or went 
insane. It is extremely rare for anyone to purposely 
create a vapor for anything other than research use, 
although they can crop up in some interesting places. 
For example, poorly made skill software occasionally 
includes enough of the personality traits and memo-
ries of the person the skill was taken from that it can 
behave in a vapor-like fashion when used.

Because vapors are anomalies rather than purpose-
ful creations, the characteristics of individual gamma 
forks are left to the gamemaster. They should have 
some or all of the following: reduced skills, reduced 
aptitudes, incomplete or incoherent memories, 
negative mental traits, and persistent mental stress or 
traumas, including derangements and/or disorders.

NEURAL PRUNING
Neural pruning is the art of taking a backup/info-
morph and trimming it down to size so that it func-
tions as either a beta or delta fork.

Beta forks are created by taking a virtual mind state 
that is intentionally inhibited and !ltering a copy of 
the ego through it. Like a topiary shrub, the por-
tions of the character’s neural network that exceed 
the capacities of the intended fork are trimmed 
away. In addition to the changes noted under Beta 
Forks (p. 273), characters may voluntarily choose to 
delete/decrease skills and remove memories.

Delta forks are created by excising the ego’s surface 
personality traits and applying them to an AI template. 
In this case the ego’s memories are usually excluded 
entirely—it is easier to start with a blank delta fork 
and feed them the speci!c memories/knowledge they 
need. As with beta forks, characters making delta forks 
may voluntarily choose to delete/decrease skills and 
keep speci!c memories. If an alpha fork is not avail-
able to prune, a delta fork can be whipped up from 
a biomorph brain with an ego bridge and 1 minute. 
Many people sleeved in biomorphs keep delta forks on 
hand in storage, to whip up on the "y as needed.

Transhumanity’s grasp of neuroscience extends to 
scanning and copying a mind, but the most intricate 
workings of memory are still imperfectly understood. 
Making precise edits to individual portions of a neural 
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longer than 1.5 million kilometers—the distance a 
fusion drive craft can cover in a day—people egocast.

Egocasting is transhumanity’s most advanced per-
sonal transportation technology, though only the char-
acter’s ego actually travels. Egocasting combines the 
technologies of uploading and quantum farcasting to 
transfer a backup (or sometimes even a conscious ego, 
see Egocasting, p. 275) over interplanetary distances.

Though egocasting occurs at the speed of light, 
egocasting times vary drastically with distance. 

This means that gamemaster should not be afraid 
to pull a fork out of a player character’s hands and 
make them into an NPC if they start too diverge too 
greatly. Similarly, if a fork begins to learn information 
that the main character does not (yet) have access to, 
it is probably also better to run the fork as an NPC in 
order to avoid metagaming.

It is entirely possible that a fork might decide that 
it will no longer obey the originating ego and carry 
about doing its own thing. This usually only occurs 
with alpha forks, who are essentially a full copy 
anyway, and as time passes the idea of merging back 
with the original ego becomes unappealing. Beta and 
delta forks are quite aware of their nature as “incom-
plete” copies and so usually return back home to the 
ego for reintegration. In rare cases, however, even 
these might make a break for life on their own.

MERGING
Merging is the process of re-integrating a previously 
spawned fork with the originating ego. Merging is 
performed on conscious egos/forks, transferring both 
to a single, merged ego. The process is not dif"cult 
to undergo when two forks have only been apart a 
short time. As forks spend more time apart, though, 
merging becomes a severe mental ordeal.

To determine if merging goes well, a Psychosurgery 
Test is called for (made either by the ego or another 
character overseeing the process). The Merging table 
lists modi"ers for this test as well as the result of 
success or failure.

For synthmorphs, merging takes one full Action 
Turn. For biomorphs, an ego bridge (p. 328) or  mne-
monic augmentation (p. 307) is required to merge, 
and the process takes 10 minutes.

The result of the process is a uni"ed ego, whether 
or not the Merging Test succeeds. Psychotherapy 
(p. 215) and psychosurgery (p. 229) can troubleshoot 
bad merges over time.

EGOCASTING
In spite of being a spacefaring civilization with 
outposts throughout the solar system and beyond, 
transhumanity makes scant use of spacecraft for 
interplanetary travel. Shuttlecraft using a variety of 
propulsion systems make regular trips between habi-
tats, planetary surfaces, and moons. But for any trip 

MERGING
TIME APART MODIFIER SUCCESS FAILURE

Under 1 hour +30 Seamless ego with memories intact from both Memories intact, (1d10 ÷ 2, round down) – 1 SV
1–4 hours +20 Solid bond, memories intact Memories intact, (1d10 ÷ 2, round down) SV
4–12 hours +10 Memories intact, 1 SV Minor memory loss, (1d10 ÷ 2, round up) SV
12 hours–1 day +0 Memories intact, 2 SV Moderate memory loss, (1d10 ÷ 2, round up) + 2 SV
1 day–3 days –10 Memories intact, 3 SV Major memory loss, 1d10 + 2 SV
3 days–1 week –20 Memories intact, 4 SV Major memory loss, 1d10 + 4 SV
1 week+ –30 Minor memory loss, 5 SV Severe memory loss, 1d10 + 6 SV
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THE SELF 
Forking and merging have changed the way 
transhumanity thinks about the self and what it 
means to have a well-integrated personality.

While forking is child’s play from a techno-
logical standpoint, the psychological and social 
effects of cloning a mind mean that most people 
are cautious about employing forks. Some juris-
dictions ban forking outright for all but medical 
uses, while others have severe restrictions. In 
many hypercorp jurisdictions, for instance, alpha 
forks are illegal and letting a beta fork run for 
more than 4 hours without merging violates the 
modern descendants of 20th-century anti-trust 
laws. Similarly, the Jovian Junta and other bio-
conservatives ban forking entirely.

Disposing of unwanted forks is another thorny 
issue. In some places, it’s as simple as deleting 
them, because a stored mind has no legal status. 
In others, a fork that doesn’t wish to merge back 
with its originating ego might be accorded some 
rights, though these are generally only granted 
to alpha forks.

Most significantly, though, running a short-
term fork of oneself for periods of an hour or 
less is an easy task for many transhumans. Many 
people use forks of themselves to get work done 
in everyday life, and almost everyone has at least 
experimented with forking at some point.

Transhumans view forking a bit like early 21st-
century humans viewed drinking and drug use. A 
bit might be okay, but someone overdoing it will 
be stigmatized. This is because most transhumans 
understand the psychological consequences of 
overusing forks. Q



DARKCASTING
Characters who want to egocast without the atten-
tion of public of!cials like Immigration and Customs 
must seek out so-called darkcasting services—illegal 
farcaster transceivers typically operated by criminal 
syndicates and other clandestine groups. To locate 
such a service, a character must use their Networking 
skill and possibly their reputation (p. 285).

MORPH BROKERAGE
Morphs are a major commodity in transhuman society. 
The technology and materials needed to grow new 
morphs are cheap and abundant, though they take 
time. Cloned biomorphs take at least a year and a half, 
even with accelerated growth. Pods, which are typi-
cally pieced together from vat-grown parts, take about 
6 months. Synthmorphs like cases and synths can be 
produced in a day, whereas more complicated models 
can take a week or more. Theoretically, supply will one 
day outstrip demand to the point where #esh is free.

Characters have several options for acquiring 
morphs when they travel by egocast, suffer heavy 
damage, or just feel like a new body. When egocasting, 
the most common method for travelers of middling 
means is to store their current morph in a body bank’s 
secure facility and lease a morph at their destina-
tion. Less commonly, characters may rely on public 
resleeving facilities, or if they have the means they 
may purchase a new morph outright. Characters who 
expect to stay at their destination inde!nitely or who 
decide to resleeve but aren’t traveling might instead 
opt for a trade-in on their old body, leaving it behind 
permanently in most cases.

MORPH AVAILABILITY
As noted under Resleeving and the Gamemaster 
(p. 271), !nding the model of morph you want is not 
always easy. While many basic morph types (cases, 
synths, splicers) are generally available, characters can 

Egocasting within a cluster or planetary system is 
usually just a matter of minutes. Egocasting from the 
sun to the Kuiper Belt, however, takes between 40 
and 70 hours, and so egocasting all of the way across 
the solar system can take even longer.

Once an ego arrives at the destination receiver, it 
can be archived, run as an infomorph, or resleeved 
as normal.

EGOCASTER SECURITY
Beaming yourself across interplanetary space is a 
mature technology and usually works seamlessly. 
Because egocasting uses quantum farcasters, there is 
no danger of radio interference cooking the signal and 
causing data loss. Normally the entire process is medi-
ated by the character’s backup service, and security 
breaches are uncommon.

However, there are several risks involved in ego-
casting. The most obvious is that the character’s 
consciousness is transferred as a digital backup !le 
at the destination. If the egocaster on the other end 
is not trusted or the networks at the destination are 
privately controlled by the receiver, the character is 
potentially putting themself at the mercy of their host. 
Most hypercorps consider meddling with a transmit-
ted ego to be a serious breach of etiquette, whereas 
autonomist types would !nd it unthinkably repres-
sive. However, political extremist groups and criminal 
organizations in control of egocasters suffer from 
fewer restraints.

A more subtle risk is the possibility for hackers to 
exploit security holes in the egocaster and its attached 
virtual space to steal a fork of the character. This is 
extremely dif!cult to do. It almost never happens 
during a normal upload, because the uploading ser-
vices are security conscious to the point of paranoia. 
Even so, the forks stolen by such attempts more often 
than not end up being vapors, because the intruder 
is usually stopped before a full copy can be obtained.
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TRADE-IN
For those who wish to leave their old morph behind 
permanently, trade-ins on current morphs are an option. 
The high demand for bodies means that a buyer is 
almost always available unless the gamemaster !nds 
extenuating circumstances. Morphs may be traded 
in for the value shown on the Morph Costs table 
(adjusted for any positive or negative traits), less a 10% 
physical exam and !nder’s fee. This is either paid to the 
morph broker in cred or rendered as a favor using rep.

PATRON PROVISIONING
Characters on missions for rich or in"uential patrons 
may have morphs provided for them. Normally such 
provisions are made for the duration of a job, although 
less commonly the morph itself might be payment for 
services rendered. Gamemasters are encouraged to be 
creative with such arrangements, though players should 
be advised that such bargains can quickly turn Faustian.

BLACK MARKET MORPHS
Black market body traders promise to provide the 
buyer with morphs and upgrades of choice regardless 
of a habitat’s laws against weapons or implants, in 
addition to bypassing standard arrival registration 
via darkcasting. Illegal morphs usually come with a 
price markup (+25% at least), whereas used morphs 
with unsavory backgrounds (and traits) can usually be 
acquired on the cheap (–25%).

INDENTURE
Characters who !nd themselves too destitute to 
afford a new morph can strike a deal for indentured 
service—a “deal” that is rarely advantageous to the 

also locate new morphs using their Networking skills 
(see Reputation and Social Networks, p. 285). Certain 
morph types are harder to !nd then others; the 
gamemaster should apply an appropriate modi!er for 
any morphs that seem rare or unusual (for example, 
swarmanoids or reapers). Likewise, some morphs may 
simply be unavailable in a given locale. Rusters are 
rarely available off of Mars, for example, while on 
Europa, most morphs are exotic local aquatic varieties.

The gamemaster determines which factions are able 
to provide new morphs in a given locale. Factions 
will not provide morphs that are unavailable to that 
faction as starting characters. If the faction is not 
the dominant one in that locale, a penalty should 
be applied, ranging from –10 to –30. Despite having 
a presence in a given locale, some factions may be 
unable to provide morphs at all.

If the character is seeking a customized morph with 
speci!c implants or enhancements, the search will be 
more challenging. The gamemaster should apply a 
–10 to –30 modi!er here as well, depending on the 
extent and legality of the modi!cations sought.

MORPH ACQUISITION
Once a morph is located, the character may call in  
favors (p. 289) or pay credits for it. Morph costs are 
noted on the Morph Costs table. In the inner system, 
morph prices are often in"ated by demand in the 
market such that the most desirable morph types can 
cost a small fortune. Outsystem, prices in rep are more 
reasonable but still steep due to population pressures 
on life support-dependent outer system settlements. 
For travelers and frequent body hoppers, there are a 
number of ways to defray these costs.

BROKERAGE AND MATCHMAKING
Finding morphs for travelers and the bodiless is a 
specialized skill demanding deep social networks and 
a "air for negotiation. In general, it’s a seller’s market, 
so brokers (or “matchmakers,” as they’re called in 
the open economy) act as agents for the person 
seeking a body. The Morph Costs table assumes a 
10% fee paid to the broker. Characters wishing to cut 
out the middleman may reduce cost by 10% but take 
a –30 penalty on their Networking Test to locate an 
available morph.

CUSTOMIZED MORPHS
If a character seeks to have a customized morph 
(with extra bioware, cyberware, or nanoware 
implants or robotic enhancements), the costs for 
these enhancements are added to the morph’s cost 
(if the gamemaster chooses, discount package deals 
may apply). Likewise, morphs may come saddled 
with positive or negative morph traits (p.  145). 
These traits raise or lower the morph’s cost at a rate 
of +500 credits per CP for positive traits, or –200 
credits per CP of negative traits. Negative traits 
typically re"ect abuses the morph has suffered at the 
hands of previous occupants.

MORPH COSTS
MORPH TYPE COST

Biomorphs
Flats, Splicers High
Octomorphs Expensive (30,000+)
Furies, Ghosts, Remade Expensive (40,000+)
Futuras Expensive (50,000+)
All others Expensive

Pods
Workers, Pleasure Pods High
Novacrabs Expensive (30,000+)

Synthmorphs
Cases Moderate
Synths, Dragonflies High
Slitheroids, Swarmanoids Expensive
Flexbots Expensive (30,000+)
Arachnoids Expensive (40,000+)
Reapers Expensive (50,000+)

Positive morph traits +500 per CP
Negative morph traits –200 per CP
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insurance (see below). If the rental insurance is waived 
(not always possible unless you have a good Rep), the 
rental cost may be reduced by half.

Characters who are leasing a morph may also use 
their previous morph as collateral. In this case, deduct 
the cost of the character’s current morph from the 
rental morph before calculating the 1% cost per day, 
with a minimal rental cost of 10 credits per day.

PENAL LEASE
Characters visiting the inner system or Jovian Republic 
may be able to lease morphs belonging to prisoners. In 
most jurisdictions, criminals are sentenced to terms in 
rehabilitative simulspace with a stipulation that the 
prisoner’s morph becomes state property during their 
term of incarceration. Morphs acquired this way often 
have complicated histories but also tend to have modi-
!cations useful to Firewall agents. Conversely, charac-
ters who !nd themselves imprisoned may be subject 
to having their body leased out during incarceration.

The effects of taking a penal lease are at the discretion 
of the gamemaster. A character may have to pull some 
strings with their Reputation in order to lease such a 
morph, especially if it has restricted or illegal modi!ca-
tions. Negative traits, cases of mistaken identity, and 
unfortunate encounters with friends and associates of the 
morph’s former occupant are among the possible draw-
backs to this type of arrangement. On the up side, penal 
leases may reduce costs for both leasing and insuring the 
morph, again subject to the gamemaster’s discretion.

RENTAL INSURANCE
Leased morphs must be covered by an insurance policy, 
which often restricts the character from breaking the 
law or taking the morph anywhere too dangerous or 

new indenture. Typical contracts require years of 
indentured labor—terraforming Mars, herding comets, 
asteroid mining, constructing habitats, colonizing 
exoplanets, etc.—in exchange for a cheap synthetic 
morph or splicer at the end of the term. Gamemasters 
may use their discretion in offering such terms, though 
in many cases the terms offered will temporarily or 
permanently end the character’s career as a free agent. 
Hypercorps using indentured labor are notorious for 
changing the terms at a whim, extending the service 
period, or slamming the indenture with a slew of 
hidden and outrageous charges that were not made 
clear up front. Characters may, of course, enter into 
such service fully intending to grab their morph and 
run at the !rst opportunity, but the hypercorps are 
very protective of their investments. Indentures are 
closely monitored and tracked, and the hypercorps are 
not above sending ego hunters to retrieve a runaway.

PUBLIC RESLEEVING
Some locales, notably Titan, have a well-developed 
public resleeving infrastructure intended to provide 
a body to anyone who needs one. Morphs provided 
are usually unremarkable cases, synths, or splicers 
with no Positive traits or optional implants. Anyone 
holding citizenship in a locale with public resleeving 
may apply for a body. Wait times are between a month 
and two years, with Reputation in"uencing wait times 
at the gamemaster’s discretion.

RENTING MORPHS
For temporary visits where an infomorph won’t 
do, morphs may be leased rather than bought. The 
cost to rent a morph is 1% of its cost per day, plus a 
Low charge for resleeving. This cost includes rental 
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CUSTOM-GROWN OR -DESIGNED MORPHS
Some people are very particular about their 
morphs. To them, nothing “off the shelf” will do, 
even if it’s a customized model tricked out with 
specific implants, traits, and biosculpting. Instead, 
they desire something unique, something that must 
be specially grown or designed.

In the case of biomorphs, this usually means that 
the patron desires a very specific set of genetic 
traits. This could be traits from their original genetic 
lineage, traits copied from someone they idolized 
or honored, genes artfully crafted by a renowned 
genetic designer, or mystery traits purchased at 
great expense from the Factors or extracted from 
a lost TITAN lab. Alternatively, it could mean the 
client seeks something more specific, such as an 
exact duplicate clone of their original body.

While it is possible to put an existing morph in a 
healing vat and alter its genetics with metamorph-
ing nanoviruses in a matter of days, these proce-
dures are difficult and prone to disaster. In many 

cases, it is preferred to simply grow the desired 
clone from scratch, though even with accelerated 
growth this takes from 1.5 to 2 years (or 6 months 
to 1 year in the case of pods). Nevertheless, some 
hyperelites have taken steps to ensure that the 
morph they desire is available at all likely egocast 
destinations.

Though rarer, custom synthmorphs are some-
times sought after, usually by people who wish to 
showcase unique or artistic robotic designs, but 
sometimes also by engineers or agents who are 
field-testing prototypes. Assuming blueprints are 
available, such models can be constructed in a 
matter of hours or days.

Aside from time, the largest barrier to custom 
and unique morph designs is typically cost. 
Ultimately it is the gamemaster’s decision on what 
expenses such measures entail—usually starting at 
Expensive and moving up—or even whether they 
are possible at all. Q



the person’s index !nger. This nanotat can be easily 
scanned at security checkpoints to verify identity.

Though ef!cient, this system is far from perfect. For 
one, ID record-keeping is far from standardized and 
varies drastically from habitat to habitat. Most do not 
share records with each other unless they are part of the 
same political alliance in order to protect their citizens’ 
privacy. For example, Lunar-Lagrange Alliance stations 
do not share citizenship ID data with the Planetary 
Consortium, though they do share with each other. 

On top of this, many identity records were lost 
during the Fall, a situation that was undoubtedly 
exploited by those who preferred to erase their past or 
adopt a new persona. These all make for a situation 
where identity records are patchwork at best. Of!cials 
must also rely on the security of other habitats for 
ID veri!cation. If a person egocasts to Nectar on 
Luna from Qing Long in the Martian Trojans and the 
Nectar of!cials have no record of this person, they 
can only trust that the Qing Long of!cials did their 
job when verifying the subject’s ID and background.

To make matters worse, many autonomist habitats 
operate without identity checks altogether. Though 
some ID measures are still used, both to prevent repu-
tation-system gaming and to be able to identify bodies 
in the case of death, these uses are signi!cantly more 
lax and few records are kept. Therefore, when auton-
omists and the like egocast to habitats that require ID, 
they are assigned a temporary ID for the duration of 
their stay (and sometimes any future visits).

IDENTITY VERIFICATION
There are three ways to verify someone’s identity: 
nanotat scan, brainwave scan, and checking the cryp-
tographic hash on a digital mind.

NANOTAT SCANS
Special encoded nanobots are used to create a small 
nanotat on a person’s index !nger. These nanobots 
contain encoded information that includes their name 
and identity, brainwave pattern, citizenship/legal status, 
credit account number, insurance information, and 
licenses. Depending on the local habitat laws, it may 
include other information such as criminal history, 
travel history, restricted implants, employment records, 
and so on. This nanotat may be read by anyone with 
a special ID scanner that reads the nanobot encoding.

ID nanotats include information on the company 
that did the resleeving, so that the data may be 
accessed and veri!ed with their records online. The 
data on the nanotat is also cryptographically signed 
with the company’s public key, meaning that anyone 
who checks the data and the signature online can tell 
if the data has been altered.

BRAINPRINTS
Brain scans are one of the few types of biometric 
prints that stay with an ego no matter what morph 
it is in. They are impractical for most security pur-
poses as they require a scan with a combination 

lawless. Characters may purchase hazard insurance that 
will cover taking the morph into certain dangerous situ-
ations, but this will double the rental price at minimum.

If a character suffers extensive organic damage or 
death while insured, the insurance will cover 80% 
of the morph’s cost, meaning that the character is 
expected to pay the other 20%. If they cannot pay, 
their possessions or their stored morph may be seized 
in payment.

If a character violates their insurance policy by 
intentionally putting themself in harm’s way above 
the threat level at which the policy was purchased, 
without first communicating with and rendering 
payment to the insurer, the policy may be declared 
void. If the leased morph dies under a voided policy 
and the character cannot pay to replace it, their pos-
sessions and stored morph may be subject to seizure.

Seizure takes different forms depending upon the 
local economy and legal system. In hypercorp space, 
it is a straightforward seizure of liquid assets, includ-
ing forced uploading if the character’s morph is seized. 
Elsewhere, the character is more likely to end up 
owing a lot of favors or taking severe hits to their 
reputation, but they are unlikely to undergo forced 
uploading or outright physical seizure of their morph.

IDENTITY
Given the nature of resleeving technologies, identity is 
a "uid concept in Eclipse Phase. Transhumans are used 
to the idea of identifying people by how they look or 
even by their biometric data, but this is no longer a 
certi!ed method. What you look like may drastically 
change from one day to the next. You may see an olym-
pian you recognize, but perhaps it’s been awhile, so 
you’re no longer certain that it’s the same person still in 
that morph. If you’re sleeved in a popular off-the-rack 
morph, there may be hundreds of other cloned morphs 
that look exactly like you out there—perhaps useful if 
you desire to blend in. Similarly, security services can 
no longer rely on biometric technologies. Forensics 
may be able to identify an individual morph’s presence 
at a crime scene, but proving who was in that morph 
at the time is another matter.

EGO ID
Identity is, of course, tied to ego, and various authori-
ties have instituted veri!cation and security measures 
based on this. Within the inner system, each ego is 
given an ID number, which is used to validate their 
identity, citizenship, legal status, credit accounts, 
licensing, etc. This ego ID is veri!able by the person’s 
brain patterns, which remain the same even when 
resleeving. When an ego uploads, the uploading 
service is required to incorporate this ego ID into 
the person’s backup/infomorph. Likewise, when that 
person resleeves, the service handling the procedure 
is required by law to verify the ego’s ID before 
downloading. The ego ID is then hardcoded into the 
morph itself in the form of a nanotattoo on the tip of 
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that the nanotat will fail its authorization online 
unless the encryption has also been cracked (p. 254). 
Replacing a nanotat ID with a fake one is just as pos-
sible and is part of the process of acquiring a fake ID.

DIGITAL ID TAMPERING
Digital ID codes may also be tampered with, though like 
nanotat IDs this will mean that the ID fails online veri-
"cation unless the encryption is also defeated (p. 254).

LIFE IN SPACE
Transhumanity is not just a spacefaring race, it is also 
largely space-dwelling. While a substantial portion of 
transhumanity inhabits planetary bodies like Mars, 
Luna, Venus, and the moons of the gas giants, the 
balance live in a variety of space habitats, ranging 
from the old-fashioned O’Neill cylinders of the inner 
system to the Cole bubbles of the outer system.

SPACE HABITATS
Space habitats come in many sizes and con"gura-
tions, from survivalist outposts designed to support 
ten or fewer people to miniature worlds in resource-
rich areas housing as many as ten million people. In 
heavily settled regions of space, such as Martian orbit, 
habitats may be integrated into local infrastructure, 
relying to some extent on supply shipments from other 
orbital installations.

More commonly, especially in the outer system, 
habitats are independent entities. This usually means 
that in addition to the main space station, the habitat 
is attended by a host of support structures, including 
zero-g factories, gas and volatiles re"neries, foundries, 
defense satellites, and mining bases.

Habitats—especially large ones—sometimes have 
visitors, as well. Majors habitats are crossroads in 
space. In addition to scheduled bulk freighter stops, 
they may have hangers-on such as scum barges, pros-
pectors, or out-of-work autonomous bot swarms.

Many habitats have some form of transportation 
network. This is most common in large cylindrical 
habitats with centrifugal gravity. Common solutions 
for public transit include monorail trains, trams, and 
dirigible skybuses. Common personal transit options 
included bicycles, scooters, motorcycles, and micro-
light aircraft, with larger vehicles being uncommon 
and usually reserved for of"cial use.

Most habitats with large interior spaces also use aug-
mented reality overlays to create consensual hallucina-
tions of a sky and clouds, to which most residents keep 
their AR channels tuned. One would think that in space, 
talking about the weather would have disappeared from 
transhumanity’s repertoire of small talk, but the habit 
persists—only the weather discussed is usually virtual (if 
it’s not real “weather”—solar #are activity and the like).

BEEHIVES
Beehives are asteroids carved out with tunnels and 
chambers. They are commonly converted from 

electroencephalogram and neuroimaging device, 
referred to as a brainprint scanner, which takes 
approximately 5 minutes. This device measures the 
subject’s baseline brainwave pattern as well as the 
subject’s signature responses when they think certain 
thoughts or sense certain patterns. These scans are all 
but impossible to fool, however, barring hacking of 
the brainprint scanner itself, and so are considered 
quite reliable. For this reason they are occasionally 
used in high-security facilities.

It is worth noting that infection by some variants 
of the exsurgent virus, notably the Watts-MacLeod 
strain (p. 368), sometimes alters a person’s brain pat-
terns, but not in every case.

DIGITAL CODE
Digital ID codes are often incorporated into backups 
and infomorphs. Not only does this help identify who 
the backup belongs to, but it serves as an electronic 
signature for verifying ID when the backup is to be 
resleeved. This digital code typically contains the same 
information as the nanotat ID, and is signed with a 
cryptographic hash that makes it dif"cult to forge and 
which can be veri"ed online. AIs and AGIs also feature 
such built-in codes.

CIRCUMVENTING ID CHECKS
Firewall sentinels and clandestine agents often have a 
need to hide or alter their identities. While ID system 
are challenging, they are not insurmountable.

FAKE IDS
The easiest way to bypass security checks is to estab-
lish a fake ID. Given the patchwork nature of identity 
records and the lack of any centralized authority, this 
is not very dif"cult. Numerous crime syndicates and 
even some autonomist groups maintain a thriving ID 
fabrication business, often with complete histories and 
medical covers for implants that might be restricted 
or illegal. 

These IDs are usually registered with habitats that 
are either known criminal havens, have autonomist 
sympathies, or are isolated and remote. Though the 
ID is actually veri"able and registered with these sta-
tions, the potential shady origins of such IDs is known 
to most inner system authorities and so the character 
may be exposed to extra scrutiny or monitoring. Fake 
IDs may be acquired that are registered with more 
respected authorities, but this often requires a much 
higher expense or connections to hypercorp clandes-
tine operations.

Black market darkcast and resleeving options offer 
fake IDs as a matter of course.

ALTERING NANOTAT IDS
Special nanobot treatments may be manufactured 
to erase, rewrite, or replace nanotat IDs. Erasing a 
nanotat is easy, but not having one is a crime and 
immediate grounds for suspicion in many habitats. 
Rewriting a nanotat is also easy, though this means 
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asteroids mined for metals or silicates. Beehives are microgravity 
habitats and can be quite confusing to navigate without AR aids. 
Most beehives are found in the Main Belt or Trojan groupings. Most 
are small, but some have populations ranging into the millions, with 
massive cavernous microgravity cities. 

CLUSTER COLONY
Clusters are the most common form of microgravity habitat. 
Clusters consist of networks of spherical or rectangular modules 
made of light materials and connected by !oatways. Typically 
business and residential modules are clustered around arterial 
!oatways and infrastructure modules such as farms, power, and 
waste recycling. Limited arti"cial gravity areas may exist, frequently 
parks or other public places and specialized modules like resleeving 
facilities (morphs often keep better when stored in gravity). Arterial 
!oatways in large clusters may have “fast lanes” where a constantly 
moving conveyor of grab-loops speeds people along.

Clusters are most commonly found in volatile-rich environments 
like the Trojans and the ring systems of the gas giants (particularly 
Saturn). Clusters are rare in the Jovian system because shielding a 
cluster of individual modules rather than one large station from 
Jupiter’s intense magnetosphere is hideously inef"cient.

Cluster colonies can have anywhere from 50 to 250,000 inhabitants.

COLE BUBBLES
Cole bubbles (or “bubbleworlds”) are found mostly in the main 
asteroid belt, where the large nickel-iron asteroids used to construct 
them are abundant. Bubbleworlds are less common in the Trojans 
and Greeks, where crusty ice asteroids predominate. A Cole bubble 
is similar in many respects to an O’Neill cylinder, but there are no 
longitudinal windows. Sunlight instead enters through axial mirror 
arrays. Cole bubbles can also be spun for gravity, according to the 
whims of the inhabitants, though the gravity lowers as you near the 
poles of the bubble, with zero gravity at the axis of rotation.

Cole bubbles are among the largest structures transhumanity has 
created in space, hosting populations in the millions.

HAMILTON CYLINDERS
Hamilton cylinders are a new technology. There are only three fully 
operational Hamilton cylinders in the system, but the design shows 
great promise and is likely to be widely adopted over the coming 
period. Hamilton cylinders are grown using a complex genomic 
algorithm that orchestrates nanoscale building machines. These 
nanobots build the habitat slowly over time, a process more like 
growing than construction.

Similar to O’Neill cylinders and Cole bubbles, a Hamilton cyl-
inder is a cylindrical habitat rotating on its long axis to provide 
gravity. Two of the known Hamilton cylinders orbit Saturn in posi-
tions skimming the rings near the Cassini division. From this posi-
tion, they can graze on silicates and volatiles using harvester ships.

None of the currently operating Hamilton cylinders have grown 
to full size yet, but estimates say they could each house up to 3 
million people.

O’NEILL CYLINDERS
Found mostly in the orbits of Earth, Luna, Venus, and Mars, O’Neill 
cylinders were among transhumanity’s "rst large space habitat 
designs. O’Neill cylinders are no longer built, having been replaced 
by more ef"cient designs, but are still home to tens of millions of 
transhumans. O’Neill cylinders were constructed from metals mined 
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encountered in the inner system, particularly in Earth 
and Lunar orbit.

A toroidal habitat looks like a donut 1 kilometer in 
diameter, rotating on great spokes. There is a zero-g 
spaceport at the wheel’s hub. Visitors take a lift down 
one of the spokes to the level of the donut, where 
rotation creates one Earth gravity.

The plan of toroidal habitats varies greatly, as many 
were designed for speci!c scienti!c or military purposes 
and only later taken over as habitats by entrepreneurs 
or squatters. Many have a succession of decks in the 
donut. Most of those designed for long-term self-
suf!cient habitation have smart material-covered glass 
windows for growing plants along much of the inside 
surface of the torus. Toroidal habitats equipped for 
farming normally face the sun in a direction perpen-
dicular to their rotational axis, but then use a slow pro-
cessional wobble of that axis to create a day/night cycle.

Toruses were usually built to accommodate small 
crews of 500 or fewer people, though some larger 
ones exist, able to house 50,000. A few rare double 
toruses also exist, like two large wheels spinning in 
opposite directions, joined at the axis.

IMMIGRATION AND CUSTOMS
How characters gain entry to a habitat and what type 
of screening they’re likely to undergo depends upon 
how they arrive. Some habitats are close to other 
settlements, while others are physically isolated by the 
vast, empty distances of interplanetary space.

Habitats in dense planetary systems receive most of 
their visitors via conventional space travel. Immigration 
and customs infrastructure is geared toward receiving 
visitors via their spaceport, and the processing of arriv-
als is in most ways analogous to a twentieth century 
airport. Isolated habitats, on the other hand, tend to 
receive almost all of their visitors via egocast.

PHYSICAL ARRIVALS
Arrivals by spacecraft undergo, at minimum, an ego 
ID check, scans to detect pathogens, hostile nanobots, 
explosives, or radiation, and an inspection of their 
personal effects. Some habitats go farther, including 
rigorous secondary screenings using scout nano-
swarms, scans of all electronic systems for malware, 
and/or aggressive interrogation of a fork of the subject. 
Even autonomist enclaves enforce automated scans for 
anything that might pose a danger to the habitat or 
any signs of hypercorp saboteur efforts.

Restricted goods vary according to local legalities. 
Many habitats, particularly those controlled by auton-
omist or criminal factions, allow personal weaponry 
as long as its nothing you can use to blow a hole in 
the structure or indiscriminately kill dozens of people. 
Others, notably the Jovian Republic and hypercorp 
stations, disallow lethal weapons of all kinds, except 
for people who have acquired special permits and 
authorization (sometimes available by bribing the 
right people or pulling favors with rep). Nonlethal 
weapons are generally allowed. Other restricted items 

on Luna or Mercury, Lunar volatiles (including Lunar 
polar ice), and asteroidal silicates.

A typical O’Neill habitat is thirty-!ve kilometers 
long, eight kilometers in diameter, and rotates around 
its long axis at a speed suf!cient for centrifugal force 
to create one Earth gravity on the inner wall of the 
cylinder. Smaller cylinders exist, though these usually 
feature lower gravity (typically Mars standard). 
Cylinders are sometimes joined together, end-to-end, 
for extra long habitats. A spaceport is situated at one 
end on the rotational axis of the cylinder (where there 
is no gravity). Arrivals by space use a lift or microlight 
launch pad to get down to the habitat "oor.

The inside of an O’Neill cylinder has six alternating 
strips of ground and window running from one cap 
of the cylinder to the other. One narrow end of an 
O’Neill cylinder points toward the sun. The opposite 
end is the mooring point for three immense re"ectors 
angled to re"ect sunlight into the windows. Smart 
materials coating the windows and re"ectors prevent 
"uctuations in solar activity from delivering too much 
heat. The air inside the cylinder and its metal super-
structure provide radiation shielding.

The land in most O’Neill cylinders is one-third 
agricultural (a combination of food vats and high-
yield photosynthetic crops), one-third park land, and 
one-third mixed use residential and business. O’Neill 
habitats have a day and night cycle regulated by the 
position of the external mirrors. The business and 
residential sections of the cylinder usually alternate 
with the park land over two of the strips of land; 
cropland usually takes up the third. Bridges cross 
the windows every kilometer or so, linking the land 
strips. The interior climate, the architectural style of 
the structures, and the types of vegetation and fauna 
present vary with the tastes of the habitats’ designers.

Depending upon size, O’Neill cylinders can house 
from 25,000 to 2 million people.

TIN CANS
Antique research stations and survivalist prospector 
outposts often !t this description. Tin can habitats 
are only a few notches up from the early 21st-century 
International Space Station. Tin cans usually consist 
of one or more modules connected to solar panels 
and other utilities by an open truss. Deluxe models 
feature actual floatways or crawlways between 
modules, while barebones setups require a vacsuit or 
vac-resistant morph to go from room to room. Food 
growing capacity is severely limited and there may be 
no farcasters, but fabricators are available, as well as 
mooring for shuttles and perhaps prospecting craft.

Tin cans rarely house more than 50 people.

TORUSES
Interchangeably called toruses, toroids, donuts, and 
wheels, these circular space habitats were a cheap 
alternative to the O’Neill cylinder used for smaller 
installations. Like O’Neill cylinders, toruses are 
seldom constructed anymore, but many are still 
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Various darkcast services, normally run by established 
crime syndicates, sometimes offer an alternative method 
of egocasting in and possibly even resleeving. Darkcast 
services are quite expensive, however, and the character 
is at the mercy of the syndicate operators. In rare cases, 
some political factions or even hypercorps might operate 
their own darkcast systems, which a character with good 
networking skills might be able to take advantage of.

SPACE TRAVEL
In some circumstances, characters will prefer to travel 
physically through space rather than egocasting. In 
Eclipse Phase, spacecraft are primarily dealt with as a 
setting environment rather than a vehicle/gear to use. 
Spacecraft largely pilot themselves via the onboard AI. 
Though characters can also take over with their Pilot: 
Spacecraft skill, the situation rarely calls for it.

LOCAL TRAVEL
In densely inhabited planetary systems such as Mars 
and Saturn, most travel between cities, surface stations, 
and orbital habitats within 200,000 kilometers is by 
small hydrogen-fueled (or sometimes methane-fueled) 
rockets. This form of travel is incredibly cheap, very 
fast, and avoids the occasional personality glitches 
that crop up during egocasting. LLOTVs (lander and 
orbital transfer vehicles, p. 348) are commonly used. 
Spacecraft leaving a planetary body need to be able to 
generate enough thrust to escape the gravity well (see 
Escaping Gravity Wells, p. 347).

DISTANCE TRAVEL
For distances of 200,000 to 1.5 million kilometers, 
somewhat larger (and more expensive) fusion- and 
plasma-drive craft make regular runs. Nuclear electric 
ion drives were once used on some of these routes, but 
the poor ef"ciency of these "ssion systems and the need 
for radioactive heavy metal reaction mass means that 
they are almost never used anymore. Faster anti-matter-
drive couriers are also commonly used. These ships 
lack the thrust to escape from the gravity wells of large 
planets or moons, so they station themselves in orbit and 
use smaller ships (typically LOTVs) with higher thrust to 
transport people to and from the planetary surface.

For distances beyond 1.5 million kilometers, almost 
everyone uses egocasting

SPACE TRAVEL BASICS
Spacecraft use various types of reaction drives (see 
Spacecraft Propulsion, p. 347), meaning that they burn 
fuel (reaction mass) and direct the heated output in 
one direction, which pushes the spacecraft in the oppo-
site direction. Travel over any major distance typically 
involves a period of high-acceleration burn for several 
hours at the beginning of the #ight, where up to half of 
the reaction mass is spent to drive up the craft’s veloc-
ity. The ship then coasts for the majority of the #ight at 
that speed, until it approaches its destination, where it 
#ips over and burns an equal amount of reaction mass 
in the opposite direction to decrease velocity.

may include nanofabricators, nanoswarms, malware 
and hacker software, drugs and narcoalgorithms, 
certain types of XP recordings, covert operations 
tools, and so on. Certain types of morphs may also be 
restricted, such as reapers, furies, or uplifts.

Certain habitats may insist that visitors—or at 
least the ones they don’t like the looks of—submit to 
speci"c forms of monitoring or surveillance for the 
duration of their stay. This might include taggant 
nanoswarms, hosting a police AI in your mesh inserts, 
or even physical tailing by an armed security drone. 
Other stations will require that their visitors leave a 
fork as a form of collateral at the door—in case they 
commit a crime, the fork can be interrogated.

Finally, though rare, some habitats go so far as to 
charge all visitors an “air tax”—a fee for using the 
station’s publicly available resources while they are 
present. This is generally only common in isolated 
habitats with strained resources, and is considered 
especially obnoxious by most autonomists.

Some syndicates run a good business in smuggling 
certain goods or even people into habitats. This is gen-
erally accomplished through bribed security personnel, 
but is also sometimes handled as falsi"ed credentials 
that will allow the subject to breeze past security 
checks. Such services are typically quite expensive.

For those hoping to gain quiet and unobserved 
access, there is always the option of taking a space-
walk and trying to break in through an unattended 
airlock. Such attempts are quite often dangerous and 
futile, as most habitats have dedicated sensor and 
security systems to monitor their exterior surface and 
in particular any access points. Still, it is a possibility 
for a resourceful team with a skilled hacker, though 
armed sentry bots are a particular danger.

ELECTRONIC ARRIVALS
Arrivals by egocast are sometimes interviewed by 
habitat authorities in a simulspace before resleeving. 
Depending upon the habitat’s attitude toward civil 
rights, this process can be relatively reasonable or 
quite invasive. A minimal entry inspection includes an 
ID check, a brief interview with a customs AI, and a 
review of the specs of the morph into which the arriv-
ing ego plans to resleeve. Habitats with draconian 
immigration measures may use harsh psychosurgery 
interrogation techniques on suspect infomorphs. 
Egocast backups have little recourse to avoid this 
treatment—station authorities can simply "le them 
away in cold storage if they choose—so it is wise to 
investigate custom procedures before you send your-
self over.

Because many people, particularly autonomists 
and brinkers, don’t appreciate this kind of reception, 
various uploading services have stepped in to provide 
pre-customs resleeving for characters traveling to habi-
tats with suspect screening methods. For often-exorbi-
tant fees, the traveler egocasts into an extraterritorial 
substation close to their intended destination, resleeves 
there, and then travels to their destination by rocket.
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NANOFABRICATION
In order to create an object in a nanofabricator 
(whether a cornucopia machine, fabber, or maker; see 
p. 327), three things are needed: raw materials, blue-
prints, and time.

RAW MATERIALS
Raw materials are generally easy to acquire, as most 
nanofabricators are equipped with disassembler units 
that will break down just about anything into its con-
stituent molecules. Feedstock may also be purchased 
(at a cost of Trivial). Many habitats route their recy-
cling and waste products directly into disassemblers.

BLUEPRINTS
Most nanofabricators are pre-loaded with blueprints 
for general purpose items: food, simple clothing, basic 
tools, etc. Blueprints for other goods may be acquired 
in several ways:

black market).

usual rules for social networking (p. 285).

or a nanofabricator containing such plans).

Once the blueprints are acquired, they are simply 
loaded into the nanofabricator.

OPEN SOURCE BLUEPRINTS
Blueprints for many goods may be found for free online, 
disseminated by an active open source software move-
ment. The availability of such plans typically depends 
on the local mesh. In autonomist habitats, a simple 
Research Test is likely to turn up the open source blue-
prints you need (applying modi"ers for unusual items). 
In more restricted habitats, open source blueprints may 
be harder to "nd, as they will be securely hidden from 
the prying eyes of the authorities. In this case, the char-
acter will need to use their Rep to gain access, bribe a 
local hacker group, or do something similar.

Note that restricted nanofabricators may not accept 
open source blueprints (see Blueprint Restrictions).

BLUEPRINT RESTRICTIONS
Some nanofabricators are equipped with pre-
programmed restrictions not to accept blueprints for 
restricted items (such as weapons) or non-licensed 
items (such as black market or open source blueprints). 
These restrictions may be circumvented by hacking 
the nanofabricator and reprogramming it, following 
normal hacking rules (p. 254).

PROGRAMMING BLUEPRINTS
A dedicated character may simply decide to program 
their own blueprints, though this is a time-consuming 

Though some craft burn half their reaction mass 
to get up to the best speed possible, this doesn’t leave 
much room for additional maneuvering or emergen-
cies. Many craft therefore only burn up to a quarter 
or a third of their fuel in initial accelerations, so they 
have some to spare in case they need it. A few tricks 
can be used to save fuel and build speed, such as sling-
shotting around the gravity wells of larger planets or 
aerobraking in a planet’s upper atmosphere.

Travel times between locations are constantly 
changing as various bodies move in their orbits 
around the solar system. Within a cluster or planetary 
system, travel takes a matter of hours. Within the 
inner system, travel can take days or weeks. Travel to, 
from, or within the outer system can take much longer, 
and is usually a matter of several months.

Most ships operate at zero g, except for a few larger 
craft that are able to spin habitat modules for low 
gravity. Periods of high acceleration also produce tempo-
rary gravity in a downward direction, towards the burn.

Space is a valuable commodity on board spacecraft, 
so room is often tight. Sleeping and personal quarters 
are rarely bigger than large closets, just enough room 
for a sleeping bag and personal effects. Depending on 
the size of the craft, there may be a communal recre-
ation area. The crew tend to only be busy at the begin-
ning and end of a trip, when they must deal with accel-
eration/deceleration and maneuvering around other 
space traf"c. The rest of the trip they spend dealing 
with repairs or otherwise killing time, often by access-
ing XP or VR simulations or playing AR games. While 
spacecraft have their own local mesh network, they are 
usually too far to interact with the mesh networks of 
other habitats without signi"cant communications lag, 
so they must make do with their own archive of enter-
tainment options. Many long-haul ships are crewed by 
hibernoid morphs, who hunker down for a long nap.

SPACESHIP COMBAT
Combat in space tends to take place over long dis-
tances using massive beam weapons, railguns, and 
missiles. It also tends to be nasty, brutish, and short. 
Signi"cant damage to a vessel can cause atmospheric 
decompression, killing any biomorph crew who aren’t 
suited up and strapped down. 

For the most part, it is recommended that space 
combat be treated as a plot device, part of the back-
ground story that helps create drama and tension, 
rather than an event that characters actively partici-
pate in. This is not to say the characters cannot play 
a role in the combat or that their actions will have no 
effect on the outcome. They may become involved in 
damage control, negotiate with hostile forces, repel 
boarders, target weapons with Gunnery skill, stage a 
mutiny, attempt to hack the networks of approach-
ing vessels, escape out the airlock, hide out while the 
pirates sack the ship, or similar affairs. It is recom-
mended, however, that gamemasters steer clear of 
space combat situations that could easily lead to the 
whole team dying due to a few bad dice rolls.
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endeavor. To do so, the character must make a Programming 
(Nanofabrication) Test with a timeframe of one week per cost level 
of the item. For example, a Trivial cost item takes 1 week, a Low cost 
item takes 2 weeks, a Moderate item 3 weeks, and so on. Academics: 
Nanotechnology skill or a skill appropriate to the object’s design 
may be used as a complementary skill (p. 173) for this test. A fork or 
muse may also be assigned to such a programming task.

TIME
Once the raw materials and blueprints are in, most nanofabrica-
tion is simply a matter of time. The exact timeframe to create an 
object varies, but roughly approximates 1 hour per cost category of 
the item (1 hour for Trivial, 2 for Low, 3 for Moderate, etc.). The 
gamemaster may feel free to modify this period as appropriate for 
the object.

THE PROGRAMMING TEST
Nanofabrication is typically handled as a Programming 
(Nanofabrication) Test. In most cases, this can be treated as a Simple 
Success Test (p. 118), with a failed roll simply indicating that the 
item has some minor imperfections, or perhaps took longer to make.

In some cases, the gamemaster may call for an actual Success Test, 
meaning that failure is more of a possibility. This should only be 
done for items that are exotic, extremely complicated, or for which 
the blueprints are incomplete or otherwise suspect. This test can also 
be made if the raw materials are limited.

The character operating the nanofabricator can make this test or it can 
be left up to the nanofabricator’s built-in AI. Most such Such AIs have a 
Programming (Nanofabrication) skill of 30 (see AIs and Muses, p. 332).

REPUTATION AND SOCIAL NETWORKS
“Once upon a time, there was a planet so incredibly primitive that its 
inhabitants still used money. That planet is called ‘Mars.’”

—Professor Magnus Ming, Titan Autonomous University

The con"ict between market capitalism and other forms of eco-
nomics is one of transhumanity’s last great culture wars, and it’s 
still being fought. Transhumanity’s expansion into the solar system 
created myriad opportunities to experiment with new economic 
systems. Many failed, but the reputation economies of the outer 
system have proven both utilitarian and robust in a way that no 
previous challenger to market capitalism has managed.

The reputation economy, sometimes called the gift economy or 
open economy, is one in which the material plenty created by nano-
fabrication and the longevity granted by uploading and backups 
have removed considerations of supply versus scarcity from the 
economic equation—destroying classical economics in the process.

The regimented societies of the inner system and the Jovian 
Junta have used societal controls and careful regulation of the 
technologies of abundance on their populations, thus keeping to a 
transitional economy system that is largely an outgrowth of classi-
cal economics. No one could get away with doing this in the outer 
system. In the Trojans and Greeks, much of the belt, free Jupiter, and 
anywhere outward from Saturn, the reputation economy rules.

How did this happen? For one thing, money is a nuisance when 
you’re an autonomous member of an autonomous collective whose 
nearest three neighbors (each 100,000 kilometers away) are also 
autonomous collectives. All of you are almost completely self-suf#cient 
in terms of material resources. You have a "eet of robots that harvest 
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of know, and people you don’t know but who are 
somehow linked to you in one degree or another.

Of course, social networks are not homogeneous. 
Among the ever-diversifying ranks of transhumanity, 
there is a tendency to coalesce around various shared 
characteristics, whether those be cultural background, 
personal interests, professional ties, local connections, 
political af!liations, subcultural obsessions, or simply 
common interest from being part of the same sub-
species clade. The social network of an info-anarchist 
hacker is likely to bear little resemblance to that of a 
hypercorp socialite or an isolate brinker. Nevertheless, 
social networks quite frequently overlap, often in 
unexpected and interesting ways. Most people can 
be considered members of several different types of 
social networks. This overlap is what links disparate 
groupings of transhumans together.

NETWORKING
Just being connected, of course, doesn’t mean you 
have several thousand idle transhumans at your beck 
and call. If you hope to gather the latest gossip, get 
advice from an expert, !nd someone who can !x your 
problems, acquire a piece of gray market tech, or 
spread a meme, you need to know both who to talk 
to in that social network and how to go about getting 
what you need, especially if you hope to keep things 
quiet and not raise any "ags.

This is where your Networking: [Field] skills come 
in (p. 182). Networking represents your ability to 
maneuver through this web of personal and imper-
sonal connections to !nd who and what you need. 
This could be handled by word-of-mouth, posting the 
right queries in the right places on the mesh, monitor-
ing the right personal pro!les and forums, harnessing 
the power of the mob with crowdsourcing, or any 
number of similar creative tactics.

Each !eld you have in Networking represents a 
particular network grouping, a common interest that 
ties people together. Most of these !elds are based 
on factions (Autonomists, Hypercorp, etc.) and tie 
into a special reputation network (see the Reputation 
Networks table, p. 287). At the gamemaster’s discretion, 
other groupings of people could be connected through 
these skills and rep systems. For example, artists and 
journalists of all stripes can fall under the Networking: 
Media skill and f-rep, no matter if they are autonomist 
or hypercorp. Likewise, being a diverse group, brinkers 

water, volatiles, reactor mass, metals, and silicates. You 
have a nanofabricator to make all of your small items, 
a community factory for large ones, and a machine 
shop where you can build anything else—with help and 
advice from an AI with the combined knowledge and 
experience of a top-"ight engineering team, if you even 
need it. You grow your own food.

Money is for people who don’t know how to take 
care of themselves. Transhumanity is only a few 
decades away from being a mature Type I Kardashev 
civilization, having largely mastered the material 
resources of its own solar system. A character from 
the outer system most likely !nds the whole concept 
of money an embarrassment.

However, material abundance hasn’t eliminated the 
value of certain goods and services. A transhuman’s 
lunch might be free, but innovative ideas, new designs, 
health care, sex, and dirty work don’t grow in fabrica-
tors. What if you need gene therapy on your morph to 
grow infrared sensing cells on your face? How about 
someone to assassinate your renegade beta fork after she 
set off a hallucinogen grenade at your gallery opening 
and kidnapped your boyfriend? What if you really need 
a spanking? You call on your social network. If your 
network is suf!ciently deep and numerous and your 
reputation is good enough, someone will help you out.

In the inner system, the reputation economy doesn’t 
replace money for the exchange of goods and services, 
but it does hold sway over the network of favors and 
in"uence. Calling on contacts, getting information, 
and making sure you’re in the best place to see and be 
seen all involve calling on your social network.

SOCIAL NETWORKS
Social networks represent the people you know, and 
the people they know, and so on. It starts with your 
friends and family, spreads out to your co-workers, 
neighbors, and colleagues, and expands all the way 
out to your acquaintances, from the neo-hominid 
waitron at your favorite cafe to the sylph you "irt 
with at the club. In the always-online, fully meshed 
universe of Eclipse Phase, this goes even further, 
encompassing all of the people you’ve linked to via 
social mesh networks, everyone who watches your 
blog/lifelog/updates, and everyone you interact with 
on various mesh forums. Now add in the friend-of-a-
friend factor, and everyone has an impressive ability 
to reach out to people they know, people they sort 

REPUTATION NETWORKS
NETWORK NAME REP NAME NETWORKING FIELD FACTIONS AND OTHERS

The Circle-A List @-Rep Autonomists anarchists, Barsoomians, Extropians, Titanian, and scum
CivicNet c-Rep Hypercorps hypercorps, Jovians, Lunars, Martians, Venusians
EcoWave e-Rep Ecologists nano-ecologists, preservationists, and reclaimers
Fame f-Rep Media socialites (also artists, glitterati, and media)
Guanxi g-Rep Criminals criminals
The Eye i-Rep Firewall Firewall
Research Network Associates r-Rep Scientists argonauts (also technologists, researchers, and scientists)
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represents talking to people you know, spreading the 
word to people they know, posting queries to the social 
network at large, digging through various pro!les, chat 
rooms, etc. to !nd someone who might help you out, 
and so on.

Networking Tests are subject to modi!ers for the 
level of the favor (see below), the amount the character 
is trying to keep quiet about the request (see below), 
and any other factors noted on the Networking 
Modi!ers table or determined by the gamemaster.

Networking Tests are Task Actions—it takes time 
to call in favors or track down information. The time-
frame depends on the level of favor, as noted on the 
Favors table, p. 289.

FAVOR LEVELS AND MODIFIERS
Rep scores are broken down into !ve levels, re#ecting 
your standing within that community. Every 20 points 
of Rep equals one level. See the Reputation Levels 
table for a breakdown.

Likewise, favors are also broken down into !ve 
levels, rated from Trivial to Scarce (see Favors, 
p. 289, for speci!c examples). The standard level of 
favor you can expect to get from a social network is 
based on your level of Rep in that network. If you 
want to pursue a favor above your level, you can do 
so, but you will suffer a negative modi!er on your 
Networking Test. This re#ects that someone with low 
standing has a hard time getting people to go out of 
their way for them. Similarly, if you pursue a favor 
below your level, you receive a positive modi!er to 
your Networking Test, re#ecting that your prestige 
makes it easier to acquire minor things that you need. 
For each level the favor falls under or above your Rep 
score level, apply a + or –10 modi!er, as appropriate.

Jaqui’s on a scum barge and she needs to get a 
hold of a weapon fast. She has a specific weapon 
in mind, but it’s pricey—its cost is High. She 
decides her best approach is to try talking to the 
scum on the ship to try and find someone who 
can lend or sell her such a weapon, using her 
@-rep and her Networking: Autonomist skill of 50. 
Acquiring a High cost item counts as a Level 4 High 
favor (see Acquire/Unload Goods, p. 291). Jaqui’s 
@-rep is 53, which is only Level 3. Since the favor 
is one level higher than her rep level, she suffers 
a –10 modifier on her Networking Test. Jaqui must 
roll a 40 or less (50 – 10) to find a weapon supplier.

EXAM
PLE

do not universally fall into any of the categories, and 
are instead spread out between them. If the gamemas-
ter and players agree, other Networking !elds and rep 
networks may be added, representing other spheres of 
interest, such as AR Games, Sports, Slash Fiction, etc.

The exact uses for which you may exploit your 
social networks are noted below. While in some cases 
the de!ning element is who you know and how good 
you are at reaching out to them, in others the de!ning 
element is how known you are. You might be con-
nected to thousands of people, but if you don’t have 
clout, your efforts to make use of these connections is 
limited. This is where Reputation comes into play.

REPUTATION
Reputation is a measurement of your social currency. 
In the gift economies of the outer system, social repu-
tation has effectively replaced money. Unlike credit, 
however, reputation is far more stable.

Within Eclipse Phase, reputation scores are facilitated 
by online social networks. Almost everyone is a member 
of one or more of these reputation networks. It is a 
trivial matter to ping the current Rep score and history 
of someone you are dealing with—your muse often does 
this automatically, marking an entoptic Rep score badge 
on anyone with whom you interact, updated in real time, 
so you will see if they suddenly take a hit or become 
popular. The 7 most common networks are noted on the 
Reputation Networks table. Gamemasters and charac-
ters may decide to add others appropriate to their game.

You purchase a Rep score in one or more of these 
networks during character creation. Rep scores are 
rated between 0 and 99, just like skills. These ratings 
determine your ability to acquire goods, services, and 
information and favors, as noted below. These scores 
may be raised or lowered during game play according 
to your character’s actions.

USING NETWORKS AND REP
In game terms, you take advantage of your connec-
tions and personal cred every time you need a favor. 
A favor is broadly de!ned as anything you try to get 
via your social networks, whether that be information, 
aid, goods, and so on. Different types of favors are 
described under Favors, p. 289.

THE NETWORKING TEST
To pursue a favor, you start by looking around. This 
calls for a Networking Test to determine if you can 
!nd the person, people, or information you need. This 

NETWORKING MODIFIERS
SITUATION MODIFIER

Favor level exceeds Rep level –10 per level
Rep level exceeds favor level +10 per level

Keeping quiet –Variable (p. 288)
Burning Rep +Rep amount burned
Paying extra +10 per level

REPUTATION LEVELS
REPUTATION SCORE REPUTATION LEVEL

0–19 Level 1
20–39 Level 2
40–59 Level 3
60–79 Level 4
80–99 Level 5
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BURNING REPUTATION
In some cases, getting what you need may be more 
important than not stepping on people’s tentacles. In 
situations of dire need, you can burn some of your 
Rep score to get the job done, meaning that you 
exchange a loss of Rep for a shot at a favor. This 
re!ects that you are pushing the bounds of how far 
people are willing to go for you. While you still might 
get what you need, your online reputation rating takes 
a hit as people !ag you for being needy.

There are two reasons to burn Rep score. The 
"rst is to get a bonus on your Networking Test. This 
indicates that you are pulling strings and calling in 
markers to get the favor you’re after. This is par-
ticularly useful when you are trying to obtain a favor 
that’s of a level higher than your Rep, but abuse it too 
often and you will soon have no social standing at all. 
Every point of Rep you burn gives you an equivalent 
positive modi"er on the Networking Test, up to a 
maximum of +30.

The second option is to burn Rep to seek a favor 
before it has refreshed. This re!ects that you are 
asking for too much in a short period. The amount 
of Rep you must burn in this case depends on the 
level of favor you are seeking, as noted on the Favors 
table, p. 289.

Jaqui’s got her weapon and her target’s where-
abouts, but she needs one more thing: a hacker. 
She needs someone who can open some doors 
and defeat some security systems so she can 
get to the target she’s after in his hideout. Since 
she’s on a scum barge, Jaqui feels that, once 
again, her best option is to work her scum 
contacts. The gamemaster determines that this 
will be another Level 4 favor. Rolling against a 
target number of 40 again, she gets a 13—her 
luck is holding.

She finds a hacker, but now she needs to make 
an exchange for their services. Once again she 
decides not to spend credit and use her @-rep 
instead. Jaqui’s already used up both her Level 4 
and Level 5 @-rep favors, though, so she has no 
choice but to burn reputation. A Level 4 favor costs 
10 Rep to burn. Jaqui spends it, sending her @-rep 
from 53 to 43—she’s been pulling in a lot of big 
favors in a short amount of time, and her friends 
and acquaintances are expressing their annoyance 
by lowering her social standing.

EXAM
PLE

KEEPING QUIET
The problem with using social networks for favors 
is that you end up letting lots of other people know 
what you’re up to. When you’re involved in a clandes-
tine operation, that could be exactly what you don’t 
want. The only way to diminish this is to take your 
requests to trusted friends and ask them to keep quiet, 
but this diminishes the pool of people at your disposal.

PAYING/EXCHANGING FOR FAVORS
Favors don’t necessarily come for free. Depending on 
what you’re after, you may also need to exchange for it.

In the capitalist and transitional economies of the 
inner system and Jovian Junta, you may need to buy the 
goods or services you are after with credit. Even infor-
mation might be paid for by bribing the right person. 
Once spent, that credit is gone until you earn more.

In the anarchistic reputation economies of the outer 
system, you can get what you need for free. In this 
case, you are acquiring goods and services based on 
the strength of your reputation.

EX
AM
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Jaqui rolls a 39—she makes it! After posting 
some public notices on the scum social network 
(she’s not worried about legalities or hiding what 
she’s doing—this is a scum ship after all), she 
gets directed to a weapons dealer with a good 
rep. While a scum arms merchant normally sells 
their wares for credit, Jaqui is scum herself, so 
she’s able to use her scum community standing 
and get the weapon for free. This uses up a High 
favor, however.

THE LIMITS OF REPUTATION
Even in the gift economies, reputation only gets you so 
far. There are limits to how often you can ask for help 
before you start coming across as pushy or a leech. In 
game terms, this is expressed as a refresh rate—the 
amount of time you must wait to pass before you can 
seek out a favor of that level again without seeming 
demanding. Refresh rates are noted on the Favors 
table, p. 289.

If you need to seek another favor before the 
refresh rate has expired, you have two choices. You 
can expend a higher level favor instead, keeping in 
mind that higher level favors refresh more slowly. 
Alternatively, you can burn reputation (see below).

EX
AM
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Now that Jaqui’s got her weapon, she needs 
another favor—she needs to find someone who 
doesn’t want to be found. The person she’s after is 
scum, so once again she turns to the scum for help. 
The gamemaster decides that this is another Level 
4 favor (see Acquire Services, p. 291). Once again, 
with her Networking: Autonomist of 50 and Level 
3 rep, she must roll a 40 or less. She gets a 21, and 
finds someone who has the information she needs.

Jaqui now has a choice. To get this information, 
she either needs to pay the person in credits (a 
High cost) or she needs to expend another Level 4 
favor. She’s low on money, so she decides to use 
her rep again. Level 4 favors only refresh once a 
month, though, and Jaqui used her last one just 
a few hours ago. Her only choice is to expend a 
higher favor, so she expends a Level 5 to get the 
intel she needs.
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ACQUIRE/UNLOAD GOODS
Social networks are a good way to !nd items that 
you can’t buy legally or make at home. Depending 
on who you’re getting the goods from, this will cost 
you credit or require an appropriate Rep score. This 
favor can also be used to sell or give away such items, 
making some money or perhaps even some Rep in 
the process.

ACQUIRE SERVICES
When you lack the skills or education you need, or 
you just need another set of arms, you can call out to 
your social network to !nd someone to help you out. 
If you are looking for someone with a particular skill, 
the result of your successful Networking Test roll is 
the skill rating of the person you !nd. The higher your 
Networking skill, the better able you are to !nd highly 
skilled professionals.

Cole needs to find an astrobiologist who can 
help him identify an alien critter. He rolls his 
Networking: Scientist skill of 50 and gets a 43—a 
success. He tracks down someone with Academics: 
Astrobiology skill of 43 (his roll) who can help him 
out. When the astrobiologist looks the critter over, 
the gamemaster makes a roll for the NPC using 
that skill of 43.

EXAM
PLE

ACQUIRE INFORMATION
When you can’t !nd the information online or you 
don’t have the time or capability to look, you can 
turn to people in your social network and tap their 
accumulated knowledge base.

REPUTATION AND IDENTITY
It is important to note that reputation is closely tied 
to identity. If you are undercover and using a fake ID, 
you can’t really call on your Rep score without giving 
yourself away. As a result, many people using false 
identities end up building up a separate set of Rep 
scores for their alter ego.

Note that since many social network interactions 
take place online, it is possible for someone to secretly 
make use of their real identity while masquerading 
as someone else, as long as they’re careful about it. If 
anyone happens to be spying on their activity via the 
mesh, they stand a chance of being found out.

In game terms, you can try to keep word of what 
you’re doing quiet, but this makes it harder to get 
what you need. For every negative modi!er you apply 
to your Networking Test, the same negative modi!er 
applies to anyone making a Networking Test to !nd 
out what you’re up to.

EX
AM

PL
E

Revisiting one of our previous examples, we go 
back to the point where Jaqui was trying to ascer-
tain someone’s hideout location. Because the 
person she’s after is scum, they’re on a scum ship, 
and Jaqui is using her Networking: Autonomist 
skill to find them, there’s a good chance that if 
she starts asking around to everyone, word might 
trickle back to the person she’s after. She doesn’t 
want them to know she’s on their tail, though, so 
she decides to make her inquiries more discreet. 
She applies a –20 modifier to her Networking 
Test, which lowers her target number from 40 to 
20. As noted before, she rolls a 21, which is a 
failure. She spends a Moxie point to flip the roll, 
though, making it a 12—a success.

Because Jaqui took that –20 hit, representing 
the fact that she was keeping her research quiet, 
her target will suffer a –20 modifier when he 
makes his Networking Test to see if he gets word 
that someone is asking around about his hideout.

FAVORS
Creative players can undoubtedly come up with many 
uses for their social networks, but a few of the more 
common are detailed here.

Gamemasters should use their discretion as to 
how much roleplaying interaction and Networking 
Tests are included in using a social network. For 
normal goods, straightforward information queries, 
or small favors, neither dice rolling nor roleplaying 
may be required. For major requests, interactions 
with contacts, and mission assistance, dice rolls and/
or roleplaying interaction with contacts from the 
social network should usually occur. Gamemasters 
may wish to keep track of the NPC contacts in each 
character’s social networks and make them recur-
ring characters.

FAVORS

FAVOR LEVEL TIMEFRAME
BURNING 
REP COST REFRESH RATE

1 (Trivial) 1 minute 0 1 hour
2 (Low) 30 minutes 1 1 day
3 (Moderate) 1 hour 5 1 week
4 (High) 1 day 10 1 month
5 (Scarce) 3 days 20 3 months

ACQUIRE/UNLOAD GOODS
LEVEL SERVICE

1 Acquire/unload item with an expense of Trivial.
2 Acquire/unload item with an expense of Low.
3 Acquire/unload item with an expense of Moderate.
4 Acquire/unload item with an expense of High.
5 Acquire/unload item with an expense of Expensive
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ACQUIRE INFORMATION
LEVEL SERVICE

1
Common Information: Where to eat. What biz a certain 
hypercorp is in. Who’s in charge.

2

Public Information: Make gray market connections. 
Where the “bad neighborhood” is. Obscure public 
database info. Who’s the local crime syndicate. Public 
hypercorp news.

3

Private Information: Make black market connections. 
Where an unlisted hypercorp facility is. Who’s a cop. Who’s 
a crime syndicate member. Where someone hangs out. 
Internal hypercorp news. Who’s sleeping with whom.

4

Secret Information: Make exotic black market 
connections. Where a secret corp facility is. Where 
someone’s hiding out. Secret hypercorp projects. Who’s 
cheating on whom.

5
Top Secret Intel: Where a top secret black-budget 
lab is. Illegal hypercorp projects. Scandalous data. 
Blackmail material.

ACQUIRE SERVICES
LEVEL SERVICE

1

Trivial favor: Get someone to perform services for 15 
minutes. Move a chair. Browbeat someone. Catch a ride. 
Research someone online. Borrow 50 credits. Other Trivial 
cost services.

2

Minor favor: Get someone to perform services for an 
hour. Move to a new cubicle. Rough someone up. Loan a 
vehicle. Provide an alibi. Healing vat rental. Minor hacking 
assistance. Basic legal or police assistance. Borrow 250 
credits. Other Low cost services.

3

Moderate favor: Get someone to perform services 
for a day. Move to a habitat in the same cluster. Serious 
beating. Lookout. Short-distance egocast. Short shuttle 
trip (under 50,000 km). Minor psychosurgery. Uploading. 
Reservations at the best restaurant ever. Major legal rep-
resentation or police favors. Borrow 1,000 credits. Other 
Moderate cost services.

4

Major favor: Get someone to perform services for a 
month. Move a body. Homicide. Getaway shuttle pilot. 
Industrial sabotage. Large-volume shipping contract on 
bulk freighter. Medium-distance egocast. Mid-range  
shuttle trip (50,000–150,000 km). Moderate psychosur-
gery. Resleeving. Get out of jail free. Borrow 5,000 credits. 
Other High cost services.

5

Partnership: Get someone to perform services for a 
year. Move dismembered body. Mass murder. Major 
embezzlement. Acts of terrorism. Relocate a mid-size 
asteroid. Long-distance egocast. Long-range shuttle trip 
(150,000 km or more). Borrow 20,000 credits. Other 
Expensive cost services.



HOT SPOTS
These places may be of particular interest to sentinels:

Ukko Jylinä : Capital of Solarian culture.�Q�p. 16

Al-Hamadhanj: Capital of sifter culture on Mercury.�Q�p. 20

THREATS
Firewall is actively monitoring these dangers:

Solar X-Risks: The sun as a weapon.�Q�p. 14

The Vulcanoid Gate: Wormhole portal controlled by TerraGenesis on V/2011 Caldwell.�Q�p. 17

Mercury Antimatter Production: Lethal when weaponized.�Q�p. 19

Caloris 18: Contained exsurgent threat.�Q�p. 20

The Egg: Mysterious Factor artifact.�Q�p. 21
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We’ll start off this Firewall Guide to Fun Ways To 
Die in the Inner System with that great big nuclear 
reactor at the center of our lives, around which the 
entire system literally revolves, which simultaneously 
warms us with its nurturing !re and attempts to kill 
us with its caustic rays. The sun, and its close neigh-
bors—Mercury and the Vulcanoids—represent some 
interesting environmental challenges and peculiar 
risks that every sentinel needs to keep in mind.

THE SOLAR CORONA
We use all kinds of words to make the sun seem harmless 
and safe: Average. Middle-aged. Dwarf. Main sequence.

Don’t believe any of it, my little sentinels.
Sol is a monster, a behemoth. It measures 1.4 

million kilometers in diameter and masses more 
than everything else in our system combined. Our 
primary’s gravitational in"uence is felt light years 
away. Nothing is immune to its touch.

Deep in the nuclear furnace that is Sol’s frantic 
heart, hellish temperatures and pressures tear matter 
apart, stripping electrons from their nuclei, creating 
monstrous magnetic fields, and birthing terrible 
storms that rage across our sun’s face. Lines of 
magnetic force shape coronal loops big enough to 
swallow a planet or birth coronal mass ejections that 
"ing billions of tons of superheated plasma tens of 
thousands of kilometers into space. The accompa-
nying radiation reaches much further. If the range 
of Sol’s touch is measured in light years, the reach of 
Sol’s rage is measured in astronomical units.

And here we sit on Sol’s very doorstep.
Still think this is a boring assignment?

SOLAR X-RISKS
The !rst thing to keep in mind is that the sun itself 
presents several existential risks. Yeah, it seems safe 
and stable enough, but it is essentially a ticking time 
bomb. Sol is the most powerful force in the system 
and with a little shove in the wrong direction it could 
cause the death of millions—or everyone. These are 
just a few of the possibilities:

CORONAL MASS EJECTIONS (CMES) AND FLARES
CMEs and "ares happen when solar magnetic !elds 
are stretched to the point of breaking. By using a 
powerful magnetic source, these dangerous events 
could be targeted at one’s enemies. The bursts of 
radiation thrown out by these events is damaging to 
spacecraft, satellites, and biological life, can haze out 
important communications and sensor wavelengths, 
and can cause dangerous geomagnetic storms on plan-
etary bodies. Planets with powerful magnetic !elds 
(Earth, Jupiter, Saturn, etc.) would be protected from 

the worst of the ionic particles emitted by a CME. 
Everyone else would be fried. 

IRON BOMBARDMENT
The sun produces energy by fusing lighter elements 
in to heavier elements. The fusion of iron is an 
endothermic process, though. In other words, it 
doesn’t produce energy. Instead, it sucks the life out 
of you like a needy lover. There isn’t enough iron 
in the solar system to disrupt the fusion process of 
a whole star, but there is enough to throw Sol out 
of balance, causing a localized collapse of the solar 
surface. This would lead to violent magnetic storms 
and plasma ejections. 

On a more speculative scale, if some advanced 
intelligence were able to !gure out a method to cause 
the star’s interior to burn down to a core of iron and 
nickel, the sun would explode in a supernova, wiping 
out the entire solar system. While such methods are 
far beyond transhumanity’s knowledge, we cannot 
rule out the capabilities of other species or minds 
like the TITANs. Of course, an entity or civilization 
capable of iron bombing a star can probably do much, 
much worse things to us.

MINI BLACK HOLE KILL SHOT
If a Ceres-sized singularity were somehow introduced 
to the sun’s heart, this mini black hole would act as a 
vacuum cleaner, eating mass and growing as it feeds. 
Since every star is a delicate balance between the 
compressive force of mass and the expansionist force 
of fusion, this would destabilize the star. The eventual 
result: a supernova—and the end to all your woes. 

CORONAL HABITATS
Owing to the fact that the solar corona is such a 
dif!cult environment for man and machine, there are 
only three coronal habitats. All three are stationed in 
highly elliptical heliocentric orbits that bring them 
to the sun’s north pole at perihelion, where stations 
are relatively safe from "ares and coronal mass ejec-
tions. These coronal habitats are easily identi!ed by 
the bow shocks preceding them and the plasma tails 
that stretch behind them, giving them a characteristic 
tear-drop shape as the solar wind bends around their 
powerful magnetic !elds. 

The hulls of circumsolar habitats are covered with 
thousands of electromagnetic dynamos that draw 
power from the sun itself and generate the powerful 
EM !elds that shield the habitats from solar radia-
tion. Beneath the habitats’ hulls are layers of circu-
lating water for shielding. This energy-blocking shell 
protects a spherical array of habitat modules.

Solar habitats do a thriving business with iceteroid 
miners in the Trojans who deliver deep-space 
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forknapped leaders to gain a negotiating advantage. 
Unfortunately, Firewall knows little beyond the 
rumors. Security is exceptionally tight and major 
egocasting restrictions are placed on the habitat’s 
population of 12,000. Firewall has made at least two 
failed efforts to in!ltrate projects here to learn more.

HOOVERMAN-GEISCHECKER
Station Type: Cluster
Allegiance: Argonaut/Titanian
Primary Languages: None

Hooverman-Geischecker is a joint venture 
between the argonauts and Titan Autonomous 
University sponsoring dozens of research studies. 
This habitat supports a population of about 4,000 
transhumans. Unlike Aten, it has a relatively open 
culture and is run on nanosocialist lines. Major 
avenues of study include pure solar science and 
research into new corona-adapted morphs. This 
station is an ideal staging point for operations as it 
is the least restrictive of the coronal habs. Firewall 
has several agents here, and it’s a great place to make 
connections with the nomads who live within the 
corona—the suryas and other so-called Solarians. 
It is also the only solar habitat supporting tourism 
and offering recreational activities like sun-diving 
(sleeving into a surya or other coronal morph) and 
sun-spotting (bot-jamming tours of solar "ares and 
other features). 

icebergs to replenish the habitats’ water supply. 
The iceteroids are heavily insulated and are them-
selves equipped with powerful EM shields. Moving 
these huge bodies of ice into the inner system is a 
dangerous process—if any element of the iceteroid’s 
shielding were to fail, intense solar radiation would 
immediately vaporize the ice in the affected area, 
generating a gas jet, and creating a runaway comet. 
Due to the resources necessary to import iceteroids 
from the outer system and the risk of an accident, 
supplying these habitats with water is a fabulously 
expensive process.

ATEN
Station Type: Cluster
Allegiance: Planetary Consortium
Primary Languages: English, Mandarin

The public face of this habitat is the Martian 
University of New Shanghai, but in actuality its 
principal funding comes from a shadowy collection 
of hypercorps and other interests. We’ve found links 
to Cognite, Direct Action, and the criminal syndicate 
Nine Lives, among others. Publicly, Aten claims to be 
working on cutting-edge propulsion systems and new 
techniques for solar energy collection, but rumors 
abound that the habitat is heavily involved in military 
research. We’ve heard strange and disturbing tales: 
work on weaponizing the Exsurgent virus; develop-
ment of a simple image that can crash a transhuman 
mind via a visual cortex input glitch; wargaming 
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SECURE RESEARCH

The following file, originating from former MU student Hui 
Fong’s personal muse, turned up in the data cache of a Direct 
Action counter-intrusion specialist.

Yu, it seems you were right. I’ve spent the last few nights 
at the lab trying to get access to the fifth or sixth floors in 
the Molecular Genetics tower with little success. Even the 
vacuum breach slides from those floors are sealed tight 
and have sophisticated monitoring equipment on them. 
Your suspicion that they’re working with some sort of live 
biovirus? I think you’re on to something. I was poking 
around in some of the ceiling access vents on the fourth floor 
and found some shady shit there. Shady, like medical-grade 
human-nutrient support pipes, the kind they use in body 
banks to keep morphs alive between users. And heavy-duty 
Class-C medical containment feeds. I sampled some residue 
and the analyzer identified it as catacinin, a compound used 
to kill all major brain functions. They use it as part of the 
process to wipe the brains of biomorphs when it’s absolutely 
essential that the previous ego be fully eradicated. It’s used 
for people with high-level security clearance when they 
resleeve—and also on people the TITANs had gotten a hold 
of. I hope they’re just doing vaccine research or other preven-
tive care solutions, but why keep it secret? 

Everything else we do here, no matter how far away from 
actual breakthroughs, is trumpeted throughout the inner 
system. Why keep this place quiet, and the third floor of 
the uplift center too? I think we’re on to something and I’m 
willing to chip in to get that journo out here. Maybe she can 
find out a bit more. At the very least she can poke around 
without fearing she’ll lose her scholarship. This shit is making 
me paranoid. I don’t even trust campus security any more. A 
Direct Action safety contractor came by to check the lab fire 
suppression gear and I thought he was there to arrest me. I 
nearly freaked when I saw his uniform.

We need to do something because I can’t stop thinking 
about this. I’m not sure there’s much else we can do on our 
own. I know that we’re supposed to say something when we 
see something—just like the security and safety seminars 
say—but when it’s two floors in a building? I think someone 
already knows what’s going down, someone with pull. And 
while you may be crazy enough to think we can just hack a 
maker and steal some passcodes to get in, I’m betting they 
have security hardware beyond our capabilities. Plus we’re 
looking at serious damage if we got exposed to the catacinin 
or whatever else may be up there. We need to get a pro, 
someone who knows what’s up and can come prepared. 



the corona is one of the few environments within 
the solar system that offers cetacea an approxi-
mate alternative to their native physical forms and 
lifestyles. As a result, Solarian culture is heavily 
in!uenced by dolphin and whale norms. Suryas 
often congregate in pods de"ned by powerful and 
complex familial relationships. Their culture is more 
free-wheeling than typical human behavior and there 
is little goal-direction. Solarian culture is also unusu-
ally intimate and sex is shared freely. The sonar of 
baseline dolphins allows them to “see” everything 
that is happening in their companions’ bodies, in 
terms of health, mood, and so on. It is often said that 
dolphins have no secrets, and so it has come to be 
with suryas. 

As a result of this intimacy and their general seclu-
sion from transhuman culture, the Solarians are some-
times seen as stand-of"sh and unwelcoming. This is 
in large part due to several unfortunate incidents that 
occurred between Solarians and socialites vacationing 
in surya morphs and a simple failure to compre-
hend each others’ cultural norms. While the cetacea 
Solarians are generally inquisitive and sociable, there 
are some Solarians who have de"nitely adopted an 
isolationist mindset, looking at their lifestyle as 
turning their back on the stresses and concerns of 
transhuman society. Because of the radical nature 
of the environment in which the Solarians live, the 
cultural equivalent of radiative speciation can be 
expected to some degree. Though they remain an 
offshoot of transhumanity, the Solarians are de"nitely 
their own clade with their own goals and outlook. 
Some other elements of transhuman society find 
this concerning, viewing the divergent path of the 
Solarians as the growth of an alien culture in the heart 
of the solar system.

UKKO JYLINÄ
Station Type: Cluster
Allegiance: Solarian
Primary Languages: Finnish, Suryan

Ukko Jylinä is distinct as the habitat designed 
by and for those who consider themselves the local 
inhabitants of the solar corona, rather than the 
interests of distant powers. It takes its name from 
a common sequence of helioseismic vibrations 
transposed "fteen octaves upward into the usual 
range of transhuman hearing. The suryas consider 
this harmonic one of the most beautiful sounds the 
sun makes.

The habitat serves as a safe harbor for suryas 
during heavy solar storms, as well as a place for 
the Solarians to socialize, mate, replenish their 
water supplies, egocast, and resleeve. The popula-
tion !uctuates anywhere from 300 to 3,000 (nearly 
the entire surya population) when the weather is 
bad. Suryas huddle within protective hangar/utility 
modules, idling in VR simulspaces, typically sending 
forks to resleeve into salamander morphs to take 
care of any matters requiring a more humanoid 
form. Outsiders are rarely invited and tend to "nd 
the station inhospitable, as there is little in the way 
of living modules or habitable space for common 
transhuman biomorphs. 

SOLARIANS AND CORONAL MORPHS
The “native” Solarian culture is dismissive of 
habitats, preferring a nomadic lifestyle of drifting 
and swimming in the sun’s magnetic field in 
corona-adapted surya morphs. With the exception 
of a number of scientists engaged in solar research, 
this population is largely mercurial, with a high 
percentage of uplifted dolphin and whale egos, as 
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IN THE WILDS OF THE SUN 

[The camera focuses on an unbroken black sky and then 
drifts down to steady on a sea of molten fire. The inferno is 
granular, built of waves of incandescent white and gold and 
orange, pocked with irregular black lesions.] 

“This is Dr. Julia da Rosa of the Icarus Survey. It is 1712 UT 
on 13 January 10 AF. We are skimming … looks like 23,000 
klicks above the chromosphere. Icarus is heavily shielded and 
the AI’s solar meteorology subroutine will move us out of the 
way if it forecasts a flare, but right now we seem to be OK. 
Even so, we’re all in solar survival suits just in c—my god, 
what the hell is that?”

[A black speck skims over the surface of the golden fire. 
It is no bigger than a pencil’s dark tip, but it is moving fast.] 

“Urbano, what is that? Is that a ship?”
[Excited male voice.] “If it is, it’s too low. They better have 

major shielding or the sun’s smallest sneeze will vaporize them.”
[The dark speck powers through a turn, rising out of the 

sun at a steep angle, now shooting toward the camera like 
a missile.] 

“Did they just fire on us?”
“Não, Julia. I told you it’s not a ship.”
[The object is rapidly growing in size as it arrows toward 

the camera. It is sleek and black and shaped like a missile.]
“What is it, then?”
[The object flashes by at incredible speed. The camera 

freezes in on a still-shot, highlighting and bringing the 
bullet-sleek silhouette of what looks like an orca into focus. 
A bright-red scale line appears, stretching from the thing’s 
pointed nose to its broad flukes. The legend next to the 
line says: “8 meters.” The creature’s back is coal black, its 
belly a luminous yellow-gold marked with patches of black. 
It sports two wing-like appendages that are reminiscent of 
a whale’s pectoral fins. The camera resumes the video and 
time starts again. The thing flashes past, rolling on its side 
to bare its belly to the camera, patches of black rapidly 
flashing on and off.] 

[Female voice, whispering.] “My God. I t-think that was 
a surya.”  



APTITUDES

STATS

COG COO INT REF SAV SOM WIL
Base 25 15 15 15 15 15 15

Morph Bonus 10 5 5
Total 25 25 15 20 15 20 15

MOX TT LUC IR WT DUR DR INIT SPD
3 6 30 60 20 100 150 70 1

APT BASE
MORPH 
BONUS TOTAL

Academics: Astronomy COG 60 60
Academics: Astrophysics COG 65 65

Art: Poetry INT 50 50
Fray REF 50 5 55

Free Fall REF 65 5 70
Infosec COG 65 65

Interest: Exo-Planetology COG 55 55
Interest: Pantheism COG 50 50

Interfacing COG 75 75
Investigation INT 50 50

Language: Korean (Native) INT 85 85
Language: English INT 55 55

Language: Hindi INT 60 60
Medicine: Exotic Biomorphs COG 60 60

Medicine: Nanomedicine COG 45 45
Navigation INT 65 65

Networking: Autonomists SAV 50 50
Networking: Hypercorp SAV 30 30

Networking: Media SAV 25 25
Networking: Scientists SAV 70 70

Perception INT 50 50
Pilot: Spacecraft REF 40 5 45

Profession: Stellar R&D COG 65 65
Programming COG 70 70

Research COG 65 65
Swimming SOM 20 5 25

TRAITS
Ego: Hyper Linguist, Real World 

Naiveté, Social Stigma 
(Infolife) Q

Morph: none Q

REP
@-rep: 40
c-rep: 35
f-rep: 25
r-rep: 70

EQUIPMENT
Armor: Bioweave Armor [2/3] Q
Primary Weapon: — Q

Starting Credit: 250 Q
Implants: Basic Biomods,  

Basic Mesh Inserts,  
Bioweave Armor (Light), 
Coronal Adaptation,  
Cortical Stack, Chameleon Skin, 
Enhanced Hearing, Enhanced 
Vision, Lateral Line, Medichines, 
Mnemonic Augmentation, 
Vacuum Sealing Q

Gear: Backup Insurance  
(1 month), Muse, Portable QE 
Com with Low Capacity Qubit 
Reservoir, Radio Booster, 
Security AI Q

Background: Infolife
Faction: Brinker
Morph: Surya
Motivations: +Exploration +Open Society +Spirituality

“Beauty and danger often lie very close to each other. There is no place where this is no more evident than here.”

You consider yourself a Solarian 
“native.” Like the solar system 
orbits around its star, so do you 
circle the sun, drifting in its 
magnetic field and bathing in 
its glorious light. Your work as a 
solar researcher from Ukko Jylinä 
is not just an assignment, it is a 
passion. Though you traveled 
the inner system for years during 
your studies, the sun always held 
a peculiar attraction towards you. 
It is life giver, a radiant light and 
a source of inspiration. Often you 
float in the “cool” photosphere, 
constantly collecting data while 

meditating about the origin and 
meaning of life. Many of the 
others who have chosen a life 
in the vicinity of the sun share 
your spirit and spirituality. It’s a 
social community that does not 
have many secrets, thanks to the 
many uplifted cetaceans who 
have found a new home in the 
corona. You would not want it to 
be different. Though you are of 
infolife origin, the other Solarians 
have admitted you to their family, 
accepted you for who are you 
now, not where you came from or 
who you have been. Q

SOLARIAN RESEARCHER
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