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“What’s the number?”

The words dig their claws into my new vocal cords and yank themselves up and out of my parched throat.
My diction is predictably poor, as it always is during the first few minutes following a resleeve. The pitch
of the voice is apparent despite the mumbled, sandpaper slur of the words. Definitely a biomorph and my
latest sex is female. This much I know in the first few seconds. The model eludes me right now, but P’ll know
for certain soon enough, once motion is mine again. Another fury morph is my first guess.

The slab is hard. Nothing more than frigid metal with crisp white synth-slick wrapped around it. Typical
accommodations for a corp dollhouse. The chill seeps through my skin and wraps around my bones.

A cortical cruncher looms over me, waving his welcome-back beam side to side, occasionally catching my
pupils. His smug, bored face speaks: “Consciousness confirmed.” The beam clicks off. My question should
have made it obvious that I am back, but the guy is a slave to procedure. They all are. Corporate body

banks like their employees paralyzed by obedience, unable to think for themselves. I mumble the question
again. “What’s the number?”

“March r1.”

“How many after the Fall?”
“Are you for real?”

| am paranoid. Yes. | need to know the year every time | return upon a body

bank slab. Paranoia is just one of the plagues transhumanity faces these days.

I try to snag the data from my new sleeve’s mesh inserts before opening my mouth again. No luck. Asking

a sleeve tech for the year is always humiliating. Makes me feel like an amateur, but the circumstances are
definitely extenuating, so I press him. Hard.

“Answer the fucking question.”
The corp sloth gives me the lunatic eye before he answers.

“Uh ... 10 AFE. You haven’t been gone that long. Your last backup ... “
He scans his entoptics for the info.

«

... 14 days, 7 hours ago.”

It takes a second to sink in, but when it does, it stings. It never ceases to shock when time slips away from
me. Two weeks. Gone. Completely wiped from my existence. Two weeks ago, there was another me, sleeved
in another morph. There was a mission and it led to my death. That is all T know. Either Firewall failed
to retrieve the cortical stack off the corpse so I could retain those two weeks, or the fuckers deliberately
chose to swipe that time from me. Honestly, though, both possibilities are preferable to having another self
bouncing around out there, doing who knows what-the-fuck. Some t-humies get off on having multiple
selves traipsing all over, but my ego is in check. One Sava is enough misery to unleash on the ‘verse.

Shit. My brain is wandering off into morose territory; always does during the first moments following a
resleeve. I need a physical context. Something tangible to focus my attention on. I bring my hands in front
of my eyes, arms feeling like two-ton sacks of rocks. The fingers are thin and long; the knuckles callused,
scarred and misshapen. Obviously the work of many thrown punches, fists connecting with jaws, metal,
flesh. Yep. A well-worn fury morph. You get what you pay for, I suppose; or what Firewall is willing to pay
for. Why do I do it? As far as the org is concerned, Pm nothing more than a cheap precision instrument,
tossed into the recycling bin when I snap in half. There will always be more of me, until the horrors prove
too intense, until the files get too corrupt, until I know too much and Firewall decides to wipe me, then
some other sap will step in to preserve transhumanity. Preserve transhumanity. Fantastic. Now I’'m babbling
like a Firewall propaganda tweet! My arms weaken and flop back to my sides. The strength just isn’t there
yet. A few more minutes with nothing but my thoughts.

On his way out of the recovery bay, the cort cruncher laughs at my feeble attempt at motion. “What’s
your hurry?” he says. “Just relax, willya? You collapse onto the floor, you’re gonna stay there until you get
yourself up. They don’t pay me enough to babysit newbies.” His flippancy doesn’t help my mood and the
melancholy returns.

What experiences are no longer a part of my consciousness? Perhaps the thrill of a lifetime. Did I discover
true beauty? Fall in love? Have an epiphany? Save a life? I’ll never know. Those memories, that life, that

version of me, is gone. The new me, lying on this slab, was never shaped by those experiences. My chest
hollows out from the weight of the loss.




I gotta shift the thought process.

Fuck it. Maybe there was no joy, no revelations. It
was a shit two weeks. I'm certain of it. I was bored
out of my mind. Better yet, broken and suffering
from an epic heartache. My demise was meaningless.
I OD’d on kick, flopping on the floor in a pathetic
speed-addled frenzy till my heart exploded. I was
gutted by some low-life scumborn in a back station
corridor over some lo-rez black market XP. I’'m glad
the time was wiped. Ecstatic, in fact. Fuck it. Fuck
them. I don’t need those two weeks.

But these thoughts are lies. I need those two weeks.
I don’t feel whole without them. Hell, I feel incom-
plete if even an hour is sacrificed. I have to know.

Someone knows what occurred. No doubt. Prob-
ably a Firewall proxy, Jesper most likely. He was my
connect this go round. I remember that much. The
wipe would have been his call. And proxies have a
quick trigger finger when it comes to wiping us sen-
tinels. Even a hard-earned rep score can’t save my
memories when Firewall deems the results of a mis-
sion too sensitive for an outer circle thug like myself
to possess. As long as the fucking job gets done. As
long as transhumanity perseveres.

What a shit deal.

How did my life, my lives, come to this? Always in
the hands of another.

Again, the dread, the paranoia. I gotta shake this
off. T have to give the org the benefit of the doubt.
I’ve been a sentinel for decades. I like to think I’ve
saved millions of lives, but ’m just not sure.

Do I trust the org? No. But there is an understand-
ing, a degree of respect. Though as the years continue
to race by, and the gaps grow longer and more fre-
quent, ’'m beginning to doubt Firewall’s commitment
to my preservation.

Suddenly, my muse stirs, breaking my dark
reverie. Several entoptic displays appear in
my field of vision, cycling through diagnostic
routines as my mesh inserts finally come online.
Careza’s familiar feminine voice enters my mind.

[Welcome back, Sava.]

The sound is soothing; like being cradled by my
mother, or embraced by a lover. The harmonic
upgrade was a worthwhile investment. Careza
has learned to use it well. I rarely think of my
muse as an Al It is my only true friend these
days. I wonder if it shares the sentiment. Pve never
shot the thought its way. I keep it to myself. I'm afraid
of what the response might be.

Hey Careza. Glad to be back.

[You could use a drink, | suspect.]

You know me too well, Car. Better than I know
myself.

[Hospitality now has the request. Wait time, approximately
ten minutes.]

Thanks. Careza enjoys our conversations when
my brain has a slight buzz. It is always trying to get
me drunk.
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[You're welcome, Sava. Before you ask, it's been two weeks.
| don't have any information on what happened following our
last resleeve. Currently, we are in lunar orbit aboard Selardi IV.
We are outfitted in a CoreCorp-brand fury morph with minor
enhancements. They will be online shortly. | am pleased to
report the Titanians were victorious and won the Cup.]

Damnit. Would have made a killing on that one.
What did the odds go off at? But before Careza can
dig up the info, I shut down the operation. Wait. No.
I don’t want to know. It’ll only irritate me more. A
nervous energy starts to itch my entire system and a
thick familiar taste begins to coat my tongue. I need
a cigarette.

[Yes. | know. The previous occupant of this morph was a
heavy smoker. The habit might be difficult to shake this time.]

This resleeve just keeps getting better by the minute.
I hate smoking. Booze, fine. I can handle my alcohol,
but smoking always makes me feel like shit. Every
time I get sleeved in a morph with the addiction, I
struggle to kick it. Careza continues with her report
as I try to retain my sanity in the face of an intense
nicotine craving.

[@-rep remains intact.]

Finally some good news. At least 1 didn’t piss off
any allies in the past 2 weeks.

[Indeed. Are you in the right frame of mind for an update
on Rati?]

Rati is my passion. The lover I hold above all others.
She disappeared on me two years ago. No explanation.
The sting still lingers.

Let’s skip the update for now, Careza.

[Understood.]

Run a newsfeed scan. Check for any major incidents
in the past 2 weeks. Maybe there’s a clue as to what
we may have been up to.

As Careza runs the scan and continues her standard
sitrep, I shift my attention to the new sleeve. The
strength to stand is finally there. I push the morph
up and swing the feet onto the floor. Spasms
shoot through every muscle. New morphs
always take a bit of time in which to acclimate.

Luckily, ’'m familiar with the CoreCorp fury,

sleeved it a few times in the past. This one feels

like an old pair of shoes, bit worn and abused,
but able to pound the pavement if need be. The
left ankle is a bit tender. I hold it up a bit to get
a look. Bit swollen. Definitely not new sleeve dys-
morphia. Probably a nagging injury. Again, a pain
in the ass, but you get what you pay for, I suppose.
The nanotat encircling the right bicep is rude and ob-
noxious, even by scum standards—an entire slitheroid
entering the genitals of a female pleasure pod, fully
animated. Class act, whoever opted to etch that upon
the morph. I hate identifying marks, but again, if you
can’t afford a clean morph, you take what you can get.

I slide off the table, managing not to fall over in the
process, and gingerly test the ankle. Sore, but it isn’t
going to snap off.

Put in a request for a paich, left ankle. Bute should
be fine.




[Phenylbutazone. On it's way. And the cocktail will be
here in approximately 30 seconds. Nothing unusual on the
newsfeed scan.]

Figures.

| plod over to the full-length mirror,
standard issue in resleeve waking cham-
bers, and drop the sheet to take a look
at the new me. | spy the cortical cruncher
lingering in the doorway, my cocktail in
his hand, giving my body an appreciative

look. | dont recognize myself.

“Hand me my drink please.” I reach out my hand in
his direction without even acknowledging his presence.
He steps into the room, too close to me, and slips the
drink into my hand. His breath smells like some sort
of sour sausage.

“Not too bad under the sheet, are you?” he says. “I
took a peek earlier, but I must say, the slab didn’t do
you justice. On your feet, the curves really pop. Your
face isn’t much to look at, but that rack is ... ”

I cut him off before I vomit bile into my mouth. “It’s
exquisite. I know. Now shut up and back off before
I rip the skin off your face and slap you silly with it.
He gets the message and slinks from the room.

It is a nice rack.

[If nice is defined by proportion, then | would say yes.]

Als, always so formal.

[You're approximately 4 centimeters taller than your usual
proprieception allows for, so watch your head.]

Thanks for the beads up.

[That was awful.]

Yeah. Yeah. I know. A smile finds its way onto my
face as the banter with my muse lightens my mood.
Looking in the mirror, I try to broaden the smile, to
get a better sense of my new face. I show some teeth.
Nicotine stains all over them. I take a long sip from
my cocktail, swish the alcohol around a bit. I can feel
my blood respond instantly to the sauce. I close my
eyes and let out a sigh. Just a few moments of peace
is all T ask.

[We have a guest, Sava.] Damnit. No such luck.

Who?

[Our last Firewall proxy, Jesper, has sent a beta-level fork of
himself. It is rather impatient to speak with you.]

Connect him.

They just cannot leave me alone, can they? Offi-
cially, Firewall doesn’t even exist. It’s because of Rati
that they got their tentacles wrapped all around me,
through me. The whole mess on Mars. That’s where
it all started. The last time I saw Rati. All that knowl-
edge they allowed me to retain. But why? Until that
day, I had never realized just how scary the universe
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truly was. No, not scary. Horrific. No other word for
something so vast, so uncaring. Transhumanity could
be wiped out completely and it would all just con-
tinue on as before. Horrific. No other way to explain
the feeling you have when you come face to face with
things truly beyond comprehension. Hell, no other
term could encapsulate transhumanity’s actions to-
wards each other—much less what other beings lurk-
ing in the void have in store for us. Perhaps that was
why. To teach me a lesson. To make certain I would
never forget, so I would never cease assisting
the org, because even the briefest glimpse of
what is actually out there is enough.

Jesper’s fork materializes in my field of
vision.

[Welcome back, Sava.]

Fuck off, Jesper. You know I hate
waking up with lack.

[Sorry. Nothing | could do.] His expression
is serious and concerned, but his kinesics
indicate he is as calm as can be. What an
act! Fucking proxies never panic. They
hold all the cards and it’s never their minds
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that are on the line.

Yeah. Right. Get to the point. You don’t have me
sleeved in a combat morph to get some downtime, so
you must have something serious lined up. Are Berk,
Pivo, and Sarlo here?

[Yes, they have been resleeved in the same facility.]

At least my team is with me. People I could count
on. To a certain degree.

All right. What are the details?
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Pivo gripped the smooth outer surface of the station
with all eight arms. Nano-magnetics at the tips of
his vacsuit arms were the only difference between a
secure hold and an endless drift into the depths of
space. He peered up through his faceplate at the dark
orb above him.

Earth.

His eyes locked on an expanse of dead black ocean
through the ominous clouds. Pivo longed to swim in
those ancient depths. Born and bred for space, he had
never once immersed himself in the former ecological
niche of his kind. Odds were against his ever taking
a plunge into the salty waters of an Earth ocean. The
planet was now a plagued death trap. A wasteland of
skeletal forms.

He imagined a time before the Fall, when his ances-
tors thrust through blue waters and slipped effortless-
ly through mazes of coral, or gently floated along with
the current, not bothered by the burden of sapience.
Perhaps octopi still survived beneath the black waters
of the present, eking out a brief existence, biding their
time, keeping the species true and alive until the Earth
could be reclaimed, and Pivo would join them on that
glorious day, abandoning knowledge altogether, and
returning to the ways of instinct.



Vacsuit sensors interrupted Pivo’s fanta-
sy, detecting a laser light that bathed his
form—contact from Sava by line-of-sight
laser link. It was the preferred method of
communication when a mission required
discretion. Pivo’s muse processed the mes-
sage, and Sava’s voice entered his head.

[Something wrong? Why'd you stop
moving?]

[Just enjoying the view,] Pivo beamed back.

[Enjoy it on the way down, for hours if you
want. Get inside the station before one of the
sentry bots finds us.]

Pivo didn’t bother to respond. There
was no arguing with Sava. No use in de-
fending your actions. Pivo began crawling
along the shell of the station again. The
station itself was tethered to the end of a
long, black, carbon nanotube cable that
stretched all the way down to the planet’s
surface—the sole surviving space elevator.

Pivo located the breach, a thin scar in
the station’s metallic hull, the result of an
internal explosion responsible for the station’s
demise during the Fall. The breach was exactly where
Sava said it would be and the description of its size
was dead-on: a gap barely large enough for a human
infant to slip through. According to Sava, years ago,
the self-repairing nanosystems operating in the hull’s
metal had malfunctioned before the breach had been
fully repaired. The level of mission details Sava man-
aged to extract from Firewall was scary sometimes.
Paranoia bloomed for a moment, but he quickly dis-
missed his suspicion, compressed his cephalopod form,
and squeezed his body through the breach.

In blackness, Pivo activated his infrared emitter,
casting the room in a light outside the normal visual
spectrum. The interior of the lifeless station became
visible to his enhanced eyes in the eerie altered colors
of infrared. Pivo almost preferred the dark. Ice crys-
tals glittered from every surface, the reult of flash
frozen moisture in the long-absent atmosphere. Frigid
clumps of human remains floated alongside chunks of
hull metal in a macabre zero-gravity ballet. Pivo float-
ed through the wreckage and the gore, lightly tapping
aside metal or flesh to clear a path deeper into the
room. A female head drifted slowly by, the face frozen
in a gaping silent scream. An intact cortical stack
dangled from the severed neck. For a second, Pivo
considered snatching the stack, but he was not here to
retrieve lost souls. Instead, he placed two of his arms
upon the top of the head and pushed it beneath him,
towards the floor. Like so many others lost during the
Fall, this person would remain forgotten here.

Pivo made it to the airlock without incident, but
he knew his luck would run dry eventually. A run-in
with hypercorp guardians on a derelict station was
unavoidable. Sensors may have already detected his
presence. It was only a matter of time before bots
converged on his position. He just hoped that when
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it occurred (and it most certainly would), it would
happen after he had opened up the airlock and the
rest of the team was inside the station.

The airlock had been welded shut from the inside.
Pivo was prepared for this eventuality, but it made his
detection by guardian bots a certainty. He composed
himself for a few seconds, focused on the task at hand,
then fired up the plasma torch built into one of his
vacsuit arms. A sizzling hiss and a harsh hot blue glare
filled the room. Seconds were now his most precious
possession.

He was almost through the inner door when his
muse pinged him with a warning from the passive
teraherz sensor. An object was moving towards Pivo’s
position rapidly, now only twenty meters away. A
sentry bot would be upon him in soon.

[Almost through the first door,] Pivo transmitted calmly,
even though it took every ounce of his will to keep
the torch steady. [I have company. Be ready.]

[Copy that,] Sava replied.

Finally, Pivo cut through the seal. The octomorph
slithered four arms through the still smoldering sliced
metal, and with a strained yank, pulled the door from
the frame. The door slowly floated away into the
chamber, the edges rapidly cooling. The interior air-
lock door was not welded shut. With a vocal sigh of
relief, all eight of Pivo’s arms began a frenzied assault
upon the airlock door’s manual controls.

[Few more seconds. Just a few more seconds.] But the
seconds had expired.

In his 360-degree field of vision, Pivo could see the
security bot thrust into view behind him. The bot un-
loaded its weapons immediately, the shots ricocheting
off the floating airlock door. The bot advanced on the
door, and with a furious swat knocked the obstruc-
tion aside. It clanged upon the crystalline surface of
the wall. Just as Pivo pulled the last lever to release
the airlock door, blazing plasma fire engulfed him.
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Sava had instructed Careza to surge the neurochem
the instant the airlock portal was open. The muse
did not fail to deliver. In what seemed like an eternal
slow-mo to Sava’s charged brain, the airlock door
swung open into the station, aided by a thudding steel
leg kick courtesy of Berk, the team’s muscle. With a
flash of thought, Sava’s targeting radar snapped up an
entoptic display and locked on two targets: Pivo and
a sentry bot. The robotic guard dog was already level-
ing its weapons, but Sava was faster. Retinal-searing
plasma fire erupted from Sava’s weapon, singeing
one of Pivo’s arms and slamming the sentry back. A
second shot punched through the bot’s armored cara-
pace, melting critical components within, rendering
the bot a useless pile of fused scrap metal.

Sava moved quickly past the cursing octomorph
and unloaded two more shots into the smoking bot.

[We're clear,] Sava transmitted. [One down, but there is
always more. Count on it. Pivo, you shiny?]




[You scorched my breeding arm, puta.] Pivo shot back
with clear agitation rumbling in the harmonics.

[You rather | leave you to the bot next time?] Sava turned
to Sarlo. [Sarlo, get in here and find the console you need.
Berk, we're going to need to set up defensive positions, to
give hacker boy here time to crunch his bits.]

Pivo cut through his vacsuit and detached his dam-
aged arm, cursing Sava under his breath as the vacsuit
rapidly repaired itself and sealed the gap.

[Hey. Don't worry, Pivo. You've got seven more. And besides,
you don't really strike me as the breeding type anyway.] Sava
relished giving Pivo a hard time. It was one of the true
joys in life.

Pushing off from one wall to the next, Sarlo moved
along the chamber with ease and grace. His neotenic
morph was slighter and even more diminutive than
the average human child sleeve, completely augment-
ed and customized to match his “preferences.” He had
paid a fortune for it. The others never understood
Sarlo’s penchant for juvenile human sleeves, so much
so that he always kicked in his own credits to ensure
an augmented neotenic resleeve, even when Firewall
was footing the bill. They also didn’t know where his
seemingly endless supply of personal funds came from,
nor did they want to. As long as he got the job done.

Two minidrones followed after Sarlo, lighting
the area in infrared and actively scanning
on other wavelengths. [This way,| he said,
transmitting an entoptic map to each team
member’s overlay. [It's not far, a hundred
meters or so.] A highlighted route appeared on
the map.

Sava and Pivo followed closely behind
Sarlo, while Berk struggled to keep pace in
her armored gynoid shell.

[Keep up, flatlander. We'll be down the gravity
well soon enough,] Sava beamed to Berk.

[Not soon enough for me,] Berk replied.

The abandoned station was eerily quiet.
Signs of long-forgotten violence and desper-
ation lingered everywhere. Floating debris.
Ruptured and frozen bodies. Scorch marks
and twisted metal. Death owned this place.

When the team reached the control station,
Sava and Berk took up defensive positions
in the corridor while Sarlo and Pivo went to
work on the station’s dormant systems.

[I'll be damned! The mission spec was actually
right. The station systems are active but dormant.
Whomever's guarding this place didn't wreck the
systems, they left open the possibility that the space eleva-
tor could be activated again.] Sarlo gleefully began his
procedures to hack the system.

[Who the fuck would want to risk going down to that ball
of ash?] Berk piped in.

Pivo waved one of his arms in agitation. [Need |
remind you that some of us happen to think that reclaiming
our home planet is a good idea?]

[Reactionary thinking, if you ask me.] Berk replied.
[Shrugging off all of our old nation-state loyalties is one of
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the best steps transhumanity has ever made. Leave reveling
in the glories of the past to the bio-cons. I'll take a future
where we step boldly outward into space, thank you much.]

[Let's cut the politics.] Sava pointed at Berk. [You're
an anarchist, | get it.] Then Sava pointed at Pivo. [And
you're on a reclamation kick. Fine.] But Sava’s rant was
interrupted by half a dozen fast moving dots upon
the team’s entoptic radars. [Incoming pings. Sarlo, you
in yet?]

[Working on it. Fuck. Fuck. Shit.] Sarlo’s childish voice
sounded petulant.

[Work faster. If these bots have heavy ordnance, we're
screwed.] Sava and Berk both unloaded suppression
fire down their respective stretches of corridor before
the bots even made it to the corners. The bots halted
their approach momentarily, taking cover just around
the bend. More bots began to appear on the radar,
moving towards the position of the first responders.

[We're running out of time, Sar! More bots gathering!]
Sava unloaded another round of suppression at the
bend. Berk kept her weapon quiet, waiting for a bot
to make a move into the corridor before lighting it up,
but the bots remained put. More gathered, and even
more appeared on radar, moving to the same position.

[They're gonna be all over us any second now!]

[Consider this a gift, ladies and gents ... ] And with a
final operation, Sarlo seized control of the station’s
entire security system.

Suddenly, one of the bots turned on the others.
Another soon joined it. In a matter of seconds,
fumes and debris came drifting down the corridor
as all-out warfare broke out between the bots. Sava
and Berk lowered their weapons and admired the
sounds of Sarlo’s handiwork.

[Damn, Sar! | guess that is why you are one of the best

hackers in the system!]

[Applause, applause, ya waify freak!]

[When you've got cutting edge-exploits courtesy of the
leet coding AGls on Extropia, there's not a whole lot you can't
do.] Sarlo delivered the line with a calm harmonic, but

Sava was watching his kinesics, and they were off the
charts. The neotenic’s little heart was beating like a
drum roll. Sava opted not to bust his furless balls
about it, and instead let Sarlo have his moment in
the sun. This had been a “close one,” and another
close one might not end up in their favor.

Sava allowed a few seconds of relieved silence

before getting the team back to business. [Sarlo. How
soon till the elevator is active?]
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Pivo stuck to the portal, watching as they descended
below the soot-filled layer of clouds and the Earth
below came into view. They were in the atmosphere
now, descending on a taut beanstalk stretched be-
tween the Earth and station above, a massive feat of
engineering built from carbon nanotubes. The shuttle
car crawled down the elevator cable, bringing them
closer and closer to the ruined planet.




Earth’s atmosphere was now choked with a thick
dust, the color of rust. The winds whipped over the
planet’s surface with breakneck velocity, swirling
dangerously in certain pockets. The world’s weather
systems had been irretrievably ravaged by the Fall,
when transhumanity had seemingly gone to war with
a group of rogue Als known as the TITANs. Bombs,
raging fires, chemical attacks, biowar plagues, vora-
cious nanoswarms—even nukes—had taken their toll.
It was now an inhospitable place, gripped by nuclear
winter. Some of the clouds were formed into unusual
shapes, defying the high winds, even seeming to writhe
as they moved—the thriving descendents of self-rep-
licating airborne nanoswarms, Pivo suspected. Who
knew what other monstrosities waited for them below,
evolved from the remnants of Al war machines?

The Earth was off-limits now. Abandoned to the
enemy. Though the TITANs were presumed to be
long gone, escaping the solar system via secretly-con-
structed wormholes gates, taking millions of forcibly
uploaded transhuman minds with them—they had left
many of their tools and weapons behind. Likewise,
some of the weapons transhumanity had unleashed
on the Als—and, quite often, themselves—had taken
on a life of their own. So Earth had been abandoned
and interdicted, with hypercorp killsats laced into
orbit to shoot down anything that attempted to leave
or land on the planet’s surface.

As a reclaimer, Pivo was part of a small but vocal
faction that advocated a return to Earth. There was
still hope for the planet, they believed. It had always
perservered, and this was no time to give up on it.
Earth needed to be cleansed and terraformed, resusci-
tating transhumanity’s home. But the reclamers were
a minority. To most survivors of the Fall, the Earth
held too many horrible memories. Lives ruined. Loved
ones lost. Their own deaths. It was a monument to
transhumanity’s arrogance and mistakes, a grim
reminder that they were not above destroying them-
selves despite all of their advances and technology, or
perhaps because of them.

This didn’t prevent some from trying, of course.
Scavengers still raided the planet’s ruins, retrieving
long-lost treasures, cultural artifacts, or even the
preserved mind-states of those who failed to escape.
Some reclaimers had initiated their own secret mis-
sions, intending to establish a basecamp from which
they would begin operating their own reclamation
projects. Most were never heard from again.

The team of four rested and prepared equipment
in the shuttle’s large open lounge, Sava and Sarlo
in a cramped inflatable survival bubble so the bio-
morphs could escape the confines of their vacsuits
for a while. Pivo elected to remain outside the
bubble and in the vacsuit. Close confines with Sava
during the descent did not sound pleasant to him.
The walls of the lounge were smeared with decades-
old blood, now frozen into a crystalline brown in
the depressurized cabin. Whoever the last passengers
were to ride this shuttle, fleeing the doomed Earth,

must have set violently upon each other, fueled by
madness or despair.

[l wonder what it was like.] Sarlo tossed the thought
out to the group.

[What?] Pivo replied.

Sava quickly jumped in and put an end to the dis-
cussion Sarlo was yearning to start. [Quit with the phi-
losophizing and the dramatizing. You know | cannot stand that
shit.] Sava tried desperately to maintain order and an
air of gruff detachment. It was too easy to let the brain
wander off into the past and the fate of the millions
who perished during the Fall. To counter this, Sava
always resorted to the diatribe. [Listen. We all know the
mission specs. We're locating someone. A courier. Most likely
a corpse. Last known position while alive was the base sta-
tion we will drop into when this ride stops. Mount Kilimanjaro.
Which, according to quite reliable sources, was once overrun
by killbots, which are most likely still in the vicinity.] Sava
paused for dramatic effect before continuing. [We
retrieve something from the courier. What, we don't fucking
know. Only that it is quite valuable to the org. We stick to what
we know. | dont want to hear any more bullshit “what ifs
and “1 wonders.” If your thoughts are anywhere other than
the mission, keep them to yourself. | don't want to hear them.]
And with that declaration, the rest of the journey to
the Kilimanjaro station was in silence, each confined
to their own thoughts, not a single ping between them.
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The shuttle rattled to a stop inside the dark cavern-
ous hangar. At one time, the Kilimanjaro hangar was
the busiest Earth-to-space station port in the world,
servicing millions of customers annually. Now, as
Pivo clung to a shuttle window and stared out into
the black emptiness of the hangar, it seemed as if the
place was a soulless vacuum.

[Ready when you are.] Sarlo pinged Sava, poised
to hack open the shuttle door and allow the stale
dust-choked air of Earth to waft over the team. Sava
nodded to Sarlo and the shuttle door slid open with
a rush of decompression. A blinding red-gray dust
blasted into the shuttle from the hangar and coated
the shuttle interior almost immediately.

Sava’s first step into the Kilimanjaro hangar landed
firmly onto the brittle ribcage of a child’s skeleton.
The bones snapped into splinters and powder with a
crunch. The floor surrounding the shuttle airlock was
carpeted with skeletons entangled in a mass of tattered
clothing. There was no way to avoid stepping upon
them. One by one, the others stepped from the airlock.

[This place is a tomb,] Berk beamed to the group.

[This whole planet is a tomb,] Sava replied, with an
extra echo harmonic allowing the word tomb to con-
tinue on well after the phrase was transmitted, added
specifically to annoy Pivo, who immediately shut
down the echo in his head with a countermeasure
from his muse.

Sava took a few more crunching steps forward,
then stopped. The rest of the team followed suit.




[Something is not right here.] Sava kicked at one of the
skeletons. The bones rattled and cracked. [I don't see
any skulls.]

[Forced uploading,] Sarlo transmitted. [TITAN machines
harvested the heads of the dead for scanning.] He shrugged.
[That's my guess, anyway.]

[Shut up!] Sava signaled the team to silence. [Who
else hears that?]

A low mechanical whir reverberated nearby. [I'm
picking it up.] Pivo replied. [Up a bit to the north. About
30 meters.] As if in response to Pivo’s observation, an-
other whir began, this one behind the team, from the
south end of the hangar. Another whir from the east
joined in the chorus. The sounds were coming closer,
becoming more distinct, more aggressive.

[No visual, yet. This fucking place is so deep and thick with
this dust shit, seems to act like chaff too. Infrared is giving me
only about twenty feet!] Sava motioned for the team to
move to the right. [Stay close, we move slow and keep the
triggers itchy. The passenger lounges are just east of us. We
start the search there.] The whirs were now all around
them, hovering just outside visual range.

[What the fuck is that?] A flying insectoid bot with
six articulated arms ending in small buzzsaws lunged

from the dusty darkness at Berk, who dropped to
the floor and unleashed plasma fire into it. The bot
slammed into a pile of bones and rags and set it alight.
The fire spread quickly, leaping from dry cloth to dry
cloth. The blazing hangar floor now illuminated the
area in the hot orange glow of flame. At least a dozen
insectoid bots hovered in a perimeter around the team,
awaiting an opportunity to strike. Another bot dove
at Berk, its buzzsaw arms slashing wildly. Berk fired,
but missed. The bot slammed into Berk’s head and
the buzzsaws ground into her neck. Sparks flew in all
directions as metal met metal. She dropped her rifle
and pushed against the body of the bot till the saws
were off her neck. [Fucking run you idiots! I've got this!]

Sava fired and dropped a bot, then dashed east,
leaping over spreading waist-high flames. [Make for the
lounge!]

Pivo elevated onto two arms and ran behind Sava,
his five remaining arms flopping wildly above his
head. [Out of the way, ya poke!] Sarlo outpaced the
slower octomorph, running through the flames to-
wards the lounge.

Berk flung the frenzied bot into a flaming pile of
bones, scrambled to her feet, and followed after the



group, covered in bone bits and dust, the bot swarm
in whirring pursuit.

Sava reached the lounge first and the portal was open.
Turning with rifle raised, Sava took cover against the
door frame. Sarlo and Pivo were past the flames and
Berk was closing the gap, as were the bots. Sava un-
loaded cover fire that sizzled over Sarlo’s head, knock-
ing another bot out, but the rest of the swarm remained
unphased. They just kept coming. Suddenly, more bots
appeared out of the shrinking darkness near the lounge.

[There's more! They're flanking!] Sava blasted at the
new bots to try and slow down their gambit. Sarlo
was only thirty feet from the portal when he tripped
on a tangle of bones. His boyish body collapsed face
first into the dust and human remains. Pivo made an
awkward leap over him, skidded across the floor, and
squished into the outer lounge wall right near the
door. Sava reached out, snagged the octomorph by a
arm, and dragged him into the safety of the lounge.
Berk tried to stop and help Sarlo up, but her momen-
tum was too much and her footing upon the dusty
floor too unstable. She tumbled forward in a roll of
dust cloud, chipped bone, and tattered rags, finally
slamming into Sava in the doorway.

The three team members within the lounge gathered
themselves just in time to witness a bot latch onto
Sarlo’s head from above as he stood up. The machine
stretched two arms out to the side, then plunged their
spinning blades into Sarlo’s neck. Sarlo’s eyes went wide
and his body tensed as the saw blades ground through
flesh and bone, working through his neck in seconds.
The instant his head was severed from the torso, the bot
swooped around and zipped off over the flames, into
the dark oblivion of the far end of the hangar.

Sarlo’s headless body wavered for a second, then
collapsed, spurting blood in long, lazy arcs.

* % ¥

Pivo, Sava, and Berk sat in silence. They had managed
to seal the portal into the lounge, locking out the hor-
rors of the hangar. The headhunter bots could still be
heard hovering outside the portal, occasionally clang-
ing and grinding their blades against the sealed door.

Berk finally broke the silence. [I'm trying very hard not to
think about what they're going to do with him.]

[Try harder. Sarlo knew the odds of survival were slim when
he signed on. We all did.] Sava stood up.
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[Should we tell him? When he resleeves?] Pivo knew this
was going to set Sava off, but he blurted it anyway.

[Would that be kindness or cruelty, Pivo? And besides,
there is no guarantee that any of us will survive. So who gives
a shit? Whenever your last backup was, | sure hope you're not
gonna miss anything since. Let's get moving.]

* % ¥

With Sarlo gone, Pivo took over the navigation duties.
They were nearing the corporate VIP lounge, the last
known location of the courier.

The team moved through dark corridors filled with
headless skeletons and mummified remains. Years
ago, the corporate forces defending the structure had
been overrun by Al war machines, which mercilessly
slaughtered everyone inside. The walls were scarred
from battle, covered in dried blood. Destroyed rem-
nants of the Al war machines littered the halls as well,
haunting monuments to the few victories humanity
had in their losing battle. Even as piles of scrap, the
machines had a menacing presence.

[Too bad this isn't a salvage op,] Berk commented. [The
autonomists could use a look at this tech. At the very least,
figure out what the hypercorps might try to do with it.]

As they entered a long concourse, the remains and
debris abruptly disappeared, as if cleared out.

[I'm getting some strange thermal readings here. Patterns
that don’t make sense,] transmitted Pivo.

[What is that supposed to mean?] Sava beamed back.

Before Pivo could give thought to “I don’t know,”
his muse issued a chilling warning: [My nanosensors
register the presence of unknown nanobots in large numbers
of a highly sophisticated design, suggesting a TITAN manu-
facture. Countermeasures have been initiated.]

[Nanoswarm. Move! Move!] Pivo broadcasted in a
panic as he launched into a full two-armed sprint.
Sava and Berk followed Pivo’s lead without question.
They all knew the dangers of a TITAN nanoswarm.
Unlike the nanobots Pivo often made, which were
manufactured with particular purposes in mind, and
which were neither self-sustaining or intelligent, this
particular nanoswarm was autonomous, self-replicat-
ing, adaptive, and capable of making almost anything
it needed. Even as they fled, individual nanosensors
were measuring up the three agents, transmitting
details on their morphs and gear to the rest of the
swarm.

A junction came into view ahead, the pathway nar-
rowing into a smaller tunnel. Suddenly, Pivo stopped,
just a meter before the tunnel. [Do not move forward!]
The others crashed to a halt.

[What the fuck Pivo!?] Sava looked back down the
hall. [Fucking swarm could be finishing us as we speak!]

[My muse picked up a burst of thermal energy here. The
swarm is up to something,] Pivo warned.

[But there’s nothing here,] Berk replied, as she
waved her hand across the tunnel entrance. Her
metal hand suddenly clanged to the floor, separated
from her wrist.

[Monomolecular wire.] Even though the situation grew
more dire by the minute, Pivo was impressed and fas-
cinated with the inventiveness of the alien nanotech.
[It laced the door with it. Cuts through anything. Weak tensile
strength though—you probably snapped it.]

[We're fucked. Let's face it.] Berk picked her severed
hand off the floor. Down the hall, the nanoswarm
began to take a visible shape as the nanobots accreted.
The swarm was congealing into a fog, creeping closer.
Berk continued, [The entirety of this port is probably filled
with this shit. I'm useless at this point. These things are al-
ready all over my systems, my diagnostics are going crazy.|

[So what are you saying, Berk? You done?] Sava transmitted.

[Yeah. I'm done.] Berk shook her head in disgust.
[Who knows what these little bastards have infected me with.
| don't want to risk it. I'd rather resort to a clean back up.
Forget this shit ever happened. You keep running if you want.
I'll try to buy you some time.] Berk turned and ran di-
rectly into the fog. The nanoswarm sucked in around
her immediately and the disassembly began. Berk’s
metal frame began to dissolve as she ran further and
further away from Pivo and Sava, leaving a wispy trail
of nanoswarm behind her.

[Get fucking moving fools! This isn't for my amusement!
I'll see ya the next time around.] A few minutes later,
Berk’s signal went dead.

* % ¥

Sava and Pivo entered the VIP lounge. When the
spaceport was overrun so many years ago, this was
the site of the humans’ last stand. Piles of security per-
sonnel skeletons littered the floor just inside the door-
way. The charred remnants of a hopeless barricade
were scattered beside the mounds of bone. Skeletons
draped in torn singed civilian garb were clustered
around the walls and corners, sometimes three or four
deep, as if they had all scrambled as far as possible
from some avatar of death in the middle of the room.

Pivo started an operation to locate the RFID tag
the courier was supposedly chipped with in his left
shoulder blade. The code triggered a ping within three
meters. Pivo pointed a lengthy arm at a small bone
pile. [He's in there somewhere.]

Sava stepped over to the pile of three skeletons
and began rummaging through the bones, yanking
out or snapping off all the femurs. [Goddamnit | want
a cigarette. This morph has me so tweaked. Haven't | made
it clear | don't smoke? Yet, every time, they sleeve me in a
morph nailed with the habit.] Sava handed the bundle of
bones to Pivo.

[Must be a fury thing. Should just take a few minutes to
scan these for the nanoscale etching.] Pivo got to work.
[Enough time for a smoke, if you want.]

[Yeah. Real funny. How about I grind you up into dust and
smoke you?] Sava sat down on the floor as Pivo sent
out a chuckle.

The deceased courier, whomever he was, had been
entrusted with information too sensitive to transmit.
No one knew the true capabilities of the TITANSs to




intercept and decode, so the courier had been injected with nanobots that etched a nanoscopic I ————
encoded message directly onto one of his femur bones. However, he had never made it off the -
planet. His message had never been delivered.

Pivo and Sava had no idea what the information was, but someone at Firewall obviously
deemed it worthy of capture. Information on the TITANs perhaps. Or some CEQO’s secret
family recipe for pasta sauce.

[This is the one.] Pivo held out the femur to Sava and tossed the others to the floor.

[What does it say?]

[I'don’t know. Not sure | want to know.] Pivo continued to hold out the femur.

[Enough with the drama Pivo. Just get your nanos to read it. We need a copy of the data. If you don't want to
carry, | will.]

[I'd prefer that. Thank you.] Pivo set his nanobots to work on deciphering the inscription. When they
were done, the intel was transmitted directly to Sava. Pivo wanted no part of it.

[So, now what? How do we get out of here? The only way out is the way we came in, and that's suicide.]
Pivo’s complexion changed from a milky green to an almost royal blue. It always happened when

helplessness began to settle in.

Sava did not hesitate to answer, choosing to speak as opposed to transmit. “We’re not gonna
leave, Pivo. Not even gonna try.” Sava raised the plasma rifle and aimed it directly at Pivo’s oblong
head. “See you next time, calamari.” Sava pulled the trigger, and a fiery bolt of plasma reduced
Pivo to a twitching mass of bloody scorched cartilage atop writhing arms. The arms continued to
flop on the floor in a growing pool of blood as Sava sat down next to a pile of bones and leaned
against the wall.

Sava pulled out a cigarette and lit it. The first inhale was virtually orgasmic. Sava loved to
smoke.

Upon exhale, Careza pinged. [Shall | contact Project Ozma?]

Yeah. Get our lady on the line.

A woman’s voice, cold and harsh, entered Sava’s head, so different from the soothe of

Careza. [Are you prepared to deliver, Agent Sava?]

[That depends.] Sava took another drag.

[Perhaps I did not make myself clear during our initial negotiations, Agent Sava. Your
options are rather limited. You are unlikely to make it off the planet alive, and we cannot
afford to lose this information, nor can we afford to have it fall into the hands of your
organization. You are going to have to follow through, and trust that we will do the same.]

[Either you give me her location right now, or | take your precious info with me.]

There was a long pause before the woman transmitted again. | You realize there will be conse-
quences, Agent Sava. For you and for Rati.]

[Yeah. | suppose so.] The cigarette burned to the filter and Sava flicked it into a bone pile. [So what's

it gonna be?]

[We do not bargain, Agent Sava, after a deal has been struck. Do as you will, and we will react
accordingly.] The connection with the woman terminated. Sava stood up and walked over to where
the courier’s femur lay and picked it up. Pivo’s gore coated the bone. Sava wiped it off and held it
up to take a close look.

Sorry, Careza. Info payload only. Leave the ego bebind.

[Understood.]

With the flash of a thought, Sava instructed Careza to activate the cortical stack’s emergency
farcaster—a one-shot neutrino transmitter, powered by the tiniest amount of antimatter. Sava’s
head exploded all over the room, taking the courier’s femur with it. The information contained on
the femur, however, found its way almost instantly through the blackest depths of space, landing
safely onto a dedicated Firewall receiver elsewhere in the solar system.

L

“What’s the number?”
The words dig their claws into my new vocal cords and yank themselves up and out of my
parched throat. My diction is predictably poor, as it always is during the first few minutes following
a resleeve. The pitch of the voice is apparent despite the mumbled, sandpaper slur of the words.
Definitely a biomorph and my latest sex is female. This much I know in the first few seconds.



EIPHERTHE SlNIGULARITY ...

Transhumanism is one of the core concepts behind
Eclipse Phase. Check out this quick summary of the
cultural and intellectual movement.

Hp.18

Never played a tabletop roleplaying game? Check out
this synopsis of what a roleplaying game is and then
read the description of how they're typically played.
Hpp.18 & 20



_ ECLIDSE PHASE

An “eclipse phase” is the period of time between when a cell is
infected by a virus and when the virus appears within the cell and

transforms it. During this period, the cell does not appear to th/

infected, but it is. THEMES

Post-Apocalyptic, Conspiracy, and Horror themes are central
to the Eclipse Phase setting. Read more here: B p. 19
i

TERMINOLOGY

There's a lot of jargon in Eclipse Phase, but you

don’t need to memorize it all—this is an open book
roleplaying game! M pp. 25-27

DEFAULT CAMPAIGN: FIREWALL

In the default campaign setting, your character is an
agent-on-call—a “sentinel —for a shadow network
known as Firewall. ® p. 22
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SYNOPSIS
WELCOME TO FIREWALL
ATIME OF ECLIPSE
GAME MECHANICS
CHARACTER CREATION

SKILLS
ACTION AND COMBAT
MIND HACKS
THE MESH
ACCELERATED FUTURE
GEAR
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We humans have a special way of pulling ourselves up
and kicking ourselves down at the same time. We’d
achieved more progress than ever before, at the cost
of wrecking our planet and destabilizing our own
governments. But things were starting to look up.

With exponentially accelerating technologies, we
reached out into the solar system, terraforming worlds
and seeding new life. We re-forged our bodies and
minds, casting off sickness and death. We achieved
immortality through the digitization of our minds,
resleeving from one biological or synthetic body to
the next at will. We uplifted animals and Als to be our
equals. We acquired the means to build anything we
desired from the molecular level up, so that no one
need want again.

Yet our race toward extinction was not slowed, and
in fact received a machine-assist over the precipice.
Billions died as our technologies rapidly bloomed into
something beyond control ... further transforming
humanity into something else, scattering us through-
out the solar system, and reigniting vicious conflicts.
Nuclear strikes, biowarfare plagues, nanoswarms,
mass uploads ... a thousand horrors nearly wiped
humanity from existence.

We still survive, divided into a patchwork of restric-
tive inner system hypercorp-backed oligarchies and
libertarian outer system collectivist habitats, tribal
networks, and new experimental societal models. We
have spread to the outer reaches of the solar system
and even gained footholds in the galaxy beyond. But

we are no longer solely “human” ... we have evolved

into something simultaneously more and different—
something transhuman.

oTRRTING OUT

Eclipse Phase is a post-apocalyptic roleplaying game
of transhuman conspiracy and horror. Humans are
enhanced and improved, but humanity is battered and
bitterly divided. Technology allows the re-shaping of
bodies and minds and liberates us from material needs,
but also creates opportunities for oppression and puts
the capability for mass destruction in the hands of ev-
eryone. Many threats lurk in the devastated habitats of
the Fall, dangers both familiar and alien.

WHAT [5 & ROLEPLAVING GAME?

Have you ever read a book or seen a movie or a tele-
vision show where a character does something really
stupid, like heading into a basement at night when the
character knows the serial killer is around? The whole
time, you’re thinking: “I wouldn’t walk down those
creepy stairs to the dark basement, especially without a
flashlight. I’'d do X, Y, or Z instead!” Since you’re in the

r

WHAT IS
TRANSHUMANISM?

Transhumanism is a term used synonymously to
mean “human enhancement.” It is an interna-
tional cultural and intellectual movement that
endorses the use of science and technology to
enhance the human condition, both mentally
and physically. In support of this, transhumanism
also embraces using emerging technologies to
eliminate the undesirable elements of the human
condition such as aging, disabilities, diseases, and
involuntary death. Many transhumanists believe
these technologies will be arriving in our near
future at an exponentially accelerated pace and
work to promote universal access to and demo-
cratic control of such technologies. In the long
scheme of things, transhumanism can also be
considered the transitional period between the
current human condition and an entity so far ad-
vanced in capabilities (both physical and mental
faculties) as to merit the label “posthuman.”

As a theme, transhumanism embraces heady
questions. What defines human? What does it
mean to defeat death? If minds are software,
where do you draw the line with programming
them? If machines and animals can also be
raised to sentience, what are our responsibilities
to them? If you can copy yourself, where does
“you” end and someone new begin? What are
the potentials of these technologies in terms of
both oppressive control and liberation? How will
these technologies change our society, our cul-
tures, and our lives? |

passenger’s seat for the plot you’re reading or watching,

however, you simply have to sit back and let it unfold.

What if you could take hold of the driver’s seat?

What if you could take the plot in the direction you'd
choose? That is the essence of a roleplaying game.

A roleplaying game (or RPG, for short) is part im-

provisational theater, part storytelling, and part game.
A single person (the gamemaster) runs the game for
a group of players that pretend to be characters in a
fictitious world. The world could be a mystery game
set in the 1920s that takes you adventuring around
the globe, a fantasy realm inhabited by dragons
and trolls and sword-wielding barbarians, or a sci-
ence fiction setting with aliens and spaceship and

world-crushing weaponry. The players pick a setting
that they find cool and want to play in. The players
then craft their own characters, providing a detailed

!TY



POST-APOCALYPTIC, CONSPIRACY, AND HORROR THEMES

Several themes pervade Eclipse Phase, some of which
the reader may not be intimately familiar with. The
following helps define these themes so that as play-
ers read further into this rulebook, they gain a solid
understanding of how Eclipse Phase builds on such
themes to create its unique setting.

Post-apocalyptic is a term used to describe fiction
set after a cataclysmic event has ended human civili-
zation as we know it (usually accompanied by loss of
human life on an almost unthinkable scale). The exact
mechanism of the disaster is usually unimportant:
nuclear war, plague, asteroid strike, and so on. The
importance of the theme is the human condition. If
the world we know is torn away from us and humans
suffer horrors beyond imagining in this transforma-
tion to a post-apocalyptic setting, how does human-
ity cope? Do we survive and thrive and overcome?
Or do we lose our own humanity in the process, or
ultimately fall to extinction? Those are the questions
that drive this genre.

To conspire means “to join in a secret agreement
to do an unlawful or wrongful act or to use such
means to accomplish a lawful end.” As such, a con-
spiracy theory attributes the ultimate cause of an
event or a chain of events (whether political, societal
or historical) to a secret group of individuals with
immense power (including political, wealth and so
on) who hide their activities from public view while
manipulating events to achieve their goals, regard-
less of consequences. Many conspiracy theories
contend that a host of the greatest events of history
were initiated and ultimately controlled by such
secret organizations. Of equal importance is the
silent struggle between clandestine groups, waging
a secret war behind the scenes to determine who
influences the future.

history and personality to bring each to life. These
characters have a set of statistics (numerical values)
that represent skills, attributes, and other abilities.
The gamemaster then explains the situation in which
the characters find themselves. The players, through
their characters, interact with the storyline and each
others’ characters, acting out the plot. As the players
roleplay through some scenarios, the gamemaster will
probably ask a given player to roll some dice and the

resulting numbers will determine the success or failure

of a character’s attempted action. The gamemaster
uses the rules of the game to interpret the dice rolls
and the outcome of the character’s actions.

As a group exercise, the players control the storyline
(the adventure), which evolves much like any movie or
book but within the flexible plot created by the game-
master. This gamemaster plot provides a framework

Horror takes many forms, but in Eclipse Phase it is
more psychological than gore. It is the uncertainty of
survival, the suspense of finding malevolent things
among the stars, the fear of the unknown, the dread
of facing Things That Should Not Be, the revulsion
when encountering alien things, and the sickening
realization of the wrong and ghastly things that tran-
shumans are capable of doing to themselves and each
other. Horror also arises both from the comprehension
that there are scary things beyond our understanding
inhabiting our universe and that transhumanity may
be its own worst enemy. Despite all of the technologi-
cal tools and advances available to future transhumans,
they still face terrors like losing control of their own
identities, their perceptions, and their mental facul-
ties—not to mention their future as a species.

Eclipse Phase takes all of these themes and weaves
them together in a transhuman setting. The post-
apocalyptic angle covers the understanding of all
that transhumanity has lost, the fight against extinc-
tion, and how much of that is a struggle against
our own nature. The conspiracy side delves into the
nature of the secret organizations that play key roles
in determining transhumanity’s future and how the
actions of determined individuals can change the
lives of many. The horror perspective explores the
results of humanity’s self-inflicted transformations
and how some of these changes effectively make us
non-human. Tying it all together is an awareness of
the massive indifference and the terrible alien-ness
that pervades the universe and how transhumanity is
insignificant against such a backdrop.

Offsetting these themes, however, Eclipse Phase
also asserts that there is still hope, that there is still
something worth fighting for, and that transhuman-
ity can pave its own path toward the future. |

and ideas for potential courses of action and outcomes,
but it is simply an outline of what might happen—it
is not concrete until the players become involved. If
you don’t want to walk down those stairs, you don’t.
If you think you can talk yourself out of a situation
in place of pulling a gun, then try and make it happen.
The script of any roleplaying session is written by the
players, and the story, based upon the character’s ac-
tions and their responses to the events of the plot, will
constantly change and evolve.

The best part is that there is no “right” or “wrong”
way to play an RPG. Some games may involve more
combat and dice rolling-related situations, where other
games may involve more storytelling and improvised
dialogue to resolve a situation. Each group of players
decides for themselves the type and style of game they

enjoy playing!

ENTER THE SINGULARITY
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BUT HOW DO VOU ACTURLLY PLAY?

S . % To play a game of Eclipse Phase, you need the following:

-
|

Y
|

Peongmi

e A group of players and a place to meet (real life
or online!)
One player to act as the gamemaster
The contents of this book
Something for everyone to take notes with (note-
pads, laptops, whatever!)
Two 10-sided dice per player (or a digital
equivalent)
Imagination

AL GROUP OF PLAYERS AND A PLACE TO MEET

While roleplaying games are flexible enough to allow
any number of people, most gaming groups number
around four to eight players. That number of people
brings a good mix of personalities to the table and
ensures great cooperative play.

Once a group of players have determined to play
Eclipse Phase, they’ll need to designate someone as
the gamemaster (see below). Then they’ll need to de-
termine a time and place to meet.

Most roleplaying groups meet once a week at a reg-
ularly scheduled time and place: 7:00 PM, Thursday
night, Rob’s house, for example. However, each group
determines where, how they’ll play, and how often.
One group may decide they can only get together
once a month, while another group is so excited to
dive into the story potential of Eclipse Phase that
they want to meet twice a week (they decide to rotate
between their houses, though, so as not to overload
a particular player). If a group is lucky enough to

S¥Nop have a favorite local gaming store that supports in-
e — store play, the group mi'ght meet there. Other gaming
groups meet in libraries, common rooms at their
A TIVE OF ECLIPSE school, bookstores that have generously-sized “read-
ing rooms,” quiet restaurants, and so on. Whatever

GAME MECHANICS = fits for your gaming group, make it work!
' : When getting together for a game, most RPGs
CHARACTER CREATION use the phrase “gaming session.” The length of each
gaming session is completely dependent upon the con-
SKILLS sensus of the playing group, as well as the limitations
of the locale where they’re playing. The particular

ACTION AND COMBAT . . . .

story that unfolds in a given session can also impact a
MIND HACKS session’s length. If playing in a game store, the group
_ may only have a four-hour slot and the gamemaster
THE MESH S Sl . & and group may have determined—through several ses-

. Al \ sions of play—that this is a perfect time frame to enjoy
ACCELERATED FUTURE - i ) the story they’re participating in each week. Another
' group, however, may want an even shorter length of

GEAR time. Yet another group may decide that while they’ll

RUNNING THE GAVE usuauy do foull'-hour sessions, once a month the}.r 1
set aside an entire Saturday for a great all-day gaming

REFERENCE session. Players will need to dive in and start play-

ing and be flexible to decide what will provide the

ultimate enjoyment for their gaming group.
_ While the camaraderie of a shared experience of
‘ - ' playing face-to-face with a group of friends remains



the strength of roleplaying games, groups need not
confine themselves to a single mode of play. There are
myriad options that can be used. Email, instant mes-
sages, message boards, video chats, phone/voip calls,
text messages, wikis, (micro-)blogs: any and all of
these can be utilized to play the game without having
warm bodies in seats directly across the table from
one another.

Finally, when playing groups meet for the first time,
they should generate their characters (as opposed to
generating characters by themselves). While a gaming
group can decide to generate characters individually,
often it is far easier once the players are together. This
allows those more experienced in roleplaying games to
help those new to RPGs. Even more important, it en-
ables the entire group to tailor the characters so there
is not too much overlap in capabilities and style. After
all, with the wealth of character opportunities avail-
able, you don’t want to show up at the table with an
almost identical character to the player next to you.

THE GAMEMASTER

Once a group has been organized, someone needs to
step up and take the reins of the gamemaster. Some
groups have a single gamemaster that runs all their
gaming sessions month after month. Other groups
rotate a gamemaster, with a single gamemaster run-
ning a given portion of the unfolding story for sev-
eral sessions before handing the work off to another
player. Once again, the participants should be flexible.
Some groups may have the perfect person who loves
the work involved and is more than willing to run
session after session, while other groups may decide
that they all want to take turns both as the gamemas-
ter and as players.

The gamemaster controls the story. They keep track
of what is supposed to happen when, describes events
as they occur so that the players (as characters) can
react to them, keep track of other characters in the
game (referred to as non-player characters, or NPCs),
and resolve attempts to take action using the game
system. The game system comes into play when char-
acters seek to use their skills or otherwise do some-
thing that requires a test to see whether or not they
succeed. Specific rules are presented for situations that
involve rolling dice to determine the outcome (see
Game Mechanics, p. 112).

The gamemaster describes the world as the char-
acters see it, functioning as their eyes, ears, and other
senses. Gamemastering is not easy, but the thrill of
creating an adventure that engages the other players’
imaginations, testing their gaming skills and their
characters’ skills in the game world, makes it worth-
while. Posthuman Studios and Catalyst Game Labs
will follow the publication of Eclipse Phase with sup-
porting supplements and adventures to help this pro-
cess along, but experienced gamemasters can always
adapt the game universe to suit their own styles. In
fact, since Eclipse Phase is published under a Creative
Commons License (see p. 5), players are encouraged

to tailor the universe to their style of play and also
to share that with other players. You never know
when a specific choice you’ve made in the running of
a campaign is exactly what another gamemaster and
his group is looking for.

THE CONTENTS OF THIS BOOK

Whether you have purchased the print or electronic
version, this book is specifically organized to present
the information you need to know to start telling
your stories in the Eclipse Phase universe. Below
you’ll find a summary of each chapter of the book.

A Time of Eclipse: A comprehensive history and set-
ting fully describes the Eclipse Phase universe and how
humanity transitioned from here to there. See p. 30.

Game Mechanics: The player’s desired actions
become reality within the universe through quick and
easy-to-use game mechanics. See p. T12.

Character Creation and Advancement: Creating a
unique character can be one of the most enjoyable
experiences of roleplaying. Even more rewarding is
watching that character evolve and grow across nu-
merous gaming sessions, far beyond anything your
imagination first envisioned. See p. 128.

Skills: Beyond a character’s innate abilities, their
skills are what set them apart. This is what your
character knows and what they know how to do. See
p. 170.

Action and Combat: What is a dramatic story with-
out action and violence? When words fail, weapons
will blaze. See p. 186.

Mind Hacks: The unusual possibilities offered by
psi abilities and mental reprogramming. See p. 216.

The Mesh: The all-pervasive nature of the mesh
ensures that it is a key element to any story telling.
See p. 23 4.

Accelerated Future: The wonders of advanced tech-
nologies and how they work. See p. 266.

Gear: Personal enhancements, weapons, robots, and
everything else in between. See p. 294.

Game Information: The quintessential set of insider
secrets for gamemasters. See p. 3 50.

TAKING NOTES

Whether a gamemaster or player, you’ll need a way to
track information. Players will be generating charac-
ters and making changes to those characters from ses-
sion to session. Meanwhile, the gamemaster will have
a host of information to track: notes on how the story
is unfolding due to player character interaction that
you’ll need to fold into next week’s session; changes
to NPCs; changes to player characters that the players
are not yet aware off (such as a character has been
mind hacked but doesn’t yet know it); and so on.
Additionally, some groups enjoy a synopsis of
each session that can be compiled and read at a
later time in order to enjoy and share their exploits,
just as you might fileshare clips from your favorite
video game to show off your skill in taking the
bad guy down (traditionally this has been called
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“bluebooking”). This can be particularly useful if a

player was unable to attend a given session, pro-
viding a quick re-cap that they can read before at-
tending the next gaming session and thus avoiding
a bog-down up-front as that player tries to catch
up on current events in the game. The session scribe
can be a shared responsibility or assigned, all based
upon what a given playing group finds works best
for them. Likewise, some gaming groups audio-
record their entire game session, both for later
reference and for “actual play” podcasts.

The old standard of a pencil and paper still works
wonders. A host of additional technologies, how-
ever, provide many new options for players. From
a text file on a laptop to a shared wiki, the ability
to track large amounts of information in a quick
and useful fashion—while simultaneously making
appropriate information available to each player
from session to session—significantly decreases
how much time everyone needs to spend tracking
information. That time can now be redirected into
the enjoyment of participating in a great story.

DICE

As described in the Game Mechanics section (p. 112),
two ten-sided dice are required to play Eclipse Phase.
While most players enjoy the feel of tossing dice onto
a table, there are many other mechanisms for rolling
two ten-sided dice to achieve a oo to 99 result. Players
who make heavy use of any online technologies for
game play—such as using online chatting or video
blogging—should find it easy to track down and
implement a quick dice-rolling program.

[MAGINATION

All too often, it’s easy for someone looking at an
RPG to be intimidated. So many concepts to grasp,
so many ideas that seem overwhelming. Just as de-
scribed under What is a Roleplaying Game?, how-
ever, how often have you read a book or watched
that movie and decided that you would have done
it better? That’s your imagination at work. Just dive
in and you’ll be amazed at how quickly you can im-
merse yourself in the Eclipse Phase universe. Soon
you’ll be spinning stories with the best of them.

Also, don’t forget to tap your resources. Your
gaming group is your best resource. What’s going on,
ideas for how to handle a situation, or how to take
on a bad guy: these are just some of the things that
can and should be discussed by the gaming group
in between sessions, and each is an opportunity to
strengthen your imagination.

Another resource is simply watching TV or read-
ing a good book. Pay attention to how the story is
put together, how the characters are built, and how
the plot unfolds. Push your imagination and soon
you’ll be figuring out subplots and who the bad guy
is long before it’s revealed. Knowing how a story is
put together enables you to put together your own
stories during each gaming session.

Finally, eclipsephase.com is the official site for
Eclipse Phase. If you have questions about the
game or want to see how another group of players
handles a given situation, post on the forums. The
online community can be just as helpful and enjoy-
able as a local gaming group.

WHAT DO PLAVERS DO?

The players can take on a variety of roles in Eclipse
Phase. Due to advances in digital mind emulation
technology, uploading, and downloading into new
morphs (physical bodies, biological or synthetic), it is
possible to literally be a new person from session to
session. With bodies taking on the role of gear, players
can customize their forms for the task at hand.

THE DEFRULT CRMPAIGN

In the default story (also known as “campaign set-
ting”), every player character is a “sentinel,” an
agent-on-call (or potential recruit) for a shadowy
network known as “Firewall.” Firewall is dedicated
to counteracting “existential risks”—threats to the
existence of transhumanity. These risks can and do
include biowar plagues, nanotech swarm outbreaks,
nuclear proliferation, terrorists with WMDs, net-
breaking computer attacks, rogue Als, alien en-
counters, and so on. Firewall isn’t content to simply
counteract these threats as they arise, of course,
so characters may also be sent on information-
gathering missions or to put in place pre-emptive



or failsafe measures. Characters may be tasked to
investigate seemingly innocuous people and places
(who turn out not to be), make deals with shady
criminal networks (who turn out not to be trustwor-
thy), or travel through a Pandora’s Gate wormhole
to analyze the relics of some alien ruin (and see if
the threat that killed them is still real). Sentinels
are recruited from every faction of transhumanity;
those who aren’t ideologically loyal to the cause are
hired as mercenaries. These campaigns tend to mix
a bit of mystery and investigation with fierce bouts
of action and combat, also stirring in a nice dose of
awe and horror.

ALTERNATE CAMPAIGNS

When they’re not saving the solar system, sentinels are
free to pursue their own endeavors. The gamemaster
and players can use this rulebook to generate any
type of story they wish to tell. However, the following
examples provide a brief look at the most obvious op-
portunities for adventure in Eclipse Phase.

After each campaign variant below, a list of “ar-
chetypes” for Eclipse Phase are provided in paren-
thesis. Archetypes are the names applied to the most
common character types featured in those scenarios.
For example, in a traditional detective story, the ar-
chetypes would be the Detective, the Damsel In Dis-
tress, the Hard-bitten Cop, and so on. In a cowboy
movie, the archetypes would be the Gunfighter, the
Bartender, the Marshal, the Indian Brave, and so
on. Players will note that some archetypes fit into
multiple story settings. The character creation system
(p. 128) allows players to create any of the suggested
archetypes. Just as roleplaying games are designed
for players to build their own stories, however, these
archetypes are just suggestions and players can mix
and match how they will.

Salvage and Rescue/Retrieval Ops: The Fall left
two worlds and numerous habitats in ruins—but
these devastated cities and stations contain untold
riches for those who are brave and foolhardy
enough. Potential hauls include: weapon systems;
physical resources; lost databanks; left-behind up-
loads of friends, family, or important people; new
technologies developed and lost in the brief singular-
ity takeoff; valued heirlooms of immortal oligarchs;
and much more. Outside of these once-inhabited
realms, space itself is a big place and lots of people
and things get lost out there. Some need to be saved
and some are beyond saving. This option lets players
explore the unknown or seek out specific targets on
contract. (Archeologist/Scavenger/Pirate/Free Trader/
Smuggler/Black Marketeer)

Exploration: There are plenty of opportunities
to be had as an explorer, colonist, or long-range
scout—perhaps even as one of the few lucky or sui-
cidal individuals who explore through an untested
Pandora’s Gate. Even the Kuiper Belt, on the fringe
of our solar system, is still sparsely explored; there
may be riches and mysteries still to be found. Many

dangers also lurk in odd corners of the system, from
isolationist posthuman factions to secretive criminal
cartels, as well as pirates, aliens, and others wish-
ing to remain out of sight. (Explorer/Archeologist/
Scavenger/Singularity Seeker/Techie/Medic)

Trade: While the majority of inner system trade is
controlled by sleek hypercorporations, many of the
smaller or more independent stations rely on small
traders. In the post-scarcity outer system, trade takes
on a different form, with information, favors, and
creativity serving as currency among those who no
longer want for anything due to the availability of
cornucopia machines. (Free Trader/Smuggler/Black
Marketeer/Pirate)

Crime: The patchwork of city-state habitats and
widely varying laws throughout the system create
ample opportunity for those who would make a
living from this situation. Black market commodi-
ties and activities include infomorph-slave trading,
pleasure pod sex industries, data brokerage and
theft, extracting/smuggling advanced technologies
and scientists, political/economic espionage, assas-
sination, drug and XP dealing, soul-trading, and
much more. Whether as an independent or part of
an organized criminal element, there are always op-
portunities for those with a thirst for adventure or
profit and questionable morals. (Criminal/Smuggler/
Pirate/Fixer/Black Marketeer/Genehacker/Hacker/
Covert Ops)

Mercenaries: The constant maneuvering of ideolog-
ically-driven factions, the squabbling over contested
resources, and the rush to colonize new exoplanets
beyond the Pandora Gates all spark new conflicts on
a regular basis. Some of these simmer and seeth as
low-intensity conflicts for years, occasionally flaring
into raids and clashes. Others break out into all-out
warfare. Women and men willing to bear arms for
credits are always in demand for good wages. Play-
ers can engage in commando and military campaigns
in habitats, between the stars, or in hostile planetary
environments. (Merc/Security Specialist/Fixer/Bounty
Hunter/Ex-Cop/Medic)

Socio-Political Intrigue: The corporations and
political factions that span the solar system do not
always play nice with each other, but neither is it
wise for them to openly confront each other except
under extreme circumstances. Many battles are
fought with diplomacy and political maneuvering,
using words and ideas more potent than weapons.
Even within factions, social cliques can compete
ruthlessly, or heated class conflicts can come to
a boil, tearing a society apart from within. In this
campaign, the players can start as pawns of some
entity who rise through the ranks as they become
more enmeshed in the intrigues of their sponsor, play
a group of ambassadors and spies stationed in the
opposition’s capital, or can play a group of activ-
ists and radicals fighting for social change. (Politico/
Socialite/Covert Ops/Hacker/Security Specialist/
Journalist/Memeticist)
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WHERE DOES IT TARE PLACE?

While Eclipse Phase is set in the not-too-distant
future, the changes that have taken place due to the
advancements of technology have transformed the
Earth and its inhabitants almost beyond recognition.
As players dive into the universe, they’ll generally
encounter one of the following settings.

HUMANITYS HABITATS

The Earth has been left an ecologically-devastated
ruin, but humanity has taken to the stars. When
Earth was abandoned, so too were the last of the
great nation-states; transhumanity now lacks
a single unifying governing body and is instead
subject to the laws and regulations of whomever
controls a given habitat.

The majority of transhumanity is confined to
orbital habitats or satellite stations scattered
throughout the Sol system. Some of these were
constructed from scratch in the orbit or Lagrange
points of planetary bodies, others have been hewn
out of solid satellites and large asteroids. These sta-
tions have myriad purposes from trade to warfare,
espionage to research.

Mars continues to be one of transhumanity’s
largest settlements, though it too, suffered heavily
during the Fall. Numerous cities and settlements
remain, however, though the planet is only partially
terraformed. Venus, Luna, and Titan are also home
to significant populations. Additionally, there are a
small number of colonies that have been established
on exoplanets (on the other side of the Pandora
Gates) with environments that are not too hostile
towards humanity.

Some transhumans prefer to live on large colony
ships or linked swarms of smaller spacecraft, moving
nomadically. Some of these rovers intentionally exile
themselves to the far limits of the solar system, far
from everyone else, while others actively trade from
habitat to habitat, station to station, serving as
mobile black markets.

THE GREAT UNKNOWN

The areas of the galaxy that have felt the touch of
humanity are few and far between. Lying betwixt
these occasional outposts of questionable civilization
are mysteries both dangerous and wonderful. Ever
since the discovery of the Pandora Gates, there has
been no shortage of adventurers brave or foolhardy
enough to strike out on their own into the unknown
regions of space in hopes of finding more alien ar-
tifacts, or even establishing contact with one of the
other sentient races in the universe.

THE MESH

While not a “setting” in the traditional sense, as
the sections describe above, the computer net-
works known as the “mesh” are all-pervasive. This
ubiquitous computing environment is made pos-
sible thanks to advanced computer technologies and

nanofabrication that allow unlimited data storage
and near-instantaneous transmission capacities. With
micro-scale, cheap-to-produce wireless transceivers so
abundant, literally everything is wirelessly connected
and online. Via implants or small personal comput-
ers, characters have access to archives of information
that dwarf the entire 21st-century internet and sensor
systems that pervade every public place. People’s
entire lives are recorded and lifelogged, shared with
others on one of numerous social networks that link
everyone together in a web of contacts, favors, and
reputation systems.

EGO V5. MORPH

The distinction between ego (your mind and per-
sonality, including memories, knowledge, and skills)
and morph (your physical body and its capabilities)
is one of the defining characteristics of Eclipse
Phase. A good understanding of the concept right
up front will allow players a glimpse at all the story
possibilities out of the gate.

Your body is disposable. If it gets old, sick, or too
heavily damaged, you can digitize your conscious-
ness and download it into a new one. The process
isn’t cheap or easy, but it does guarantee you ef-
fective immortality—as long as you remember to
back yourself up and don’t go insane. The term
morph is used to describe any type of form your
mind inhabits, whether a vat-grown clone sleeve,
a synthetic robotic shell, a part-bio/part-synthetic
“pod,” or even the purely electronic software state
of an infomorph.

A character’s morph may die, but the character’s
ego may live on, assuming appropriate backup
measures have been taken. Morphs are expendable,
but your character’s ego represents the ongoing,
continuous life path of your character’s mind and
personality. This continuity may be interrupted by
an unexpected death (depending on how recently
the backup was made), but it represents the totality
of the character’s mental state and experiences.

Some aspects of your character—particularly skills,
along with some stats and traits—belong to your
character’s ego and so stay with them throughout
the character’s development. Some stats and traits,
however, are determined by morph, as noted, and so
will change if your character leaves one body and
takes on another. Morphs may also affect other skills
and stats, as detailed in the morph description.

WHERE T0 GO FROM HERE?

Now that you know what this game is about, we sug-
gest that you next read the Time of Eclipse chapter
(p. 30), to get a feel for the game’s default setting
(which you are, of course, free to change to suit your
whims). Then read the Game Mechanics chapter
(p. T12) to get a grasp of the rules. After that, you
can move on to Character Creation and Advancement
(p. 128) and create your first character!




TERMINOLOGY

Eclipse Phase uses a host of jargon to simply convey
the numerous concepts covered within the pages of
this book. While not all-inclusive, this list of terminol-
ogy will allow players to quickly acclimate themselves
for their journey into Eclipse Phase. If you read some-
thing and are confused, don’t worry. These concepts
are fully explained in later sections of this book.

Note that several of the words on this list are
standard scientific terms, often used in astronomy. As
Eclipse Phase attempts to remain as close to “hard sci-
ence” as possible—while allowing players to interact
with the great stories waiting to unfold—such terms
are used liberally.

M Aerostat: A habitat designed to float like a balloon in a
planet's upper atmosphere.

M AF: After the Fall (used for reference dating).

M AGI: Artificial General Intelligence. An Al that has cogni-
tive faculties comparable to that of a human or higher.
Also known as “strong Al" (differentiating from more
specialized “weak Al"). See also “seed AL"

M Al: Artificial Intelligence. Generally used to refer to weak
Als; i.e., Als that do not encompass (or in some cases, are
completely outside of) the full range of human cognitive
abilities. Als differ from AGls in that they are usually
specialized and/or intentionally crippled/limited.

B Anarchist: Someone who believes government is
unnecessary, that power corrupts, and that people should
control their own lives through self-organized individual
and collective action.

M Arachnoid: A spider-like robotic synthmorph.

M Argonauts: A faction of techno-progressive scientists
that promote responsible and ethical use of technology.

M AR: Augmented Reality. Information from the mesh (uni-
versal data network) that is overlaid on your real-world
senses. AR data is usually entoptic (visual), but can also
be audio, tactile, olfactory, kinesthetic (body awareness),
emotional, or other types of input.

B Async: A person with psi abilities.

M AU: Astronomical unit. The distance between the Earth
and the Sun, equal to 8.3 light minutes, or about 150
million kilometers.

M Autonomists: The alliance of anarchists, Barsoomians,
Extropians, scum, and Titanians.

M Barsoomian: A rural Martian, typically resentful of
hypercorp control.

M Basilisk Hack: An image or other sensory input that
affects the brain’s visual cortex and pattern recognition
abilities in such a way as to cause a glitch and possibly
exploit it and rewrite neural code.

M Beehive: A microgravity habitat made from a tunneled-
out asteroid or moon.

M BF: Before the Fall (used for reference dating).

M Bioconservative: An anti-technology movement that argues
for strict regulation of nanofabrication, Al, uploading, forking,
cognitive enhancements, and other disruptive technologies.

M Biomorph: A biological body, whether a flat, splicer,
genetically engineered transhuman, or pod.

M Body Bank: A service for leasing, selling, acquiring, or
storing a morph. Aka dollhouse, morgue.

M Bots: Robots. Al-piloted synthetic shells.

M Bracewell Probe: A type of autonomous monitoring deep-
space probe meant to make contact with alien civilizations.

M Brinkers: Exiles who live on the fringes of the system,
as well as other isolated and well-hidden nooks and
crannies. Also called isolates, fringers, drifters.

M Case: A cheap, common, mass-produced synthetic shell.

M Chimeric: Transgenic, containing genetic traits from
other species.

M Circumjovian: Orbiting Jupiter.

M Circumlunar: Orbiting the Moon.

M Circumsolar: Orbiting the Sun.

M Cislunar: Between the Earth and the Moon.

M Clade: A species or group of organisms with common
features. Used to refer to transhuman subspecies and
morph types.

M Cole Bubble: A habitat made from a hollowed-out
asteroid or moon, spun for gravity.

B Cornucopia Machine: A general-purpose nanofabricator.

M Cortical Stack: An implanted memory cell used for ego
backup. Located where the spine meets the skull; can be
cut out.

M Cyberbrain: An artificial brain, housing an ego. Used in
both synthmorphs and pods.

M Darkcast: lllegal and black market farcasting and
egocasting services.

M Domain Rules: The rules that govern the reality of a
virtual reality simulspace.

M Drone: A robot controlled through teleoperation (rather
than directly via onboard Al).

M Ecto: Personal mesh devices that are flexible, stretchable,
self-cleaning, translucent, and solar-powered. From
ecto-link (external link).

M Ego: The part of you that switches from body to body.
Also known as ghost, soul, essence, spirit, persona.

M Egocasting: Term for sending egos via farcasting.

M Entoptics: Augmented-reality images that you “see” in
your head. (“Entoptic” means “within the eye.")

M ETI: Extraterrestial intelligence. The term Firewall uses
to refer to the god-like post-singularity alien intelligence
theorized to be responsible for the Exsurgent virus.

M Exalts: Genetically-enhanced humans (between gen-
efixed and transhumans). Aka genefreaks, the ascended,
the elevated.

M Exoplanet: A planet in another solar system.

M Exsurgent: Someone infected by the Exsurgent virus.
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M Exsurgent Virus: The multi-vector virus created by
an unknown ETI and seeded throughout the galaxy in
Bracewell probes. The Exsurgent virus is self-morphing and
can infect both computer systems and biological creatures.

M Extrasolar: Outside the solar system.
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M Factors: The alien ambassadorial race that deals with
transhumanity. Also called Brokers.

M The Fall: The apocalypse; the singularity and wars that
nearly brought about the downfall of transhumanity.

M Farcasting: Intrasolar communication utilizing classical
communication technologies (radio, laser, etc.) and
quantum teleportation.

M Farhauler: Long distance space shipper.

M Firewall: The secret cross-faction conspiracy that works
to protect transhumanity from “existential threats” (risks
to transhumanity’s continued existence).

M Flatlander: Someone born or used to living on a planet
or moon with gravity.

M Flats: Baseline humans (not genetically modified). Also
called norms.

M Flexbot: A shape-changing synthmorph also capable of
joining together with other flexbots in a modular fashion
to create larger shapes.

M Forking: Copying an ego. Not all forks are full copies.
AKA backups.

M FTL: Faster-Than-Light.
M Fury: A transhuman combat morph.

M Gatecrashers: Explorers who take their chances using a
Pandora gate to go somewhere previously unexplored.

B Genehacker: Someone who manipulates genetic code to
create genetic modifications or even new life.

M Ghost: A transhuman combat morph optimized for
stealth and infiltration.

M Ghost-riding: The act of carrying an infomorph in a
special implant module inside your head.

M Greeks: Trojan asteroids or moons that share the same
orbit as a larger planet or moon, but are 60 degrees
ahead in the orbit at the L4 Lagrange point. The term
Greeks normally refers to the asteroids orbiting around
Jupiter's L4 point. See also “Trojans."

M Habtech: A habitat technician.

M Heliopause: The point where pressure from the solar wind
balances with the interstellar medium (about 100 AU out).

M Hibernoid: A transhuman modified for hibernation, for
extensive travel in space.

M Iceteroid: An asteroid made from mostly ice rather than
rock or metals.

M Iktomi: The name given to the mysterious alien race
whose relics have been found beyond the Pandora Gates.

M Indentures: Indentured servants who have contracted
their labor to a hypercorp or other authority, usually in
exchange for a morph.

M Infolife: Artificial general intelligences and seed Als.

M Infomorph: A digitized ego; a virtual body. Also known
as datamorphs, uploads, backups.

M Infugee: “Infomorph refugee,” or someone who left
everything behind on Earth during the Fall—even their
own body.

M Isolates: Those who live in isolated communities far
outside the system (in the Kuiper Belt and Oort Cloud);
aka outsters, fringers.

M Jamming: The act of "becoming” a teleoperated drone
thanks to XP technology. Also sometimes applied to
accesing the real-time XP feed from lifeloggers and others.

M Kuiper Belt: A region of space extending from Neptune’s
orbit out to about 55 AU, lightly populated with asteroids,
comets, and dwarf planets.

M Lagrange Point: One of five areas in respect to a
small planetary body orbiting a larger one in which the
gravitational forces of those two bodies are neutralized.
Lagrange points are considered stable and ideal locations
for habitats.

M Lifelog: A recording of one’s entire life experience, made
possible due to near unlimited computer memory.

M Lost Generation: In an effort to repopulate post-Fall, a
generation of children were reared using forced-growth
methods. The results were disastrous: many died or went
insane, and the rest were stigmatized.

B Main Belt: The main asteroid belt, a torus ring orbiting
between Mars and Jupiter.

B Meme: A viral idea.

M Mentons: Transhumans optimized for mental and
cognitive ability.

M Mercurials: The non-human sentient elements of the
transhuman “family,” including AGls and uplifted animals.

B Mesh: The omnipresent wireless mesh data network.
Also used as a verb (to mesh) and adjective (meshed or
unmeshed).

H Mesh ID: The unique signature attached to one’s mesh
activity.

M Microgravity: Zero-g or near weightless environments.

M Mist: The clouds of AR data that sometimes fog up your
perception/displays.

B Morph: A physical body. Aka suit, jacket, sleeve, shell, form.

B Muse: Personal Al helper programs.

B Nanobot: A nano-scale machine.

H Nano-ecology: Pro-tech ecological movement.

M Nanoswarm: A mass of tiny nanobots unleashed into an
environment.

M Neo-Avians: Uplifted ravens and gray parrots.

M Neogenesis: The creation of new life forms via genetic
manipulation and biotechnology.

M Neo-Hominids: Uplifted chimpanzees, gorillas, and
orangutans.

M Neotenics: Transhumans modified to retain a child-like
form.

M Novacrab: A pod created from genetically-engineered
spider crab stock.

M Olympian: A transhuman biomorph modified for athleti-
cism and endurance.

M O'Neill Cylinder: A soda-can shaped habitat, spun for
gravity.

M Oort Cloud: The spherical “cloud” of comets that
surrounds the solar system out to about one light-year
from the sun.




M PAN: Personal area network. The network created when
you slave all of your minor personal electronics to your
ecto or mesh inserts.

M Pandora Gates: The wormhole gateways left behind by
the TITANS.

M Pods: Mixed biological-synthetic morphs. Pod clones are
force-grown and feature computer brains. Also known as
bio-bots, skinjobs, replicants. From “pod people.”

M Posthuman: A human or transhuman individual or
species that has been genetically or cognitively modified
so extensively as to no longer be human (a step beyond
transhuman). Aka parahuman.

M Prometheans: A group of transhuman-friendly seed Als
that were created by the Lifeboat Project (precursors to
the argonauts) years before the TITANs became self-
aware and that (mostly) avoided Exsurgent infection. The
Prometheans secretly back Firewall and work to defeat
existential threats.

M Proxies: Members of the Firewall internal structure.

M Psi: Parapsychological powers acquired due to infection
by the Watts-MacLeod strain of Exsurgent virus.

M Reaper: A warbot synthmorph.

M Reclaimers: A transhuman faction that seeks to lift the
interdiction and reclaim Earth.

M Redneck: A rural Martian. See Barsoomian. Aka Reds.

M Reinstantiated: Refugees from Earth who escaped
only as bodiless infomorphs, but who have since been
resleeved.

M Resleeving: Changing bodies, or being downloaded into
a new one. Also called remorphing, reincarnation, shifting,
rebirthing.

M Rusters: Biomorphs optimized for life on Mars.

M Scorching: Hostile programs that can damage or affect
cyberbrains.

M Scum: The nomadic faction of space punks/gypsies that
travel from station to station in heavily-modified barges
or swarms of ships. Notorious for being a roving black
market.

M Seed Al: An AGI that is capable of recursive self-improve-
ment, allowing it to reach god-like levels of intelligence.

M Sentinels: Agents of Firewall.

M Shell: A synthetic physical morph. Aka synthmorph.

M Simulmorph: The avatar you use in VR simulspace
programs.

M Simulspace: Full-immersion virtual reality environments.

M Singularity: A point of rapid, exponential, and recursive
technological progress, beyond which the future becomes
impossible to predict. Often used to refer to the ascension
of seed Al to god-like levels of intelligence.

M Singularity Seeker: People who pursue relics and
evidence of the TITANs or other possible avenues to
super-intelligence, either to learn more about it or to
become part of a super-intelligence themselves.

M Skin: A biological physical morph. Aka meat, flesh.

M Skinning: Changing your perceived environment via
augmented reality programming.

M Sleight: A psi power.

M Slitheroid: A snake-like robotic synthmorph.

M Smart Animals: Partially-uplifted animal species (includ-
ing dogs, cats, rats, and pigs). Some other large smart
animals (whales, elephants) are nearly extinct.

M Spime: Meshed, self-aware, location-aware devices.

M Splicers: Humans that are genetically modified to
eliminate genetic diseases and some other traits. Also
known as genefixed, cleangenes, tweaks.

M Swarmanoid: A synthetic morph composed from a
swarm of tiny insect-sized robots.

M Sylphs: Transhuman biomorphs with exotic good looks.

Bl Synthmorph: Synthetic morphs. Robotic shells possessed
by transhuman egos.

M Synths: A specific type of synthmorph. Synths are
standard androids/gynoids; robots that are designed to
look humanoid, though they are usually noticeably not
human.

M Teleoperation: Remote control.

M Titanian: Someone from Titan, a moon of Saturn.

M TITANSs: The human-created, recursively-improving,
military seed Als that underwent a hard-takeoff singular-
ity and prompted the Fall. Original military designation
was TITAN: Total Information Tactical Awareness Network.

M Torus: A donut-shaped habitat, spun for gravity.

M Transgenic: Containing genetic traits from other species.

M Transhuman: An extensively modified human.

M Trojans: Asteroids or moons that share the same orbit
as a larger planet or moon, but follow about 60 degrees
ahead or behind at the L4 and L5 Lagrange points. The
term Trojans normally refers to the asteroids orbiting at
Jupiter's Lagrange points, but Mars, Saturn, Neptune, and
other bodies also have Trojans. See also “Greeks."

W Uplifting: Genetically transforming an animal species to
sapience.

M Vacworker: Space laborer.

M Vapor: A failed mind emulation or crippled fork/info-
morph (from vaporware).

M VPNs: Virtual private networks. Networks that operate
within the mesh, usually encrypted for privacy/security.

M VR: Virtual Reality. Imposing an artificially-constructed
hyper-real reality over one’s physical senses.

M X-Caster: Someone who transmits/sells XP recordings of
their experiences.

M Xenomorph: Alien life form.

M Xer: As in “X-er"—someone who is addicted or
obsessed with XP. Sometime used to refer to people
making XP as well.

B XP: Experience Playback. Experiencing someone else’s
sensory input (in real-time or recorded). Also called
experia, sim, simsense, playback.

M X-Risk: Existential risk. Something that threatens the
very existence of transhumanity.

M Zeroes: People without wireless mesh access. Common
with some indentures.
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[Incoming Message Received. Source:

Unknown]

[Quantum Analysis: No Interception

Detected]

[Decryption Complete]
Greetings,

Your references and background
have been triple-checked and con-
firmed, and you are now vetted as
a sentinel operative. Welcome to
Firewall, friend.

For those new to our private
network, Firewall is an organi-
zation dedicated to protecting
transhumanity from threats—both
internal and external—to our con-
tinued existence as a species. The
Fall may have reminded us that our
ability to survive and prosper is not
guaranteed, but our kind has a re-
markably short attention span. De-
spite our achievement of functional
near-immortality, we continue to
face numerous dangers that may
contribute to our extinction. Some
of these risks come from our own
factionalism and divisiveness,
combined with universally avail-
able technology that could cause
widespread destruction and untold
deaths in the wrong hands. Some
stem from our short-sightedness,
failing to see the dangers in which
we place ourselves and our envi-
ronments through careless actions.

Some arise from our own creations
turned against us, as the TITANs
proved. Other risks may come
from alien intelligences whose
motivations we cannot yet fathom,
and of whom we may not even be
aware. Still others may threaten us
by sheer chance and the mindless
but deadly cause-and-effect of a
universe in which we are but an
insignificant speck.

Firewall exists to identify, analyze,
and counter these risks. We are all
volunteers. We are all placing our
own lives at risk in order to ensure
the survival of transhumanity.

Firewall has existed, under other
names and guises, since before
the Fall. Numerous agencies with
a similar agenda banded together
in the wake of those cataclysmic
events to assess our situation and
prepare for the worst. Now we op-
erate under a single umbrella.

We are a private network for
two reasons. First, our existence
and operational abilities are pro-
tected by our secrecy. The less our
opposition knows about us, the
more effectively we can counter
them. Similarly, certain authorities
might be hostile to an organiza-
tion such as ours operating in their
claimed territory. Though some
may be aware of our existence,

we bypass numerous legal and
jurisdictional hurdles that might
otherwise hamper our actions
and goals. Second, our mission
sometimes brings to light informa-
tion that is not only dangerous in
the wrong hands, but might even
trigger widespread panic if made
public. In some cases, the very exis-
tence of such knowledge could be
problematic. By retaining secrecy
and operating on a need-to-know
basis, we automatically counter
certain risks.

Firewall is a decentralized, peer-
to-peer network. We have minimal
hierarchy and we answer to no one
but ourselves. Our node structure
enables us to share resources and
talents without sacrificing the pri-
vacy and security of our operatives.

You have been recruited be-
cause of your knowledge, assets
or skills, and/or because you have
come into contact with certain re-
stricted data. You have proven your
willingness to support our goals.
Our lives and existence—and the
future of transhumanity—may rest
in your hands.

So here's to the future—may we
all live to see it.

[End Message]
[This Message Has Self-Erased] ¥



WHAT YOU REALLY NEED TO KNOW

[Incoming Message Received. Source:

Unknown]

[Quantum Analysis: No Interception

Detected]

[Decryption Complete]
Sit down, and grab yourself a
fucking drink.

Forget all of that Al-generated
intro crap you just read. Here's the
real deal.

You're probably dying to know
what you've been dragged into.
Maybe you've been told the party
line already: that we're all that
stands between transhumanity
and extinction. Or maybe someone
whispered to you that we're a
rogue operation that meddles in
heavy shit that we have no author-
ity to get involved in, and that we
sometimes get people killed as a
result. You must be curious. Maybe
you've got a vigilante streak, and
you're looking to spill blood for a
good cause. Would it matter to you
if the cause was a deluded one?
Maybe you're a conspiracy wingnut
and you're dying to know what se-
crets Firewall is clutching to its col-
lective chest. What if those secrets
shattered the carefully constructed
lies that we all tell to ourselves to
keep our sanity intact?

Everything you've heard, good or
bad, about Firewall very well may
be true. We're not angels. We lost
the sheen on our ideals when the
TITANs forcibly uploaded their first
human mind. Right now, you should
be asking yourself what the fuck you
just signed up for. | did.

Truth is, Firewall is lots of things.
Most of it is good, but a lot of it so
fucking horrible you'll be thinking
about planting a bullet in your
stack and resorting to an earlier
backup, just so you can forget it
all. If you have any romantic vi-
sions about being a hero, though,
drop them now. You won't feel like
a hero when you airlock some kid
because he's carrying an infec-
tious nanovirus. You won't feel

brave when you run across some
alien thing and crap your pants.
And you won't even feel human
anymore when you make a call
that will cost dozens, hundreds,
or even thousands of people their
lives, even if you are saving mil-
lions more.

So why would anyone be crazy
enough to be part of this thing?
Because it needs to be done. Our
survival depends on it. To some
people, it's altruism, defending
transhumanity. But really, it's about
saving your own fucking neck too.
Sure, you could abstain from taking
responsibility and let some self-
described authority take care of it.
But if the anarchists have anything
right, it's that people in power can't
be trusted. As often as not, they're
part of the problem. So Firewall does
things the collective way. We're un-
derground, but we're an open source
operation. We share information and
resources towards a common goal.
We organize in networked ad-hoc
cells, smart-mob style. We don't
let anyone accrue too much power
or control. Everyone involved in
an op has an equal say. We police
ourselves. We come from all sorts
of backgrounds and factions, but
we face a common enemy—and we
fight to win. There is no alternative.

Maybe you've heard of the Fermi
Paradox? That question asked why,
with a galaxy so huge, there were so
few signs of other life? Even though
we've met the Factors and seen
evidence of other aliens, our galactic
neighborhood should be crawling
with intelligence—but it's not.

I'll tell you why. The universe is not
fucking fair. If transhumanity were
wiped out, the galaxy wouldn't even
notice. Just look at the Earth. That
planet still exists, still supports life,
even though we're far gone. Real-
ity is an uncaring asshole. Forget all
that utopian crap about living forev-
er. We'll be lucky to survive another
year. We've developed technologies

that put weapons of mass destruc-
tion in the hands of everyone, but
we're still an adolescent species that
has trouble overcoming petty tribal
bullshit. If you're really looking for-
ward to exploring the universe as a
postmortal, you're going to have to
work hard at it. Survival isn't a right,
it's a privilege.

When you sign up with Firewall,
you put yourself on call. Anytime
some shit goes down in your neck
of the woods or that you might be
particularly helpful in dealing with,
you'll get a call. You'll be expected to
drop whatever you're doing and put
everything else on hold as if your life
depended on it—it probably does.
When you're in the field, on an op—
"going to the doctor,” as we call
it—your cell is empowered to act as
it sees fit ... just keep in mind that
you'll be answering to the rest of us
later. You'll also have the Firewall
network to back you up—though
resources are often limited, so don’t
expect us to always save your ass.
Other sentinels can be called on to
pull strings, but every time we do
so, it threatens to unveil an agent,
create a trail that we need to clean
up, and otherwise complicates mat-
ters. Self-reliance is key.

One last thing: don't ever, ever
forget that we have enemies. I'm
not just talking about the nutjob
who wants to nuke a habitat to
make a political statement or the
neo-luddites who think biowar
plagues will teach us all a lesson,
I'm talking about the agencies
that know Firewall exists and con-
sider it a threat. If they tag you as
a sentinel, your days are numbered.
Maybe your backups too. So watch
yer friggin' back.

So that's the real deal, as honest
as | can give it. Welcome to our
secret clubhouse, comrade. Remem-
ber: death is just another day on
the job.

[End Message]
[This Message Has Self-Erased]

<« 3 > WELCOMETO FIREWALL

=




A THNE OF ECLIPSE

A one-page listing of important events, both pre- and
post-Fall. ® p. 37
With the Earth destroyed, transhumanity now
resides in various types of space habitats or
settlements on planets, moons, or asteroids.
M pp. 66 and 86

Three economies exist—the Old Economy, based
on industrial consumer capitalism; the Transitional

A major ideological and memetic conflict is underway Economy, with both publicly- and privately-owned
between the capitalist cyberdemocracies of the inner system cornucopia machines; and the New Economy, where
and the libertarian autonomists of the outer system. Read most people can freely use comucopia machines to
more about their differences here. M p. 55 create goods as long as they possess the material

components. H p. 61
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Explore different parts of the universe; read an ~ Transhumanity is a fractured species, divided into numerous

overview of the solar system, check out the map, or  cultural and socio-economic groups and classes, each
learn about exotic extrasolar systems. M p.86  competing for influence on their collective future. M p.70
Q System Gazeteer W p. 86 Hypercorps B p. 70
Star Map W p. 87 Political Blocs W p. 70
Extrasolar Systems M p. 109 Socio-Political Movements B p. 74
Religious Groups H p. 82

Pervasive advanced technologies have profoundly Criminal Factions W p. 83

affected people’s daily lives, from the wireless Firewall M p. 84
mesh and personal Al muses to backups,

egocasting, and morphs. M p. 45
These mysterious wormhole gates allow instantaneous travel to

distant star systems, opening the galaxy’s door to transhuman-

ity. Presumed to be artifacts abandoned by the TITANS, are
these devices a danger or an opportunity? M p. 46
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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.

The following is a transcript of a recovered au-
diofile recovered after the catastrophic decom-
pression event on Walther-Pembroke Station.
The audiofile is believed to have been created
by Donovan Astrides and to be a summation of
his unpublished work A People’s History of an

Unfortunate Universe. |

Al PEOPLE'S RISTORY 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, ’'m sure you can edit it out for your proles.
Now—ryou 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
TITANSs 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. Pve 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 profits. 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 hor-
rors. Global inequality was larger than ever before.
Robots were taking jobs away from human hands.

This was a time of radicalization for many. Failing
governments no longer supplied people’s basic needs.
The globalized poor turned to local tribes, fundamen-
talist groups, political radicals, and criminal networks
for the means to survive. Insurgent groups flourished,
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 surveillance
increased. Automated weapons systems were de-
ployed first against guerrillas and terror cells, and
then against agitators and demonstrators. I remem-
ber the first time I saw those police drones, at a




demonstration in support of a worker’s strike in Long
Beach. The drones ordered us to disperse once, only
once, before they opened fire 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 pros-
per. Longevity treatments expanded lifespans—for
those who could afford it. Major crackdowns swept
up off-brand pharma and bootleg procedures by
pioneering biochemists, even while worldwide life ex-
pectancies dropped for the first 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, and robotics and drone technologies allowed
menial jobs to be turned over to uncomplaining and
unpaid labor. And 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 first stations on Mars and
Luna then, more than fifty 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 draughts continued to pound at us.
Rising ocean levels devastated coastlines worldwide
with massive flooding. A few last-ditch efforts to un-
dertake mega-scale geoengineering projects created as
many problems as they fixed. These were viewed with
cynicism anyway, as some were thinly-disguised test
runs for terraforming techniques being prepared for
off-world 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 them. The comple-
tion of the first space elevator and the first 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
first mass-produced efficient fusion power plants and
the establishment of Helium-3 mining enterprises.

Back on Earth, though, the hammer finally fell. In-
surgents adopted fifth generation warfare techniques,
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 corporate
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
off world as a series of outposts and stations declared

themselves in sympathy with their earthbound com-
patriots and announced a manifesto for a more hu-
manistic approach to solar expansion. Even numerous
scientists and engineers, who had previously worked
as pawns in corporate expansions, adopted a techno-
progressive 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 first sentient artificial
intelligences, the first genegineered human clones, and
the first 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 hy-
percorps extended a helping hand. They offered debt
bondage terms to those who were willing to sign over
their rights and humanity for a trip off world, to work
as indentured servants on corporate colonies and sta-
tions. Hundreds of thousands took the offer as an al-
ternative 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 various planets and
moons to their will.

This was the state of things until about 20 years
before the Fall. Though many of the old oppressor
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 off-world interests.

The hypercorps remained out of reach, how-
ever, though they were not completely immune from
Earth’s troubles. The workers and colonists brought
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from Earth transported many of their ethnic, political,
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 preservation-
ist sabotage and religious terrorist attacks. Various
criminal networks also came along for the ride, ex-
panding their black markets and vice trades wherever
humans went.

As the hypercorps expanded, so too did their po-
litical 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, Al, and
cognitive science were now moving so rapidly that
major breakthroughs were made on a yearly basis.
Developments in one field created a recursive boost
in the others, creating a feedback loop that spawned
immense technological improvements. Off-world,
genetic modifications were widely adopted, and new
transhuman adaptations became a common sight. 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 certainly 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 spe-
cific mention, not least because of their impact on our
human—now transhuman—society. The development
of the first nanotech assemblers signaled a paradigm
shift for economics. Available only to the upper
strata of the hypercorps at first, 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 eco-
nomic conflict was born. Some were put to use feed-
ing 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, making “uploading” possible—followed
closely by the ability to download back into a sepa-
rate human brain of course. 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. Experi-
mentation 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 flesh 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 Earth to totally slide into ecological devastation. It
was frustrating, everywhere you turned it seemed that
someone was lamenting the state of the motherworld,
but no one wanted to do anything. It was too expen-
sive, 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 find 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 first seed Als 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 boffins
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 first, 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 hy-
percorps 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 indifferent.
Or maybe they really were planning to destroy us, as
the vids all say.

I remember this time. I remember that when this
new round of conflicts re-ignited on Earth, there
was no word of anything about seed Als 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 conflicts 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 flared 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 first stage in the TITANs plans.
Perhaps it was, though I remember some military of-
ficials 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 in-
telligences 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 first reports of strange automatic facto-
ries cranking out large numbers of robotic weapons
systems broke, no one knew who to blame, but clearly
something was wrong. This was a turning point, a
chance for humanity to realize that we collectively
faced a new enemy, but the finger-pointing and direct

conflict continued. Even when the first open attacks

by the TITANSs came in earnest, crashing major sys-
tems, taking control of critical infrastructures, 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 TITANSs 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 conflict ignited by the
TITANs. We killed ourselves by the millions, wield-
ing the nuclear fire 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
disaster and ruin, all our artifice 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

ENTER THE SINGULARITY
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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 nanovirii
ripped through human populations, inflicting 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 virii turned
some humans into pawns of the TITANSs, turning
them against the rest of us. Other reports spoke of
strange, alien happenings and unimaginable terrors.
We found ourselves fighting a rearguard action against
coming extinction. The plot of a hundred novels and
movies 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 influence
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. Mil-
lions must have seen the signs. And so the great dias-
pora began, the teeming masses doing whatever they
could to flee 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 an-
cient 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
compromising of network security on over two dozen
habitats in Lagrange orbits by corporate competitors
as their rivals strove to fight 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.

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 eight 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 circulated in storage, 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 environments. 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 kept out of sight
of 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 official reason is that it’s for safety
reasons, allegedly to keep any remaining threats from
escaping Earth’s confines. 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 ’m talking about a Pandora Gate. The
one the TITANs left behind on Saturn’s moon was
just the first. You’re a fool if you think that there are
only five 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 find 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 ga-
lactic civilization.

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.
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become available to the

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+

Crisis grips the globe in

the form of drastic climate
changes, energy shortages,
and geopolitical instability.
Initial space expansion cre-
ates stations at the Lagrange
Points, Luna, and Mars, with
robotic exploration of the
entire system.

Construction begins on a
space elevator.

Medical advances improve
health and organ repair. The
rich pursue gene-fixing and
transgenic pets.

Computer intelligence capa-
bilities equal and excede that
of the human brain. True Al
not yet developed.

Robotics become widespread
and start to replace/invali-
date many jobs.

Modern nations expand
their high-speed wireless
networks.

BF 60-40

Efforts to undertake mega-
scale geoengineering on
Earth cause as many prob-
lems as they fix.

Major colonies established
on the Moon and Mars;
outposts established near
Mercury, Venus, and the Belt.
Explorers reach Pluto.

First space elevator on Earth
finished. Two others in prog-
ress. Space traffic booms.
Mass driver built on the
Moon.

Terraforming of Mars begins.

wealthy and powerful.

First non-autonomous Als
are secretly developed and
quickly put to use in research
and netwar.

Experience playback (XP)
technology developed and
put into public use.

BF 40-20
¢ Violence and destabiliza-

tion wrack the Earth; some
conflicts spread into space.

Argonauts split from hyper-
corps, taking resources to
autonomist habitats.

Space expansion opens up
legal/ethical loopholes for
tech development and allows
for increased direct human
experimentation.

Human cloning becomes
possible and available in
some areas.

Development of first transhu-
man species.

First dolphins and chimpan-
zees uplifted to sapience.

Fusion-drive spacecraft enter
common usage.

Extended colonization and
terraforming of Mars contin-
ues. Belt and Titan colonized.
Stations established through-
out the system.

The starving masses
volunteer themselves for
indentured servitude on
hypercorp space projects.
Augmented reality becomes
widespread.

Most networks transformed
into self-repairing mesh
networks.

Personal Al aides become
widespread.

e Expansion throughout the
system, even into the Kuiper
Belt.

e Transhuman species become
widespread.

® Nanotech assemblers
become available, but are
strictly controlled and jeal-
ously guarded by the elite
and powerful.

e Uploading and the digital
emulation of memory and
consciousness made possible.

e More species (gorillas, orang-
utans, octopi, ravens, parrots)
uplifted to sapience.

® Pods see common usage,
amid some controversy.

The Fall

e The TITANSs evolve from
a high-level distributed
netwar experiment into
self-improving seed Als.

For the first few days, their
existence is unsuspected.
They advance their aware-
ness, knowledge, and power
exponentially, infiltrating
the mesh both on Earth and
around the system.

e large-scale netwar incur-
sions break out between
rival states on Earth, spark-
ing numerous conflicts. These
attacks are later blamed on
the TITANS.

e Simmering tensions on Earth
escalate into outright hostili-
ties and warfare.

e Massive netwar breaks out
and major systems crash as
TITANs begin open attacks,
also using autonomous
war machines.

e Conflict quickly spirals out
of control. The use of nuclear,
biological, chemical, digital,

e TITAN attacks expand to

other parts of solar system,
heaviest on the Moon and
Mars. Numerous habitats
also fall.

TITANs suddenly disap-
pear from system, taking
millions of uploaded minds
with them.

The Earth is left a devastated
wasteland, a patchwork of
radiation hotspots, sterile
zones, nanoswarm clouds,
roaming war machines, and
other unknown and hidden
things among the ruins.

AF 0-10
e A wormhole gateway is

discovered on Saturn’s moon
Pandora, left by the TITANS.
Four others are later found
(in the Vulcanoids, on Mars,
on Uranus, and in the Kuiper
Belt); these are collectively
referred to as “Pandora
Gates.”

Expeditions are sent to extra-
solar worlds via the Pandora
Gates. Numerous exoplanet
colonies established.

First contact with the aliens
known as the Factors shocks
the system. Claiming to act
as ambassadors for other
alien civilizations, they pro-
vide little information about
life outside the solar system
and warn transhumans away
from both seed Al and the
Pandora Gates.

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

and nanotech weapons

BF 20-0
reported by all sides.

e Earth continues to suffer,

e Fusion power developed and
working plants established.

ENTER THE SINGULARITY

Genetic enhancements,
gene therapies (for longevi-
ty), and cybernetic implants

but the pace of technology
allows for some interesting
developments.

TITANs engage in mass
forced uploading of human
minds.

e Present day.

AF 10
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End Transcript

Maybe the Factors are telling us the truth, maybe they
are acting as ambassadors for a collection of space-
faring 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 Com-
mandments they have given us: thou shalt not create
self-improving Al, 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 find
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
confining, 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 flawed. 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 Als 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.

THE SOLRR SYSTEM
AFTER THE FALL

Before the Fall, the solar system had a population of
approximately eight billion, with all but five million
of these people living on Earth. The Fall wiped out
almost ninety-five 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 humanity
remain much the same. People seek both material
abundance and social status, and they wrap them-
selves in various public and private ceremonies. Like
generations of humans before them, transhumans
separate themselves into different cultures and sub-
cultures, all of which enjoy a wide variety of physical
and virtual entertainments. Politics and economics
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 modified 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 vir-
tual 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 ex-
panded in scope to factor in non-human persons such
as AGIs and uplifts, though the rights and status of
these sentients is sometimes contested.

As transhumans continue to absorb the ramifica-
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.

[NEQUALITY

The technologies first developed in the decade before
the Fall and refined 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,




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
unmodified human. When resleeving is
combined with implants, transhumans can
gain even more amazing capabilities—but
these benefits are far from free.

During the first decade after the Fall,
most of the surviving population was
relatively poor. Many were grateful to
have any morph at all. While the eco-
nomic situation has improved, significant
inequalities 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 synths (p. 143), 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 (see p. 61), differences
between the rich and the poor are ex-
pressed in terms of money. In habitats
using the new economy (p. 62), wealth is
meaningless and status and opportunity
are denoted with reputation scores. In all
three economies, some people have more
than others, and because of this, tech-
nology allows the better off to be better
than the people around them. Skillware
lets people buy knowledge and exper-
tise, 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 econ-
omies of the outer system, however, as
it significantly easier to build reputation

A VS ———————————

through hard work and dedication, as
opposed to the rigidly-controlled mon-
etary economies of the inner system and
the Jovian Republic, where class strati-
fication is institutionalized and upward
mobility is largely a myth.

As many supporters of the status quo
are fond of pointing out, even the “have-
nots” are smarter and healthier than
any previous generation of humans and
carry as much potential immortality as
the wealthiest member of the elite. It is
equally true, however, that in many ways
the divisions between rich and the poor
are significantly 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 fundamen-
tally human bodies. Now, the very nature
of humanity has been called into ques-
tion. The least fortunate can be forced
to inhabit bodies designed specifically
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—typi-
cally by selling their services to the high-
est 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 inequalities 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 humanity that is stuck using
low-end morphs and minimal augmenta-
tions, 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 sub-
cultures, some of which are based upon an
individual’s choice of morph. Some of this
separation is due to the necessity of inhabit-
ing difficult environments. From aquanauts
living in Europa’s aquatic environment or
rusters on Mars to the fact that zero-g habi-
tats are relatively inexpensive and are best
inhabited by microgravity-adapted morphs
like bouncers, many unusual environments
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require those living in them to choose from a very lim-

one of the various transgenic morphs, like the octo-

ited range of morphs. Sometimes, though, this separation ! morph or neo-avian morphs. Other habitats are only
open to residents with various enhanced morphs like

is ideological in nature, such as the rise of groups like the
ultimates (p. 82) or some of the separatist uplift commu-
nities that seek to define their own space separate from
human cultures.

There are dozens of specialist morphs and an even
greater number of habitats or other settlements that
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, with all portions
in zero or near-zero gravity. The inhabitants typically
use bouncer or novacrab morphs, along with a small
number of synthetic morphs and other pods.

There is also a vast number of other habitats that
are segregated in various other ways, including ones
where all permanent residents are uplifts inhabiting

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 in-
dividuals 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. In these locations, all
residents are infomorphs who either inhabit their own
synth bodies or, in a few very eccentric cases, where
all of the inhabitants are infomorphs who spend most
of their existence in the habitat’s central computers.
When they need to interact with the physical world,
these infomorphs are free to use one of the many

FIRST CONTACT:

Ironically, the first contact be-
tween 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, logging on to
local networks to announce their
presence and peaceful intentions.
Though their presence initially
raised alarm and panic, their rescue
of the brinkers and assurances of
non-hostility allowed cooler heads
to prevail. Coming just three years
after the silent hostility of the
TITANs, the new aliens were pleas-
antly non-threatening.

Quickly dubbed “Factors,” both
because of their claims to act as
ambassadors for an assortment
of alien civilizations and because
of their interesting biology, initial
communications between spe-
cies were confusing and jumbled.

THE FACTORS

The Factors made a number of
veiled warnings and expressed
concern over certain techno-
logical developments, particularly
unrestrained artificial intelligence.
They have refused entirely to deal
with digital entities and broken
off negotiations with anyone
currently engaged in AGI devel-
opment or utilizing the Pandora
Gates. The Factors have implied
that they were aware of and
watching humanity for some time,
but chose to wait to make contact
. implying some implicit fear of
the singularity.

Dealing with multiple factions,
the primary relationship between
the Factors to transhumanity is a
commercial one. Though they are
often dismissive of transhuman-
ity’s technological achievements,
they are interested in our scientific
development and breakthroughs,
particularly in the biosciences, as
well as our art, history, and cul-
ture. They remain tight-lipped
about their own civilization and
other xenomorphs, though they
have on occasion traded alien arti-
facts of unusual design and pecu-
liar 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,

particularly anything that might
drastically affect our growth.

Biologically, the Factors appear
to be some sort of evolved slime
mold colony. As far as is known,
they communicate purely by
chemical signals and receptors,
requiring any interactions with
transhumanity 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 fre-
quency 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. |
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synthmorphs that the habitat owns and that the resi-
dents share among themselves. Although considered
quite eccentric to many and horrifying to bioconser-
vatives, 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
often spent a decade or more 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 collec-
tive 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
influence 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 Earth. The fortunate few first evacuees left with
no more than a dozen kilograms of possessions, while
the vast majority were infomorph refugees who left
Earth with nothing, not even their bodies.

Today, transhumanity is divided into three groups.
The first 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 flee for their lives. These refugees
from Earth 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 flee 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 to
be treasured mementos that have great economic and
emotional value.

The interdiction of Earth makes acquiring such
artifacts quite difficult and dangerous. As a result, the
trade in Earth artifacts is a lucrative portion of the
black market, enough so that fearless scavengers are
willing to risk being shot down by a patrolling killsat
just to get to Earth, where they also face death from

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 transhumanity’s
former home. Popularly known as nostalgia jew-
elry, most of these items are made into pendants
or lapel pins, but a few are rings. Before the Fall,
coins and stamps were largely curiosities primar-

ily 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 collections 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 ma-
chines. Actual coins or stamps are very expensive,
meaning that some daring scavengers are willing
to risk the interdiction of Earth for the express
purpose of salvaging relics. |

numerous lingering dangers. The mesh is peppered
with stories of daring explorers who traveled to Earth
to retrieve all manner of priceless relics, 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, humanity had begun to freely alter itself,
with both radical body modification and the first
commercial resleeving resulting in a growing number
of obviously non-human morphs. The vast majority
of current morphs, however, are relatively human
in appearance (if not 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
traditional human form as a remembrance of Earth,
while others do it to celebrate humanity’s victory over
the monstrous and inhuman TITANSs 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. Also, even the ultimates’ cur-
rent version of their remade morph is considerably
more human looking than the versions their predeces-
sors designed before the Fall. As a result, while synth-
morphs are relatively common, most are made to look
humanoid. There are a few radically inhuman morphs
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like the novacrab, the arachnoid, and the flexbot, 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 gradually begun to soften,
and these morphs are gradually becoming more ac-
ceptable 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 sufficiently non-human as being covert allies
of the TITANS. Uplifted animals also face significant
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 PARANOIR

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 TITANSs to return at any moment. Others worry
that their agents are already among them, preparing for
the complete destruction of humanity. 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.
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 find and be uploaded by the
TITAN:S to join their ascension to super-intelligence),
but all of them must keep their beliefs carefully hidden.

THE MESH

ACCELERATED FUTURE [Incoming Message. Source: Anonymous]  takeoff toward the singularity—some-  creatures ... or phenomena that seem
[Public Key Decryption Complete] thing that changed them. They point  to defy certain physical laws, as if

GEAR Ok, you asked, so I'll tell you. There to the wide range of multi-vector virii ~ something was at times ignoring what

are some elements within Firewall that  that ran loose during the Fall, and how  we know of physics and just doing

RUNNING THE GAME don't buy into the TITANs-ran-amok-  even many of the TITANs seem to have ~ whatever it felt like ... Some of these
and-considered-us-a-threat idea, or  succumbed to these infections. They  voices within Firewall even think that

REFERENCE even that the TITANs are solely respon-  also reference a disturbing number of  the TITANs may not have been respon-
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sible for the Fall. These people think
that the TITANs found or encountered
something when they started their

accounts of events during the Fall that
are inexplicable ... things like people
being transformed into strange, alien

sible for the Pandora Gates ... They
have a name for this mystery infection.
They call it the Exsurgent virus. *




Even now, expressing any support for the TITANs or
advocating the creation of self-improving seed Als
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
TITANSs, 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 first
few years after the Fall, people who act too eccentric
and who lack someone with a sufficiently 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 connec-
tion to the TITANS.

There are also periodic rumors in many habitats, es-
pecially small and isolated habitats, that one or more
other habitats have been taken over by the TITANS,
leading to a variety of inter-habitat problems. Such
rumors are usually resolved fairly quickly, but the
most persistent can seriously harm relations between
habitats. Claims that other habitats are infested with
or even controlled by agents of the TITANSs are fre-
quenly employed by extreme bioconservatives hoping
to demonize radical habitats populated entirely by in-
fomorphs 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,
on very rare occasions, people are still infected by
TITAN-created relics and actually become their un-
willing agents. Since such incidents are rare, however,
they have become easy to dismiss.

REAL AND SOCIAL DISTANCE

The vast distances between most habitats give all com-
munications—with the exception of those using the
rare and expensive QE communicators (p. 314)—a
significant time lag between asking a question and

SOLARCHIVE SERRCH: SINGULARITY SEERERS
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receiving an answer. In most cases, the time lag ranges
from ten seconds to several hours, and it makes real-
time communications between distant habitats difficult
or impossible. Communication problems only serve to
further isolate habitats from one another, and as a result
people socialize primarily with members of their own
habitat (or habitat cluster, if their habitat is part of one
of the various groupings of between two and twenty
habitats that abound throughout the solar system).

Within a habitat or habitat group, 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-per-
son 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.

Although travel via egocasting (tramsitting an ego
to another habitat, where it is resleeved) is as easy,
if not as cheap, as communication, a trip to another
habitat is considered to be a significant journey with
a range of costs. Individuals traveling to a different
habitat 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 the
traveler will have to find a new social environment.
In addition to the trouble and expense of acquiring
a new morph in the new habitat, the social distance

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

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

A few of the most daring seek arti-
facts left behind by the TITANs, hoping

to incorporate techniques and technolo-
gies 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 tech-
nologies. These incidents have caused
many people to regard singularity
seekers as everything from potentially
dangerous eccentrics to unknowing
pawns of the TITANSs.

ENTER THE SINGULARITY
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between individuals and the social network they leave
behind is part of the cost of travel.

Before the Fall, refugees from Earth were ac-
customed to being able to easily communicate with
anyone else on Earth. Wealthier individuals could
easily 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
communication 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 flow of
back-and-forth communication. When time-lags are
involved, most communication consists of messages
rather than any attempt at continuous conversations.
In situations where a more in-depth discussion is nec-
essary 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 pos-
sible 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 be-
tween 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
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 as-
teroids. In each of these regions, people communicate
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 sufficiently 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 na-
tions of Earth were from one another during the first
half of the 20th century—perhaps even more so due
to the physical alterations that cultures introduce as
they continue to evolve.

CULTURAL ERPERIMENTATION

While nostalgia for Earth remains a powerful social
motivation, the break from Earth led many inhabit-
ants 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
old-Earth governments ended ideological ties with the
old political and social forces, many transhumans 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. Those without
criticisms of Earth’s nation-states and their many fail-
ings still rue the day when Earth fell.

Many of the most extreme social experimenters
moved to the numerous small outer system habitats
that were created in the decade after the Fall, but
people interested in social and cultural experimenta-
tion can be found throughout the solar system. In ad-
dition to playing with various interior structure and
design ideas, the inhabitants of many stations experi-
ment with all manner of unique social and political
rules. A few habitats do so quite deliberately, either
because the members are interested in social innova-
tion or because researchers associated with a hyper-
corp or university have offered them goods or services
in return for testing one of their latest theories. Such
experiments have included establishing 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 naturally evolved from groups of like-
minded individuals living together in the same habitat
and working, consciously or not, to make life better
fit with their aesthetics or ideology.

GENDER, SERUALITY, AND RELATIONSHIPS

To many transhumans, gender has become an outdat-
ed 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 adulthood or avidly pursue
repeated transgender switching. Still others examine
and adopt untraditional sex-gender identities such as
neuters (believing a lack of sex allows greater focus in
their pursuits) or dual gender (the best of both worlds).
In many bioconservative habitats and cultures, how-
ever, more 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 companions
and escorts. In fact, sexual experimentation is stan-
dard thanks to several new technologies. Virtual real-
ity allows sexual encounters without physically touch-
ing a partner, not to mention bringing all manner of
fantasies to life. For those that prefer the touch of real
skin, Al-driven pleasure pods can fulfill any and all
needs and are a legal form of prostitution in many
habitats. Sex-switching also lends itself to new experi-
ences, whether via bio-mods or a new sleeve. Even
AGIs, having been socialized as humans, exhibit sexu-
ality 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 like a
business transaction, most people continue to view
marriage as a bond of emotional attachment and
trusts—in particular a bond 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 ideologically based communities. The primary
difference is that creating such communities is faster
and easier in the modern era. The mesh is filled with
all manner of virtual communities where members

hope to eventually gather the means to create their
own habitats. In most cases, these are merely idle
dreams; most participants are not willing to sacrifice
the time and rep or money needed. Occasionally the
members try, only to find out that some of the people
promoting this effort are con artists. Occasionally
virtual subcultures manage to raise the necessary
dedication and trust to build their own habitat and
begin the process of creating their own physical so-
ciety. A decade of this sort of cultural experimenta-
tion by many hundreds of habitats has produced a
number of unique and strange societies.

As an example, there are habitats where the in-
habitants 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 modification 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 BE

There are even a few habitats that totally disregard
commonly held feelings about forks and merging.
Such community members regularly split off mul-
tiple 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 individual. In some of these
solipsistic habitats, the forks are all expected to use
cloned morphs, while in others each fork is consid-
ered a separate person who should go and forge their
own unique life. Some of the less extreme manifesta-
tions 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).

TECHNOLOGY

Technology pervades all aspects of existence in Eclipse
Phase. Most individuals understand that unless hu-
manity suffers another event like the Fall or they per-
sonally suffer some very serious and unlikely 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 in-
clude an awareness that few, if any, relationships 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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LIVING WITH INFOTECH

For anyone with basic mesh inserts (p. 300) or an ecto
(meaning about ninety-six percent of the population),
life is filled with data. For people with the best im-
plants, all information available on the mesh is avail-
able at a thought. For everyone else, it only requires a
brief pause to access and understand it. When some-
one 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 first vid, within a few seconds

everyone has this information. Similarly, when some-
one walks through a garden, with a glance and
perhaps a brief thought or small finger 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 broadcast-
ing range almost always either carry a farcaster-link
with them or download truly vast amounts of data
into their implants or ecto so they can continue to
access all the data 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 a vast amount of easily available

information has resulted in a variety of cultural

OPENING PANDORA'S GATE

The discovery of the first Pandora
Gate on Saturn’s moon Pandora
shortly after the Fall was a wa-
tershed moment in transhuman
history. The prospects this discov-
ery raised were simultaneously
fascinating and terrifying. On one
hand, technologies far beyond
anything transhumanity was ca-
pable of were now in our hands.
This raised visions of a horizon
far beyond the horrors of the
Fall, where transhumanity would
expand across the cosmos, visiting
wonders that seemed 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 possibility that the
TITANs might one day return, or
that transhumanity might still
encounter them out in the galaxy
at large. The alternative was even
scarier—that the gate could be
of extraterrestrial origin, and
the 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 communities
and their financiers.

Less than a year from its first
operation, the hypercorp opened
the gate to “gatecrashers:” explor-
ers 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 lifeforms encoun-
tered so far have been sapient,
many of the worlds are habitable
or within the possibilities of ter-
raforming. Along with these won-
ders 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 coop-
eration that surrounded the first

gate’s discovery, these others
were seized as hotly contested
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 desperate
individuals willing to risk life on
an alien world, if it means an iota
of improvement in their lives.

Though it is now widely accept-
ed that the gates are the means
by which the TITANs evacuated
the solar system (a hypothesis
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 dangerous
of technologies.

The five known Pandora Gates
within the solar system, their
locations, and their controlling
entities, include:
¢ Vulcanoid Gate: Caldwell

(Vulcanoids)—TerraGenesis
e Martian Gate: Ma'adim Vallis

(Mars)—Pathfinder/Planetary

Consortium
e Pandora Gate: Pandora (Saturn

system)—Gatekeeper Corp.
e Fissure Gate: Uranus—Love

and Rage Collective/Anarchists
¢ Discord Gate: Eris (Kuiper Belt)—

Go-nin Group/Ultimates ||
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responses. Being able to quote from any vid, old movie, ﬁ[]m[i BEU”“D THE H“ []UJ“
book, or historical speech is now trivially easy and B8 One of the oddest experiences for gatecrashers and
can be done with a few seconds of thought. While others who explore unusual environments such as the
children and young teens often play by interjecting ruins of Earth is the unavailability of data. They look
large amounts of semi-appropriate famous quotes in at an alien plant or a TITAN-mutated person, and
their speech, most adults only do so for emphasis and their search returns various error messages meaning
in moderation. People who quote from other sources that there is either no data at all on the subject or
too often are considered dull and unimaginative. Rec- that the only data is purely speculative and should '
ognizing such quotes is quite easy, since someone can be regarded as dangerously unreliable. This can be
simply set their muse to alert them to the nature and especially troubling when the subject in question is
identity of all lengthy quotes they hear. a small creature that has just landed on the person’s
All experienced mesh users also learn (typically as shoulder and the individual wants to know if it’s
children and teens) how to avoid taking too much harmless or deadly. Most people who are less than
time out from conversations to check facts or access sixty years old have never been in an environment
information via the mesh. Teens regularly mock their where they could not gain basic information about
fellows who pause too often or too long in conver- everything around them at a glance. Learning to over-
sations to look up further information on a topic come the shock of not knowing anything at all about
someone mentioned, or who spend too long trying something is one of the first and most crucial skills all
to assemble facts to support an argument. Terms like gatecrashers must learn.
“meshed out” or “drooler” are used by teens to mock
each other into learning how to be both discreet and mu EES
faster in their information searches, at least when also Most individuals have a dedicated AI that serves as
interacting with others. While adults rarely engage their media agent. Commonly known as a muse, this
in the same sort of direct and obvious mockery, AT has been a lifelong companion for most people
people who get too lost in casual or conversational less than seventy years old. Muses learn their owners’
meshbrowsing are widely viewed as socially inept. As tastes, habits, and preferences, and do their best to
a result, implants that allow multi-tasking or tempo- make life and technology use as easy as possible.
rarily speed up thought are in great demand, since Muses can be alarm clocks, data retrieval gophers,
they allow individuals to do extensive research and appointment schedulers, accountants, and many other
rehearse each statement they are going to make with- functions often limited only by their owners’ imagina-
out a moment’s pause. People who can afford such tions. Some of their tasks do not even need to be as-
software almost always seem more suave, charismatic, signed them—muses are skilled at figuring out people’s
and intelligent than those who do not. needs and acting on them. For example, the muse’s
All this means that those who lack all mesh and AR scheduling function may tell it when its user needs to

access—individuals known as zeroes—present a stark be up in the morning, and it will act as an alarm clock

contrast to the rest of transhumanity. To most people, without any additional instructions from the user. If a
zeroes seem slow, forgetful, and almost unbelievably muse is uncertain about its owner’s preferences, it asks,
dense, while to zeroes, even people who only possess but after working with a user for a few decades muses
rarely need to do this. Most people keep multiple

back-ups of their muse, because the loss of a muse

ectos or basic implants seems brilliant, witty, and able
to comprehend things with almost inhuman speed.
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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 RGIs

The vast majority of transhumanity blames the Fall on
rogue seed Als (self-improving artificial intelligences).
As a result, any Als that are not crippled or some-
how limited from improving themselves—including
the AGIs (artificial 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 facili-
ties still performing AGI research, which has pushed
most such research into isolated settlements. Never-
theless, there are still people passionately devoted to
AGIs; some see them as the next step in posthuman
evolution, others value all sentience, and still others
actually worship them. However, AGI supporters have
learned to keep their opinions private in mixed com-
pany, lest they be branded an agent of the TITANSs.

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 Als 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
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 your goals and ideals.

ATTITUDES TOWARDS MENTAL ALTERATIONS

In the post-Fall solar system, technology can alter peo-
ple’s minds; controversy about many of these altera-
tions 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 especially
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 first place, pro-
viding morphs to a fork strikes many people as selfish
and wasteful. As a result, on the rare occasion that
people sleeve one of their forks, they typically provide
it with a synthmorph to avoid the social stigma associ-
ated 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 find 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 in-
dependently for a day or two, most visitors find such
habitats distasteful and bizarre.

However, while voluntary forking is still regarded
as somewhat odd, involuntary uses of this and the
associated mental technologies are so horrifying that
they form the basis of much lurid crime fiction. Some-
one being unknowingly mind-napped and having an
involuntary—and often secret—fork created is some-
thing 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 exceptionally 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 communi-
cation, 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 splicer
or synthmorph or, for a slightly higher cost, a generic
exalt morph. Habitats or worlds with unusual re-
quirements, like Mars, Europa, or the various zero-g
habitats offer ruster, aquanaut, or bouncer morphs
instead of splicers. These morphs can be used for up to
a week without much difficulty, and using one for up
to a month is usually possible with sufficient negotia-
tion 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 filled with tales of people having
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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 ar-
range 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 expen-
sive than the costs of buying or replacing high-end
custom modified 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 un-
wanted intrusion. The first 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.

BN L0
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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 Als
in case of problems such as dangerous chemical leak,
a sufficiently large fire, an explosion, loss of air pres-
sure, or some other equally dramatic and potentially
dangerous event. Both the events of the Fall and the
fact that almost all of humanity now lives in habitats
surrounded by hostile environments 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. S,
These emergency sensors do not record anything other
than the absence of potential dangers if they are not
triggered by specific 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 ev-
eryone 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
files is a crime in most habitats and a serious crime in
many. Also, while both the mesh and augmented real-
ity are filled with all manner of Al-mediated adware,
most of it has evolved to be relatively benign and to
provide non-intrusive suggestions about goods, infor-
mation, and services that are likely to be of legitimate
interest to the targeted person. An individual’s muse
filters out unwanted advertising. While it is certainly
possible to create advertising that can hack through
any muse’s filters, 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

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 ad-
vanced versions targeted the empathic
elements 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.
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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 ERISTENCE

More than ninety-five percent of humanity inhabits
artificially created morphs. Most of them also possess
basic implants, and the vast majority of the rest wear
ectos with retina displays and other simple peripher-
als 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 remain-
ing population inhabit flats 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 to
them. The lowest social classes in the Jovian Republic
lack personal infotech access and so do the lowest
class of people indentured to the hypercorps and the
Planetary Consortium, particularly on Luna and Mars.
These individuals are either indentured criminals or
people sufficiently lacking in useful skills that they are
assigned mindless physical tasks that cannot be more
efficiently performed by Als.

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 traffic signals and
shop displays. When necessary, the managers and
overseers in charge of groups of zeroes allow them
access to handheld meshbrowsers. These devices re-
semble the handheld terminals common in the early
21st century and have limited functionality, typically
forbidding communication and restricting mesh re-
search to carefully filtered topics.

Because of their inability to access AR or the mesh,
zeroes are almost completely isolated from everyone
else, meaning they are also unable to organize ef-
fectively 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 greatest
crimes against transhumanity perpetrated by the Plan-
etary 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 humanity 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

humans 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 sufficiently heinous crimes—though
the process of execution is considerably more difficult
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 flu 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.
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 Fall.




LOST LORE

The accumulated knowledge and media of Earth,
spanning the history of human intelligence, is a
vast and impressive amount. Even before the Fall,
many orbital settlements had acquired complete
records of all previous human lore and creativity,
including copies of every book, painting, song,
film, TV program, console game, newspaper, 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 incom-
plete. 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 elec-
tronic gates on Earth is even more likely to have
been lost, except for a few hypercorps that man-
aged to transfer their Earth-bound data off-world
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. B

ENTERTAINMENT AND MEDIA

A substantial amount of media survives the Fall of
Earth, and a significant 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 ex-
posing themselves to.

The first layer is based on popularity and critical re-

views. Every piece of media has a rating, often weight-

ed by the opinions of critics with high rep scores who
comment on their virtues and faults. Specialized Als
also evaluate the responses of consumers, so individu-
als can use reviewers they trust or they can seek out
media that is either widely or specifically 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 au-
tomatically search out and recommend various sorts
of media. Individuals can do everything from asking
their muse to select something they will enjoy, to
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asking for a something that will challenge their opin-
ions, to 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 all media so that they better fit
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 ar-
ticle 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 com-
pletely 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 interact with
(or at least acknowledge) a wide variety of different
sources of information. As a result, listening to opin-
ions by a high-rep celebrity can expose people to in-
formation that they might never encounter otherwise.
Also, in many habitats, Als responsible for media dis-
tribution tag some news as being sufficiently impor-
tant that it should be immune to filtering by muses.

METACELEBRITIES

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 inva-
sion of privacy or even a crime.

POPULAR TYPES OF ENTERTRINMENT

The most popular forms of electronic entertainments
are vids, vidgames, VR worlds, XP, and AR games.

VIDS AND VIDGAMES

Vids are passive entertainments that can be enjoyed
either as high-resolution audiovisual entertainment or
as a fully immersive experience where the viewer can
augment their experience with smell, touch, and taste
while experiencing 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 film,
except that it’s interactive and in 3D. In contrast, full
sensory viewing is much like actually 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, as well
as the appearances of some or all of the major char-
acters. In addition, many vids have several alternate
endings for people who prefer happy, bittersweet, or
grim endings. As a result, two people watching the
same vid could have very different experiences if they
use radically different settings.

Vidgames are like vids, except they are much more
flexible. In vidgames, 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.

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 ev-
eryone can be bodysculpted, the beautiful
people need to be more than glamorous
faces. More to the point, the public’s inter-
est in celebs faltered when famous people
repeatedly changed their looks and were
no longer immediately recognizable.

One of the ways big entertainment
has responded is to promote metace-
lebrities—icons based on characters
rather than real people. Each metace-
lebrity 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 star-
dom in AF 3 and promptly sold off her
celebrity character rights to Experia.
Likewise, award-winning heart-breaker
Juan Nguyen is a constructed 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 man-
aged 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 underesti-
mate or mess with the small armies of
media engineers behind each metace-
leb's carefully crafted image. *»




The degree of freedom in vidgames varies. Some are
almost fully interactive realms similar to many VR
worlds with all but a few characters controlled by Als,
while others are considerably simpler and more lim-
ited, with player interaction limited to a few crucial
decisions. The precise dividing line between vids and
vidgames is blurry, but both media have the common
trait of being designed for either solitary use or for
use by a few players or viewers who are all located
relatively near one another. Vids and vidgames are
the most popular forms of entertainment, with vids
and vidgames set on Earth before the Fall being espe-
cially prevalent.

!

Experience playback (XP) is a specialized type of vid
that consists of the recorded sensory impressions of a
single individual. Almost all of the inhabitants 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 scavenging mission to Earth, or
gatecrashing. There is also a thriving fringe market in
less savory XPs, including records of people commit-
ting all manner of violent or dangerous crimes and
XPs of actual gun battles between well-armed crimi-
nals and law enforcement personnel, which often end
with the death of the morph providing the point of
view.

Anyone with mesh inserts can create an XP of their
past experiences, and anyone with an ecto or mesh
inserts can access the sensory recordings. Selling a
particularly exciting XP, such as a record of the first
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 XPs are only inter-
ested in the sensory recordings and feel that having
another person’s recorded thoughts and emotions in
their head is intrusive and uncomfortable. However,
some hardcore XP aficionados feel that accessing the
full XP, including the recorded emotions, makes the
experience more immersive and real.

A significant minority of XP fans becomes fasci-
nated with one or two daring people who regularly
sell XPs, known as X-casters, viewing all of their clips,
including both the experiences and the accompanying
thoughts. Some of these XP fans become more inter-
ested in the person who recorded the clip than in the
individual experiences, and they often come to believe
that they have a special, clear understanding of this
person, to the point where they strongly identify with
this person 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 or
figures of speech of this person. Particularly popular
X-casters are sometimes rather 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
interacting both with events in the physical world
and with augmented reality imagery that recasts the
people and objects the players see. For example, in-
stead of seeing another player in a splicer morph and
ordinary clothing, a player of an AR game might see
a horrific 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 as they
allow players to interact when they are within physi-
cal proximity, but some games link habitats within
the same cultural region.

The nature and intensity of these games varies
widely. Some are long-term games involving people
imagining that they are deep cover spies or some other
exciting and unique role. 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 camouflaged as snack
designers, personal assistants, etc. 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.

Short-term AR games, on the other hand, last be-
tween several hours and several days. The people run-
ning these games 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 vidgames, 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
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 game as a cover for an actual robbery or act
of terrorism that was abetted by unwitting players
who thought their actions were simply part of a game.
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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 fines.

VR WORLDS

Virtual reality (VR) worlds are entertainments that
involve the creation of a large and highly immersive
simulated environment—a simulspace—where many
major characters are played by transhumans or other
sentient beings. Unlike vids or vidgames, simulspaces
are specifically designed for a large number of par-
ticipants. VR worlds consist of everything from dupli-
cates of various eras of Earth history to elaborate and
strange fantasy worlds with magic, dragons, and simi-
lar 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 Al
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.

PHYSICAL ENTERTRINMENT

In addition to a vast array of electronic and
electronically-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 participants strap on wings and engage in tests
of speed and acrobatics. In addition, the ability to
both heal 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 ex-
treme sports. Starting a decade before the Fall, vari-
ous individuals began realizing 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 humanity greatly reduced the
interest in playing with death for many years. Kill-
ing yourself just to experience death is considered
at least mildly distasteful, 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 ec-
centric and dubiously regarded hobby.

In some subcultures, dueling has been a popular fad
for almost a decade. Swords, knives, and pistols firing
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 fitted
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 underground dueling circuits, pit-
ting biomorphs against robots against uplifts. The
seedier circuits engage in distasteful pit fights featur-
ing illegally-acquired backups sleeved into non-sen-
tient animals, often outfitted with lethal cybernetics.
Such creatures are typically quite mad.

In addition, 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 artificially constructed climb-
ing 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
parachuting, 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 modified to survive high impacts
are held by individuals who required either time in a
healing vat or resleeving immediately after their suc-
cessful breaking of a previous record.
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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 fiercely independent. The only loca-
tions where large political entities can exist are on the
marginally habitable worlds of Mars and Europa, and
the population of Europa is significantly smaller than
that of many of the largest pre-Fall cities on Earth.

THE INNER SYSTEM

Though nations no longer exist, they have been re-
placed by new political-economic entities that may
well have been on the road to dominance even if the
Fall had not occurred: the hypercorps. While there
are a many independent habitats and settlements in
the inner system, it is largely dominated by the hy-
percorps. To reduce conflict between themselves and
promote the survival of transhumanity, some of the
hypercorps have formed an alliance known as the
Planetary Consortium. This alliance governs most of
Mars and is in charge of the ongoing Martian terra-
forming project. It also controls several dozen other
habitats and many Lunar bases, mostly ones that are
in some way involved with the massive Martian ter-
raforming effort.

Since Mars is home to more than forty percent of
the surviving transhuman population, most of the
human population lives under the rule of the hyper-
corps or the Planetary Consortium. In the aftermath
of the Fall, the hypercorps established three important
goals: rebuilding the solar system, protecting them-
selves from any further attacks (either by the TITANs
or any other threats), and growing in both wealth
and power. By extension, the second goal means they
also help protect the people living in the habitats
and settlements against any repeat of the Fall. The
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hypercorps and the Planetary Consortium are exceed-
ingly skilled at attaining all of these goals. Since popu-
lar rebellion and widespread dissent are not helpful in
the least in attaining these goals, 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.

As the largest and most well organized entities in
the solar system, the hypercorps, and especially the
Planetary Consortium, are in an excellent position to
protect the people living in their habitats and settle-
ments. However, this protection comes at the price
of freedom. Living in habitats that use transitional
economies (p. 61), the inhabitants of hypercorp-con-
trolled settlements are relatively well off and need not
fear starvation or serious want. Also, the hypercorps
strongly oppose bioconservatism, and so anyone who
can afford various augmentations or morphs is free
to obtain them, as long as none of these augmenta-
tions or morphs is equipped with weaponry that can
be used to harm the habitat or large numbers of its
inhabitants. In return for safety and relative prosper-
ity, however, inhabitants give up any ability to voice
more than token criticisms of the hypercorps of the
Planetary Consortium.

THE POWER OF THE HYPERCORPS
AND THE PLANETARY CONSORTIUM

The hypercorps and associated Planetary Consortium
are the only major non-local political entities in the
solar system (with the possible exception of the Au-
tonomist Alliance, which is more of a mutual aid pact
than a unified political entity). All of the other politi-
cal entities are based in a single specific location. The
various hypercorps transcend location, however. They
have offices and branches all over the solar system,
serving the needs of people from Pluto to Mercury
and all places in between. While most hypercorps

ENTER THE SINGULARITY
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have large manufacturing and processing installations
on Mercury or Venus, making use of the abundant
energy of the first and the complex chemistry of the
second, much of the work performed by all of the
hypercorps involves developing new technologies and
new cornucopia machine templates, both of which can
be done in any place that has meshbrowsing access.

In addition to bases on Mercury, Venus, and other
equally resource-rich locations, all hypercorps main-
tain dedicated research and manufacturing stations
scattered throughout the solar system. Well-known
facilities include Starware’s vast shipyards, the largest
of which are located on Luna and the asteroid Vesta,
and Omnicor’s huge antimatter factory orbiting Mer-
cury. There are many other lesser-known facilities,
including the automated mines that the mysterious
Zrbny Group maintains in the main asteroid belt and
Saturn’s rings, and the qubit factory Nimbus main-
tains in Mars orbit.

In addition, there is an even larger 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 connec-
tions. 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
artificial miniature black holes. Vids and vidgames
are filled with stories both of exotic disasters in
such research stations and of heroic thieves steal-
ing 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 relics.

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 such attempts, especially by would-be thieves
and spies, end with distinctly negative consequences,
including the thieves’ temporary (and on some occa-
sions permanent) death.

Hypercorps also own and manage a number of
habitats. Many are primarily homes for hypercorp
employees, but in many of them at least half of the
population are simply ordinary residents of the solar
system who simply happen to live there. Though far
less regulated than hypercorp research or manufac-
turing 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 and its corporate
allies. The hypercorp habitats all either possess their

own security companies or have some form of de-
fense contract with a private security company, typi-
cally Direct Action or Medusan Shield, who agree to
protect the inhabitants against potential threats by
agents of the TITANS, fanatical saboteurs, or 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 in-
denture and occasionally forced mental editing (see
Psychosurgery, p. 229). Almost all of these habitats
use a transitional economy (p. 61) and most residents
have a high standard 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-controlled habitats, but inhabitants 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 as
well as those controlled by hypercorps can vote on
a wide variety of issues. The results of these votes,
however, are only binding on issues that are not
corporate
policy,” or “security-related issues,” which effectively
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considered “matters of habitat survival,”

includes any issue related to the security, profits, and
productivity of the hypercorps involved. Votes on
these issues are used in a purely advisory fashion,
meaning that they are utterly ignored when the result
of the vote is at odds with the hypercorps’ agendas.

While residents of these settlements and habitats
can vote about adding a new holiday to honor some
important figure or the location and design of a
new park, laws regulating indentures, habitat secu-
rity, law-enforcement, 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 finds ways to modify their current
policies to address these concerns without harm-
ing their own interests. In contrast, if only a small
number of residents are upset by certain policies,
then these wishes are ignored and habitat security
forces keep an eye out for possible civil disobedience
or other forms of resistance.

In addition to these dedicated installations and
hypercorp-controlled habitats, many hypercorps
maintain offices in stations and planetary settle-
ments. Almost every habitat has a Nimbus office
with a farcaster and, in the case of larger habitats,
QE communicator facilities for instantaneous




communication. Both facilities are open to anyone
who can pay Nimbus’s fees. Ecologene, Skinaesthesia,
and several other hypercorps also have offices on
most habitats. Every habitat interested in interact-
ing with the rest of transhumanity has at least one
automated Experia media node. In smaller habitats,
these offices are unobtrusive and managed by limited
Als or indentured infomorphs. The existence of these
offices, however, is vitally necessary for the contin-
ued happiness and existence of transhumanity. Most
hypercorps also maintain a number of employees in
every large habitat and most of the smaller ones.

Due to the large number of remaining infomorph
refugees, most Experia media nodes are managed by
indentured infomorphs. These infomorphs monitor
the local news-finding Als and keeps track of any
important or interesting developments. They also
serve as on-site reporters for any important events
that might occur. While postings in small habitats
are often rather dull, the infomorph usually has a
contract guaranteeing them a morph of their choice
and resleeving in the habitat of their choice in return
for a term of service, which typically ranges from
three to five years.

Similarly, all but the smallest habitats have Medu-
san Shield or Direct Action offices, where individuals
can hire both security consultants and bodyguards
ranging from simple Als to highly trained mercenar-
ies in fully-equipped fury morphs. These mercenaries
live on the station and often hire short-term contrac-
tors to help with especially large or difficult assign-
ments. Skilled mercenaries may eventually be hired
full-time by Medusan Shield or Direct Action, but
since contractors are usually given the most danger-
ous and thankless parts of any assignment, many
soon lose interest in hypercorp contract work.

Other employees working out of local hypercorp
offices range from ecosystem designers to for-hire sci-
entists and technicians to personal financial 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 staff. These hypercorp employees are
in the unique position of having dual loyalties—to
their habitat and to their hypercorp. Despite what
hypercorp propaganda preaches, the two interests do
not always overlap.

Because of the delays involved in normal com-
munication, local heads of hypercorp offices usually
have a great deal of autonomy, since asking for in-
structions from their superiors on another habitat or
installation requires either dealing with a time-lag or
using expensive qubits for instant QE communica-
tion. As a result, except for the most important or
difficult problems, local directors deal with all local
matters on their own, reporting any unusual or po-
tentially problematic decisions afterwards.

THE OUTER SYSTEM

Out beyond the orbit of Mars, the influence of the
hypercorps and the Planetary Consortium is far more
limited. With the exception of the rigidly authoritarian
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 form 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 first 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 social models. Out
beyond the belt, hypercorp influence 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, radical, and left-wing social movements
and insurgencies on Earth, drawing support where
they could. Others simply stole hypercorp resources
from the inner system, smuggling them to their secret
projects. In a few cases, entire ships or stations mu-
tinied, refusing corporate orders and pursuing their
own path. It was rarely feasible for the hypercorps to
pursue and punish such subversion.

Even among these libertines, differences existed, so
that those adhering to similar socio-political tenden-
cies tended to group together. Over time these have
developed into four rough groupings: the anarchists
of Locus, the techno-socialists of Titan, the anarcho-
capitalists and mutualists of Extropia, and the no-
madic 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 libertine habitats, the centuries-
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
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.




SYNOPSIS

WELCOME TO FIREWALL

ATIME OF ECLIPSE

GAME MECHANICS

CHARACTER CREATION

SKILLS

ACTION AND COMBAT

MIND HACKS

THE MESH

ACCELERATED FUTURE

GEAR

RUNNING THE GAME

REFERENCE

\

Many autonomists consider themselves to be
engaged in an ideological conflict 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 affairs, such as smuggling cornu-
copia machines into habitats where such machines
are strictly regulated, like among the Jovian Republic.
The hypercorps and their allies occasionally strike
back, though open conflict is rare. Even though the
inner system and Jovian Republic could field enough
military might to subdue the autonomist factions, an
uneasy detente exists. Rumors abound that the an-
archists 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 at-
tacks by the TITANSs also impact matters in the outer
system, but most people resist attempts to seriously
restrict their personal freedoms in any manner not di-
rectly related to maintaining their safety. Inhabitants
of the outer system still remember how the old gov-
ernments’ demands of adherence to bioconservativism
and allegiance to distant and often unresponsive lead-
ers 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 se-
curity 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 government.
A number of ideologically-based habitats have used
this ease of making collective decisions as a way to
get all members to agree to some unusual forms of
government.

The individual variants that have been tried are
too numerous to list, though they generally fit 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 confidence.
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.

Other habitats choose their leaders by random
lot, with every adult who can pass a relatively easy
competency test being eligible to be the colony’s
leader for a period that usually ranges from six

months to five years. A few habitats are governed
by powerful specialized Als, which in very few
cases are actually hyper-intelligent AGIs or even
seed Als that the colony has secretly created. Sev-
eral colonies populated by purely informorph or
synthmorph inhabitants use special high-bandwidth
connections to give their members access each
other’s surface thoughts and emotional reactions,
allowing them to hold vast democratic political
meetings where everyone present can feel the gen-
eral 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.

REEPING THE PEACE

Each habitat is responsible for dealing with its in-
ternal 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 Extro-
pians in the belt to the community justice policies
of the anarchists out beyond Saturn. Travelers are
strongly encouraged to check up on the legalities 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 en-
forcement 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
standards of justice. Across the entire solar system,
certain similar standards 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 vio-
late 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 col-
lecting and analyzing DNA and other trace evidence
an exceptionally 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 investi-
gations, law enforcement officials may or may not
have total access to detailed recordings of the events
in any portion of the habitat including recordings
from sensors in private dwellings. In some stations,
law enforcement officials can compel everyone who
might have been present during an alleged crime to




provide downloads of their sensory experiences from
the time of the crime. While individuals can edit their
memories, discrepancies 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 hypercorps. 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 suf-

ficiently careful examination of people and places

can often determine the nature of a crime and the
perpetrator(s) with relative ease. Decisions of in-
nocence or guilt rarely rely upon suppositions, cir-
cumstantial evidence, eyewitness testimony or any of
the other notoriously unreliable forms of evidence
common in past centuries. The best way for some-
one 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 significant chance that law
enforcement officers will be able to uncover reliable
evidence connecting them to the crime. However, if
there is no obvious evidence connecting a specific
suspect to a crime, the criminal has a greater chance
of escaping discovery.

LAW ENFORCEMENT

Law enforcement in the solar system consists of a
vast patchwork of separate jurisdictions, occasionally
united by various treaties. Most habitats have signed
the Treaty of Uniform Security that requires either ex-
tradition 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. In addition, most habitats require a
significant 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 jus-
tice and no widely recognized police force. Instead,
each habitat or cluster maintains their own code of
laws and law enforcement officers. 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 re-
sponsible for their own protection, which means they
may be constantly armed when in public (depending
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on local conditions). Depending on the stations, the
most 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 collec-
tive problem-solving that often involve assembling an
ad-hoc grouping of peers to assess the situation, offer
non-biased judgment, and sometimes pursue collec-
tive action.

The only widely-accepted law enforcement offi-
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 officers 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 officers experi-
ence similar difficulties attempting to apprehend a
suspect who has fled to another habitat.

Closely allied habitats in the outer system usually
allow full or at least limited legal powers to visiting
law enforcement officers from their allies. There are
also various small private security organizations that
work closely with local law enforcement offices to
provide inter-habitat security between habitats that
are not closely allied. The members of these organi-
zations attempt to maintain sufficiently high rep to
earn the respect of all the habitats with which they
work. They act as both bounty hunters and unbiased
investigators in situations that involve the laws of
several habitats. All of these security companies are
located in the outer system, and none has jurisdiction
extending beyond a relatively limited location, like
the middle belt or the Saturn system. Any such orga-
nizations that attempt to grow larger come into direct
competition with Medusan Shield and Direct Action
and are subsequently either bought out or undercut
and discredited by one or both of these organizations.

There are also several private bounty hunters and
private investigators, some of whom are highly reli-
able. Others are known for their extreme moral and
ethical flexibility, especially if the pay is sufficiently
high. On some of the autonomist 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 community,
however, rapidly earns the ire of the entire habitat.
The various small-scale or private security organiza-
tions from the outer system can sometimes pursue
subjects to habitats controlled by the various hyper-
corps 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 (such as attempted mass murder, habitat
destruction, attempting to create seed Als or similarly
extreme actions). In the collectivist anarchist habitats,
antisocial behavior typically involves expulsion or
penalizing reputation, though solutions that involve
making amends are often pursued over standard pun-
ishments. At the other end of the spectrum, people con-
victed 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 outfitted
but closed computer or mandatory personality modi-
fication—assuming that someone has not simply killed
the criminal before they were brought to justice (such
killings are generally treated as matters of self-defense).
Mandatory personality modifications 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 fines 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 modifica-
tion. Such modifications 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 de-
struction of all backups is the most common punish-
ment for serious crimes against the leaders or large
groups of the populace. Since the rulers of the Repub-
lic 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 of-
fender must work off a debt to their victim or victims
or face more serious punishments. Instead of enforced
indenture, offenders usually must only work between
five and twenty hours a week for their victims and
only need to do so until the crime has been suitably
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repaid. The typical repayment is between two and
three times the value of the good or service taken
from the victim.

THE ECONOMY

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

THE OLD ECOROMY

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
inefficiency 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-

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
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 pri-
vate 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
residents of transitional and new economy societies
with envy, while residents of habitats that use both
transitional and new economies look upon residents
of 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 scien-
tists predict that unless there are further catastrophes,
all but the most repressive old economy societies are
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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 TRANSITIONAL ECONOMY

The transitional economy is a far more stable and
easily maintained system than the old economy.
Transitional economies blend old and new economies,
and habitats 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. In addition, the raw materials for vari-
ous 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, cre-
ating 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 materials are sufficiently
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 finely polished ebony
and mahogany, beautiful colored glass goblets, or
painted porcelain tea cups. They can also create a
gourmet dinner and a set of fine 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 materi-
als, 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 cen-
tury. 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 all augmentations, and all nanotech-
nology must be acquired in the same fashion. These
goods are considerably less common as they require

access to an unrestricted nanofabricator and exotic
raw materials.

Transitional economies tend to be relatively safe
places, since inhabitants cannot manufacture weapons
more dangerous than knives, clubs, or similar primi-
tive armaments. Everything from firearms 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 transi-
tional economies because residents prefer the safety
that comes from centralizing control of potentially
dangerous technologies. Other habitats have transi-
tional 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 ex-
ceptionally 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 first 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 defining a transitional economy
is a system where both reputation and money are
in widespread use, most have developed ways to ac-
commodate both forms of payment. While residents
primarily use money for purchasing goods, purchas-
ing cornucopia machine templates involves rep,
especially among residents who regularly visit new
economy societies or have significant contacts there.

THE NEW ECONOMY

Slightly less than forty percent of the human popula-
tion lives under some version of what social scientists
refer to as the new economy. In the outer system, alter-
native 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 habitats and
settlements adopting this model.

In new economy societies, individuals can freely
manufacture and use almost anything they want, as-
suming they can acquire the correct templates and
raw materials. As a result, the residents’ need for food,




RESTRICTING
DANGEROUS
TECHNOLOGIES

Most societies in Eclipse Phase see good reason to
restrict access to some dangerous goods, espe-
cially military hardware. Few people living in a
sealed habitat surrounded by hard vacuum enjoy
the idea of easy access to biowar plagues or de-
vices 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 inci-
dent, 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
permanently died when their backups and corti-
cal stacks were destroyed in the explosions.

As a result, standard procedure is to restrict
access and heavily encrypt templates needed to
create military-grade weapons and similar dan-
gers, 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 posses-
sion 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 exception-
ally rare or human-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 quan-
tities of such elements, or catch them if they
attempt to bring them on board. |

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 “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
official citizenship. Citizenship can be earned in a
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 ex-
pected to pull their weight by contributing to ongo-
ing 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 humans
than Als, such as checking the habitat for flaws 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 reputation slashed.

VALUE AND SCARCITY [N NEW ECONOMY SOCIETIES

While basic citizenship allowances cover most necessi-
ties and even some luxuries, the allowance 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 pro-
vide 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 in-
dividual. 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 travel to a nearby

habitat. However, even the smallest actual spacecraft
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In an age when digital material is easily copied and
physical goods are reproducible with nanofabrica-
tion, concepts like copyright, trademark, and intellec-
tual 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

In response, some manufacturers, designers, and
artists attempt to produce goods that are irrepro-
ducible—and thus more highly valued. Possible ap-
proaches 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

even officially released.

are far too large and difficult to create to be available
on an ordinary citizenship allowance, or even on the
amount of rep an ordinary individual can acquire in a
reasonable amount of time.

In addition to large-scale uses of resources and
difficult-to-manufacture goods, there are goods that
are intrinsically scarce, such as relics of Earth and
handmade goods. 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 flower, coin, or piece of stone from Earth
can be exchanged for almost any morph or other
good that is moderately difficult to create. Actual
historical artifacts, like a famous person’s hat or au-
tograph, is 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 outfitted 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 fine 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. As a result, while anyone can drink
nanofabricated wine, 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, handmade goods are expensive because of their
rarity and because many people enjoy the status as-
sociated with owning and using them.

There are three other items that are scarce and
are thus quite valuable: living space, skilled sentient
labor, and novelty. The majority of humanity lives in
standard-sized dwelling units, which typically range
from one hundred cubic meters on smaller or poorer

skilled performances. »

habitats to two hundred cubic meters on wealthy
and prosperous habitats. Since each cubic meter of
a habitat must be manufactured and the process of
manufacturing or expanding a habitat is far from
simple, space is at a premium. The only exceptions
to this scarcity are on 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 significant amount, and large villas and
private asteroids are luxuries possessed by only the
highest rep individuals.

While transhuman labor has become relatively
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. Buying a unique custom morph design, for
example, crafted by a skilled biogeneticist, 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
specific 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 final commodity that is both scarce and valu-
able is novelty. While anyone can drink a fine wine
or wear a wide range of designer clothing, other
commodities are kept deliberately scarce. Cutting-
edge fashion, new music, and even haute nosh (bold,
exclusive snack food designs) are harder to find be-
cause the templates needed to manufacture them are
encrypted and cannot be copied. The copy protection
used on the templates for newly created goods auto-
matically expires within three years at most, and most
habitats reduce this to one year. In addition, this copy
protection 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.

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. From
there, infomorph refugees were beamed to databanks
throughout the solar system. They were forced to flee
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 human his-
tory. In the years since the Fall, large numbers of these
infugees have been resleeved. Anyone with valuable
skills was first 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 difficult situation. Lacking either personal con-
tacts or vital skills, they had no one else to help them.
In the first 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 sufficient to support them. Because of the
critical labor shortages in the first five years after the
Fall, another thirty percent of the refugees managed
to regain bodies (usually cheap synthmorphs). These
indentured servants 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 per-
formed less moral services for criminal syndicates.
Most took on orbital construction jobs, helping to
construct the new habitats that would eventually
become their home. Some infugees found work per-
forming services like data-mining, monitoring auto-
mated 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
to find that their employer either kept finding 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 refu-
gees remain infomorphs; some by choice, but most be-
cause 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 provid-
ing 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 Venu-
sian 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 Consor-
tium were quick to make use of this vast labor pool,
especially on Mars. Mars has large amounts of open
space and resources and is sufficiently close to hab-
itable that Mars-adapted morphs like the ruster are
inexpensive to create. As a result, the Planetary Con-
sortium 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 indentur-
ing themselves to the Planetary Consortium or one
of the associated hypercorps involved in Martian
terraforming is the most reliable way to find both
a morph and housing, since both are guaranteed
at the end of the contract. The work involved is
particularly difficult, however, and the contracts are
normally quite long. The Planetary Consortium is

o
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also particularly adept at adding charges that pro-
long indenture—though most indentures carry five
to twenty year contracts, in reality these indentures
typically last between eight and twenty-five years;
some go on even longer. This large population of in-
dentured servants on Mars—many of them now free
and resleeved—is becoming a force 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 fiction 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 oc-
casionally face attacks by life forms mutated by the
TITANSs, nanotech war-swarms, or similar still-active
and dangerous exotic technologies. Indentured em-
ployees are not charged for damage to or destruc-
tion 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
infomorphs, 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 thriv-
ing infomorph culture. While exact data is difficult to
obtain, many researchers 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. Especially in the outer
system, these infomorphs have become increasingly
involved in habitat politics; many habitats have of-
ficials who are infomorphs. Most researchers predict
this infomorph culture will increasingly diverge from
physical cultures as time progresses.

THE CLANKING MASSES

With so many infugees acquiring cheap synthmorph
shells—particularly cases and synths—and being
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 to acquire a biomorph, even if it is only
a splicer or worker pod. As a result of their presence,
however, many synthmorphs are now viewed with
distaste, especially in elite social circles. Even those
who have expensive, lovely, custom-designed synthetic
morphs fitted 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 active-
ly segregate their synthmorph populations, rational-
ized by the fact that synthmorphs 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.

HABITATS

With Earth now uninhabitable, transhumanity sur-
vives in a variety of off-world 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 ma-
terials. 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 ex-
cavated with plasma drills. These tunnel settlements
differ slightly from one world to the next. In most
of these tunnel cities, the floors of all open areas
and many dwellings are composed of genetically-
modified grass designed for both comfort and dura-
bility, with light panels covering the ceiling providing
bright full-spectrum lighting.

A few of these buried cities further enhance their
natural appearance with the addition of 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 numer-
ous flowering vines and bright tropical butterflies.
In a small number of settlements on both Titan and
Luna, colonies of small monkeys and parrots with
metabolisms and habits modified 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 be-
tween 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 constructed with roofs
between thirty and one hundred meters high and are
designed so that residents can use them for flying by
strapping on a pair of specially-designed wings.

The cloud cities of Venus are among the most un-
usual habitats in the solar system. Their exotic nature
is enhanced by the chance to observe the many re-
cently introduced floating and flying life forms modi-
fied to live in the clouds. Though located almost fifty
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 flexible poly-
carbonate and filled 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 a Martian atmosphere breathable
by all morphs 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 un-
derwater cities. 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 find
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-adapt-
ed body. Europan cities all contain sealed buildings
with normal atmosphere, both because some activi-
ties 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 di-
mensions, so going from one floor 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 surrounding frigid Europan sea.

SPACE HABITATS

With the exception of the private habitats of the
wealthy and powerful described below, the vast ma-
jority of space habitats hold between twenty-five hun-
dred and one million inhabitants. Almost two-thirds
of these habitats were built during the first seven years
after the Fall, when huge portions of the system’s
surviving infrastructure were used 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 auto-
mated mining machinery that had been repurposed
to create colonies. Due to the limitations of these au-
tomated 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 sub-
cultures have left the larger habitats they lived in and
created their own small habitats, few of which were
designed to hold more than ten thousand 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 ex-
pense and difficulty involved in expanding existing
habitats or building new ones is one of the principle
reasons that more than forty million infomorph
refugees still do not posses morphs. Although none
of the existing Hamilton cylinders has finished grow-
ing, 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 cylinders
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 find anywhere to unload
their human 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 egocast-
ing or the faster and more efficient fusion drive ships,
so-called scum barges offer a floating city alternative
to space travel. These ships function as roving black
markets and carnivals of the bizarre—lawless zones
where anyone can find whatever they want or need for
the right rep or price.




SYNOPSIS

WELCOME TO FIREWALL

ATIME OF ECLIPSE

GAME MECHANICS

CHARACTER CREATION

SKILLS

ACTION AND COMBAT

MIND HACKS

THE MESH

ACCELERATED FUTURE

GEAR

RUNNING THE GAME

REFERENCE

\

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 sys-
tems 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 fitted with various modern
conveniences, including large cornucopia machines
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 find their existence
occasionally useful. Living conditions on the scum
barges range from overcrowded refugee camps to
thriving, egalitarian, but non-wealthy anarchist
enclaves, to relatively modern habitats outfitted in
barbaric splendor by highly successful organized
crime gangs.

Al 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 re-
sults 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-filled 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 filled with fish 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
vidgames or older forms of entertainment, including a
handful of small and eccentric habitats where the in-
habitants all appear as strange humanoid alien beings.
In many, the inhabitants have cosmetically modified
themselves to fit 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. Some of the
more unusual habitats range from dimly lit, spooky
landscapes filled with perpetually leafless trees, thick,
continually regenerating cobwebs, and other similar
macabre touches to gleaming colonies that are shining
citadels of quartz and steel. Some are huge intercon-
nected 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 mil-
lion 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 habitats. Almost all contain a cosmopolitan
and diverse population from a wide variety of sub-
cultures. Because of this diversity and the difficulty of
forming any sort of consensus with a large population,
these settlements tend to be reminiscent 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 overwhelming. In addition, all of
these stations are large enough to hold offices for all
of the major hypercorps, who further promote uni-
formity by providing the same services from identical
hypercorp offices. 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 experi-
ences, 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 the asteroids—similar to the
tunnel cities of Luna and Titan—but some are consid-
erably 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 grav-
ity. The habitats of Nova York (p. 97) and Nguyen’s
Compact (p. 103) are both examples of this, among
many others.

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 fifty meters in diameter (the minimum nec-
essary to produce Mars gravity at a rate of rotation

slow enough to avoid problems in all morphs) and

between fifty 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, some or most of which may
be AI servants or, on rare occasions, indentured
servants. Life in a private habitat is exceptionally
lavish. Almost every surface is made of formatible
smart materials and there are several large general-
purpose cornucopia machines available 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 filled with vids
and XPs about the lives of the most famous residents
of the solar system. Almost everyone has seen the in-
terior 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, scavengers
who travel to Earth, and others who engage in simi-
larly daring endeavors hope to be able to obtain infor-
mation or objects sufficiently valuable to allow them
to retire to their own private habitat.

ENTER THE SINGULARITY
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FACTIONS

One would have thought a cataclysmic event such
as the Fall would bring the surviving elements of
transhumanity closer together, jointly dedicating
themselves to the repopulation of the solar system
and continued prosperity. Instead, the remoteness and
physical isolation of transhuman colonies and habitats
stretched across the solar system, as well as the ef-
fects emerging technologies have had on transhuman
economies and social lives, have promoted the evolu-
tion of a wide spectrum of philosophies, agendas, and
political models.

THE HUPERCORPS

To some economists, the Fall and the numerous crises
that predated it on Earth can be viewed as an extinc-
tion event, the end of the line for the massive trans-
national megacorp dinosaurs, financial giants that
supported their monolithic frameworks on outdated
economic models and industrial technologies. The hy-
percorps are their evolutionary descendants: slimmer,
faster, meaner, and more flexible, eagerly embracing
the possibilities of new technologies and never afraid
to toss the old aside to take advantage of the new. It
was the hypercorps that drove humanity’s expansion
into space and who continue to push the technological
envelope, guiding transhumanity towards new hori-
zons—always with profit as their driving goal.

Most hypercorps are decentralized, non-asset-
based legal entities. Complete automation, advanced
robotics, morph technology, and cornucopia ma-
chines allow the hypercorps to abstain from mass
employment for labor or production services. The
need for physical labor has mostly been reduced
to tasks associated with habitat construction or
deep space mining. Infomorphs and Als are heavily
employed (or more accurately, owned) as drone op-
erators or virtual workers, and many administrative
tasks are performed online via augmented reality,
virtual private networks, and simulspace nodes.
Some hypercorps are in fact entirely “virtual,” with
no physical assets and each employee acting as a
mobile office. A few major hypercorps literally con-
sist of only a dozen transhuman personnel. Though
some hypercorps are massive and diversified, most
specialize in particular fields or services. This results
in both an intricate system of partnerships to de-
velop, produce, and market products and services
and a large-scale tendency to internally contract
special services from other hypercorps. Many hy-
percorps also pool their resources and talent into
cooperative research initiatives, project centers, or
shared habitats.

Most hypercorps are traditional capitalist in out-
look, though many have adopted alternative business
philosophies and management models. This might
include basing decisions on internal forecast market
trends, groupthink consensus models, or ditching
management entirely in favor of staff polling/voting

initiatives that statistically fare better. A few are anar-
cho-capitalist companies originating from Extropian
enclaves, though these often suffer from a bias when
making deals with inner system powers.

The solar system boasts thousands of hypercorps;
a few of the more prominent and interesting are
noted below.

COGNITE

Major Industries: Cognitive Science, Mental Im-
plants, Psychosurgery, Nootropics

Major Stations: Thought (Venus orbit), Phobos
(Mars moon)

A pioneer in the field of cognitive science, Cognite
(pronounced cog-neet) drives forward the cutting
edge of research into understanding the transhuman
mind. Most well-known for their mental augmenta-
tions and the original menton morph design, Cognite
also specializes in psychosurgery and nootropics.
Their elitist and aloof image was not aided by their
scandalous involvement with the projects to raise ac-
celerated growth children that became known as the
Lost generation (p. 233), nor rumors that they engage
in research involving TITAN-influenced incapacitating
input attacks. Nevertheless they remain a key member
in the Planetary Consortium.

PSICLONE

To: Proxy-99
From: <Encrypted>

I'm enclosing some data | recently
acquired from an inside source regard-
ing a so-called “Project Psiclone”—
some type of black budget research
initiative pursued by Cognite, possibly
with involvement from other Planetary
Consortium interests. Their work seems
to focus strongly on the Watts-Macleod
strain of the Exsurgent virus—with
some alarming results. *»

COMET EXPRESS (COMEK)

Major Industries: Courier Services, Shipping,
Logistics

Major Stations: Nectar (Luna), Olympus (Mars)
Comet Express specializes in delivery services, inter-
stellar logistics, supply chains, and shipping. They
maintain a presence on almost every transhuman
habitat in the solar system, often via local subcontrac-
tors. Despite the wonders of nanofabrication, many
resources must still be imported. ComEx focuses on
managing supply and trade routes and making sure
physical shipments reach their destinations. For that
purpose, ComEx maintains orbital hubs equipped
with slingshot accelerators at strategic waypoints




throughout the system and a fleet of cargo vessels
and courier drones. For reasons unknown to the
public, ComEx is viewed with hostility by the Jovian
Republic, who have standing orders to shoot down
ComEx vessels.

DIRECT ACTION

Major Industries: Security Services, Military
Contracting

Major Stations: Hexagon (Earth-Luna LS5)
Descended from the remnants of several pre-Fall
national military forces and private military contrac-
tors, this hypercorp made a name for itself in the
period immediately following the Fall, where they
helped manage refugee populations among various
habitats and vessels while shattering any sign of
unrest immediately and with full force. Direct Action
today is known for its highly-efficient shock troops
and superior combat morphs, providing security and
public police services to self-governing habitats or
hypercorp installations. Shifting political alliances
between habitat clusters, corporate rivalry, and the
constant fear of TITAN agents cater to Direct Action’s
paranoia-inducing marketing. The corporation main-
tains several habitats as physical training facilities and
armament depots.

ECOLOGENE

Major Industries: Environmental Systems, Genetics
Major Stations: McClintock (Mars orbit)

Ecologene specializes in living systems, environmental
genetics (with a specialty in insects), smart animals,
bio-architecture, and environmental nanotech. They
design and maintain the ecosystems inside numerous
habitats and tunnel colonies. One of Ecologene’s no-
table projects is building and maintaining a massive
genetics archive of all life forms, though this endeavor
was nearly crippled by the Fall. For unknown reasons,
Ecologene seems to be favored by the Factors. Some
speculate that Ecologene has some sort of blackmail
material in hand, while others believe Ecologene is
trading away transhumanity’s genetic secrets in ex-
change for a few xeno-tech gifts.

EROTECH

Major Industries: Uploading, Als, Electronics,
Software

Major Stations: Starwell (Main Belt)

Often regarded as the personal technocratic pulpit of
the infamous media mogul Morgan Sterling, Exotech
emerged from the Fall almost unscathed, any signifi-
cant losses absorbed by corporate assets in peripheral
market segments, while ruthlessly buying out troubled
competitors or think tanks unable to adapt to the
transitioning economy. Nowadays, Exotech remains a
predominant designer of high-end electronics, Als, and
mesh presence software systems. ExoTech also contin-
ues to pursue an uncompromising progressive agenda
with its research in mind emulation, uploading, and
resleeving, as well as infomorph ego simulation.
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Rumors persist that ExoTech continues to carry out
research and even production of AGIs.

EHPERIA

Major Industries: Media (AR, VR, XP), News,
Entertainment, Memetics

Major Stations: Elysium (Mars)

Living up to its name, Experia dominates the solar
system’s news, media, and entertainment market
segments, generating controversy not only with its
publicly expressed pro-Al stance or inviting an AGI
to its board of directors, but also by proficient use of
hyperviral marketing and sophisticated XP-program-
min