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Iftikhar Quraini shivered, but not because of the cold that
tightened his skin and turned his breath to fog. Sure, the gate
room was frigid: walls carved from blue ice as hard as steel,
air cold enough to freeze the water molecules on his skin as
he cupped his hands over his mouth to preserve a tiny morsel
of warmth.

But what was at the heart of the gate room was
colder still.

The Fissure Gate.

It waited for him, a hollow sphere eight meters in
diameter, built from arcs and swirls of gleaming metal,
bisecting each other, hiding something darker within.

Iftikhar couldn’t suppress a shudder. Are you sure
you can’t tell me anything?

[l can tell you many things,| said Carter, his muse, [but
very little of it is likely to be useful. As I've told you many times,
the gate experience is highly individual.]

A deep voice interrupted. “Nervous, kid?”

Iftikhar didn’t turn to look at the chimpanzee
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named Brandon Sail. Instead he watched one of his
teammates step into the sphere, her body marked by
the odd, curling shadows of the sphere.

She stepped into the darkness at the center, and then
she was gone.

Iftikhar winced.

He heard the soft panting of chimp laughter. “Man,

you’re really tweaked.”
Iftikhar turned on Sail. “I am #not,” he said coldly.

Everyone knew the chimp was a hypercorp agent and

Iftikhar didn’t really want to talk to him.

Sail issued a skeptical snort. His skin was the light color
of cedar, his clear brown eyes as enigmatic as any human’s.
Fine black hair framed a face made comical by giant ears. At
one meter, fifty centimeters, Sail was shorter than Iftikhar
but more powerful. Chimpanzees weren’t monkeys. They
were apes. And this one probably had commando training.

“Look,” said the chimp, “I’ve done this a dozen times.
There’s no reason to worry.”

Iftikhar clutched at the comment like a man with a ripped
vacsuit grabbed at the material around the tear, trying to
hold in his life. “You mean it’s really not that bad?”

“Oh, no. It’s going to suck.” Sail shrugged in his forest
green vacsuit and flashed a toothy smile. “There’s just
nothing you can do about it.”

Then the gate tech said Iftikhar’s name, and it was his turn.

* % ¥

The singularity was black, but it was an empty black, like it
wasn’t really there—like nothing was really there. Iftikhar
tried to look at the thing’s shape, but it made his eyes water.
Needle-sharp pain pricked his skull. The transhuman mind
wasn’t designed to look at wormholes. A flash of emerald
lightning arced across its surface, actinic and bright but
utterly silent.

Iftikhar took a step back.

“Any time now,” Sail called.

Iftikhar put his helmet on and drew a deep breath. He

rushed forw—
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A moment of darkness, like being in a room during a power
failure. No one and nothing there but the black. Iftikhar
took a step, heard the click of his boot, felt something solid
underfoot. Wherever he was, it was big. Big and empty. He
could feel it. He could hear it in the echo of his single step.
He was alone in a big nowhere.

He felt the throb of his pulse in his wrists. He had grown
up an indent on Mars, spending far too much time in tin can
habitats. The empty just felt wrong.

Something clutched his shoulder, a hand.

Inshallah.

A hand, cold like space, cold like the grave. Someone,
something, whispered softly in Arabic.

I almost had you before. This time [ won't let go.
» % ¥

—ard and stumbled into blinding sunlight and circular shadows,
the ocean’s voice loud all around him. The deep roar of it as it
smashed itself into white foam, the sibilant hiss as it retreated.

He wasted no time making his way out of the gate’s enclo-
sure. Staggering and then collapsing on white sand, down
on all fours and trembling, his breathing coming in great
ragged gasps.

How long between?

[There was no “between,”] Carter answered. [Gate travel is
instantaneous.]

But I was sure—I mean, [— He didn’t have any way to
finish that thought.

[Perhaps you suffered a hallucination?] said Carter, gently. [It
may have been caused by the stress of wormhole travel. By the way,
atmosphere is within standard transhuman range, as expected.]

Still breathing hard, Iftikhar reached up with shaking
hands and unsnapped his helmet. The air tasted cool. It
smelled of brine and anise, with a note of sulfur underneath.
Very different from the antiseptic halls of Chat Noir.

Iftikhar looked up. Sail was staring down at him curiously,
though no one else seemed to have noticed his arrival. He
scowled and scrambled to his feet.

The gate rested on a sand spit that jutted into the green
water like a knife. The beach was back-stopped by a high
rock face covered with red-green photosynthetic shrubs that
made their living on black volcanic rock. Mixed in with
the shrubs were branching tubular structures that looked
a little like coral. They were royal purple and sharp-edged.
Razorweed. Weed, because they were useless. Razor, because
they could cut.

“All right,” said Krazny. “You were all at the briefing, you
know the drill. Pelagic’s mostly ocean, but as you can see
there’s some lovely island property.”

Krazny was a tall, slim woman with skin the color of
bronze. Her face was narrow and angular, framed by
chocolate-brown hair tied back in a pony tail. She wasn’t
unattractive—but she wasn’t exactly a knockout either.
Her maroon vacsuit prominently featured a hand with the

middle finger extended on her chest.

The Love and Rage Collective didn’t care what they wore
as long as it was practical.

“There’s a small anarchist research station here to study
the world’s suitability for colonization,” she said. “They
missed a standard protocol contact check-in three days ago.”

“Something must have happened,” said Derrick Weaver
warily. He was a short man with sandy-blond hair. Weaver
was no one you’d notice until you looked into his pale green
eyes. Then the menton crackled with intelligence. “The
station Als would’ve made contact on schedule, so clearly
something has gone wrong.”

Krazny shrugged “Possibly just a communications failure.”
She shook her head, her kinesics indicating that she didn’t
really believe that. “Anyway, Chat Noir wants to know for
sure. [ propose Weaver and Aqua check the comms substa-
tion. Sail and Quraini make contact with the main station.
Reaper and I will coordinate from the gate.” She glanced at
the synthmorph.

The reaper was a disk carried on a skittering quartet of
legs. Right now it wasn’t showing any weapons—but that
didn’t mean there weren’t any.

£

“You mean we’ll hold the gate,” said Reaper in a hard,
brittle voice. It didn’t have to sound that way. The ego riding
the morph probably picked that voice for the same reason it
hadn’t told them its name. Trying to be scary. Why else ride
a warbot unless you got off on that kind of thing?

“So there is danger?” asked Aqua, a sylph. She wore
a turquoise vacsuit that hugged her pleasing curves and
brought out the blue in her eyes. A mane of blond hair
framed her perfect face.

“Look, we’re just being careful,” said Krazny. “Everyone’s
armed. Stay meshed and lead with your probes and every-
thing ought to be fine.”

No one spoke, but after a few seconds the group broke
up into three teams.

As Iftikhar set off with the chimp, he couldn’t help

noticing that Krazny hadn’t really answered Aqua’s question.
* % ¥

Iftikhar didn’t realize there could be so much #p on an
island. Not a lot of islands on Mars. His skin was slick with
sweat under his vacsuit and his calves were on fire. Unlike
the chimp, his body wasn’t designed for scrambling through
jungle. The ape kept slipping ahead and then coming back
and saying things like, “I think there’s a game trail five
meters to the left,” or “If you’d like to rest, we can.”
This only made Iftikhar angrier.
After a while the chimp said: “You don’t like me, do you?”
Iftikhar said nothing for a long moment, just staring. The
chimp stared right back.
“You’re from Luna,” said Iftikhar.
Sail shrugged.
“I heard you worked”—he emphasized the word, to suggest
he believed the tense was wrong—“for Direct Action.”
“Work is not a dirty word,” said Sail. “Martians work, t0o.”
“Oh, we work,” said Iftikhar bitterly. “My parents were
killed in the Fall.” He swallowed hard. “But they bought
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a ticket out for me. I was eleven and alone. An infomorph
refugee. It took eight years to work off my debt.”

“Eight years isn’t so very—"

“What?” snapped Iftikhar. “Long?” He lowered himself
into a crouch, so his face was close to the chimp’s. “It was
my childhood.”

Sail winced. “I’m sorry.”

“Really? Wow. That almost sounded sincere.”

“So, I'm a Consortium tool,” said Sail softly. “Is that what
you think, my young Barsoomian friend?” The chimp stared
up at him with those big brown eyes, so like a human’s. “If
I’m so obviously a hypercorp spy, why did the anarchists
invite me along on this mission?”

Iftikhar frowned. He had been wondering the same thing.

“All right,” said the ape. “Here’s another one. When does
an anarchist act like a drill sergeant?”

He means Krazny, Iftikhar thought. Something clicked
into place. “When she really is one.” He paused. “Reaper’s
here for defense. Weaver to solve puzzles. Aqua because of
her charisma.”

“You’re slow,” said Sail, “but not irredeemably stupid.”

“Something bad’s happened.”

“Maybe,” said Sail softly. “But this world is too promising
to give up, so ...” The chimp spread his hands wide.

“They’re checking it out,” Iftikhar finished. He met the
chimp’s gaze. “If you’re here they must believe there’s some
kind of corporate game going on.”

The chimpanzee nodded. “Yes. That is a concern they
have.” He leaned forward, so his face was only centimeters
from Iftikhar’s and whispered, “But I don’t think so.”

Then he turned and raced ahead, disappearing into the

green foliage.
» % »

They walked like that for a long time, Sail up ahead in
the distance, Iftikhar struggling to follow. By the time
Iftikhar reached the small research station, the chimp
had already used the drone to search all the buildings.

[There's no one here,] he said.

Iftikhar studied the cluster of gray and brown
prefab domes growing out of the jungle like toad-
stools. I'd like to see for myself, if you don’t mind.

[Fine.] Sail’s irritation came through loud and clear.
[I'll search the jungle. Stay close.]

Iftikhar muttered a curse under his breath. Like he
was going to follow the orders of some corporate sell-
out. He stepped into one of the big community domes.
The power was out, the only light a faded parallelo-
gram of sunshine from the open door. Iftikhar’s boots
clicked on the tile.

“Hello,” he called.
No one answered.
A chill wriggled down his back. Suddenly he

remembered his hallucination at the gate. I almost had you
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before. Death had nearly claimed him during the Fall.
This time I won't let go.

He wheeled around—

But there was nothing behind him.
[Iftikhar, look.]

He jumped—and muttered another curse. It was just Sail.

Iftikhar pulled up the chimp’s real-time feed. Sail
stared at the ground, bent over like he’d just been sick.

What is it?

[This.] The ape moved, loping on all fours, like he was
too rattled to walk upright. He peered over a shallow
ridge.

What the chimp saw was enough to wring a curse
from Iftikhar. “There is no God, but God,” he whis-
pered, “and Mohammad is his Prophet.”

* % »

Krazny cradled the Medusan Arms Hammerstrike in
her arms. Whatever had built this gate, it had owned
a righteous tactical sense. She patted her automatic
rifle affectionately. The gate’s placement on a spit
meant it could be defended by a single well-armed
soldier. The beach was really a cove running 400
meters north-south and bracketed on three sides by
steep walls of black rock. You could climb, you could
slip across the narrow strips of sand to the north or
south, or you could swim. That was it.

Krazny liked that just fine.

She glanced back at the southern approach. Reaper
had that one locked down. She turned to look north—

Someone there.

She flashed on a humanoid shape in a silver
hardsuit moving through the foliage, the helmet’s
mirrored faceshield hiding the morph’s face.

[Contact!] she snapped.

[Got it,] answered Reaper, his ping filled with
tension. [Targeting.] The warbot crouched down and
extruded several weapons.

The figure held up its right hand, palm out.

[Are you rescue? Oh, thank God. Thank God.] The voice
sounded male.

Without thinking, Krazny had leveled her rifle. [Sir,
| need ID. Right damn now.]

[Yes, yes. Chetko. Artur Chetko. I—I'm a soil scientist.]

Without asking, Krazny’s muse opened an entoptic
checklist under the heading “Artur Chetko.” Green
check marks appeared next to Roster, Voice Match,
and Crypto, all indications that it really was Chetko.

Krazny didn’t relax. [What happened?]

[Virus. Holy God, it's bad. Some kind of respiratory thing.
Virulent as hell. A third of us are dead. Damn it, we need help.]

Disease was certainly on the list of things that
could’ve gone wrong. Not likely, but certainly
possible. Especially if the virus had been engineered
by some damn hypercorp. It didn’t explain the
communications failure, though.

[Stay there, don't move,] she told Chetko. Krazny
used her private link to Reaper. [Go check him out.]

[Why me? You're closer, I'll provide cover] Reaper

wasn’t the sharpest blade in the armory.
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[Because synthmorphs can't catch respiratory infections, that's why.]

Reaper skittered down the beach, past Krazny’s position,
towards the scientist. He disappeared out of sight. The scien-
tist moved toward Reaper, and she temporarily lost sight of
him as well. She was briefly concerned, but then admonished
herself. She knew Reaper could take care of himself.

A belief she held right up until comms went straight to hell.
» % »

The jungle’s canopy filtered out most of the sunlight,
allowing only stray beams to stab down from the green roof
overhead. Heavy, verdant air pressed against Iftikhar. It was
like breathing soup. He wiped sweat from his face with the
back of his arm. The worst part was the strange sounds of
hidden creatures: a xylophonic burr, a slide-whistle shriek, a
deep, menacing growl.

Where are you, Sail?

[Just—hiss—hundred meters—crackle —due east.]

I think I can hear him better now.

[You're closer,] said Carter. [The interference seems to decrease
with proximity. Go left.]

Left.

His foot found a tree root and he tripped, going face
down into the moldering leaf litter. He grunted as the ground
slammed the air out of his lungs and another root rapped
him on the skull.

The leaves’ sweet rot swirled around him, forced itself
inside his chest. He set his hands in the moist soil and
pushed his body up. A busy buzzing attested to the industry
of insects.

And then he realized the perfume of rot wasn’t leaves.

His breath caught. Suddenly he didn’t want to breathe any
more of this air. Not any more.

Holding his breath, he looked forward. The earth fell
away from the tree, as if some giant had hollowed it out
with a shovel, scooping away tons of soil and leaving a
shallow pit. He edged forward.

Slowly, ever so slowly, he peered over the ridge’s lip.

A scream wrenched itself from his chest before he could
stop it.

Lying in the pit was a tumult of bodies. They were
stripped naked, maybe a dozen of them, men and women,
limbs bent this way or that, lying—no, piled—on top of each
other in a way that no living thing would tolerate.

Something touched Iftikhar’s shoulder and he shrieked
and jumped. He wheeled and found the chimp behind him.

“Easy, boy, easy,” said Sail softly.
“Before comms dropped out,” gasped Iftikhar. “Krazny
said something about a virus. Do you think—”

Sail shook his head. “Look closer.”

Iftikhar inhaled unsteadily and made himself peer
over the ridge. This time he saw what he’d missed before,
what he’d wanted to miss before. The splash of crimson.
Spilled blood.

The emblem of violence.

*» % ¥

Klaxons were going off in Krazny’s brain. Reaper wasn’t
responding. There was no sign of Chetko.

Except she didn’t really know it was Chetko, did she?

It made perfect tactical sense. If you’re going to attack a
group, hit the strongest first—while you still have surprise.

Her mesh inserts were flooded with hissing, gray static.
Someone was jamming. Sure sign of a hostile move.

Suddenly things were spinning out of control.

Her mind was racing. Was this some hypercorp gambit to
seize control of the planet? Did they come through the Mars
or Discord Gates? Whoever it was, they’d need the gate to
get off-planet.

She quickly picked out the best tactical position on the
beach, up against the back wall and under a small outcrop-
ping of rock, so she’d be difficult to hit from above. The
position commanded the approach to the gate and the
rubble from a rockslide offered cover from the northern half
of the beach. Perfect.

She worked her way back into her little niche. The shade
from the overhang must’ve crowded out the red-green
shrubs because there was nothing but razorweed here. This
stuff looked a little different from the regular kind, like it
was slathered with raspberry jam. Probably the purple coral
had entered some reproductive phase. The station biologists
would probably think that was just swell—if any of them
were still alive.

She moved carefully among the razorweed. No way she
could avoid a few cuts, but she didn’t want to reveal her
position with a path of broken tubes.

The day was getting hotter. She spat on the ground and
kept moving. She had to get into position before someone
came around.

Krazny was panting now. She turned and spat again.

She froze.

Her mouth was already filled with more saliva and a
warmth was spreading through her middle. Did [—Did I
just wet myself?

Anyone with any kind of tactical sense would’ve picked
this spot to defend the beach. They knew I'd choose this place.

She glanced down at her right hand. Some of the razor-
weed had cut through her glove. It wasn’t a bad wound,
hardly more than a nick, really, but—

She looked at the jam smeared on the razorweed.

Profuse salivation, shortness of breath, involuntary
urination.

She wasn’t certain it was a nerve agent until the convul-

sions began.
* % ¥

Iftikhar looked down at Krazny’s broken and bloodied body
laid out on the beach. The most terrible part was her head.
Her skull had opened like the bloom of a delicate flower. He
and Sail had returned to the gate to find Aqua and Weaver
standing over Krazny’s body. No one knew where Reaper was.

“One might posit that an unclassified carnivore killed

>

Krazny,” said Weaver. “But that doesn’t explain what

happened to the reaper.”
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“This is crazy,” yelled Iftikhar. “We’re not detectives. Let’s “Who do you work for?” Iftikhar whispered.

—
PSS just go back. When they’re resleeved they can tell us—” “Firewall,” said the chimp softly.
“Iftikhar,” said the chimp softly. “You know better.” The young man shook his head. “Firewall? That can’t—I
He looked at Krazny’s violated skull for a second before mean, that’s just a story. It’s not real.”
his eyes slid off and found another place to look. The real- “Firewall protects transhumanity from the dangers that
ization hit him. They had taken her cortical stack. might destroy us all.”
Iftikhar shuddered. He understood why the killer might “No,” said Iftikhar. “This is bad. It’s murder, but—"
have destroyed the stack. If they hadn’t, Krazny could identi- “Think, boy. This is more than just murder.”
fied her murderer, or murderers. But to take it— “But—"
That implied something far worse. The chimp placed both hands on Iftikhar’s shoulders.
“All right,” he said, “but let’s go. Let’s just go.” “You did such a good job of figuring out why Love and Rage
“We can’t,” shrieked Aqua. “Don’t you think we tried? selected each member of the team. But you never asked
Don’t you think that’s the very first thing we tried?” yourself why you're here?”
“Someone took the gate control unit,” said Weaver.
“Without it, we can’t interface with the gate.” * % ¥
“How long until Love and Rage checks back in here?”
asked Sail. Iftikhar lay on a narrow lip of black rock that jutted out
“Five, six hours,” said Weaver. from the sheer rock face, the unfamiliar seeker pistol
“Might as well be a hundred,” snapped Aqua. “None of us clutched so tightly in his right hand that his knuckles ached.
could stand up to a reaper—we sure as hell aren’t going to Below him was a descending carpet of greens: emerald and
survive whatever can kill a reaper.” kelley and forest. The only non-green thing he could see
Iftikhar heard the hysteria in her voice and felt it welling was the black fur that covered the back of Sail’s head, ten,
up within him, too. Get control. fifteen meters from Iftikhar’s ledge. The chimp was down far
“The killer might not be powerful,” said Weaver. “They enough that the wall arced into a gentle slope.
might just be duplicitous. Maybe they lured Krazny and Beyond Sail’s perch, there was the beach and the sea.
Reaper into traps.” And the gate.
Iftikhar found himself looking at the chimp, along with The weapon ached in Iftikhar’s hand.
the others. I can’t do this, he said to Sail over his mesh implant.
Sail folded his long arms across his chest and looked right [You have to.] Static distorted Sail’s words, but the chimp
back at them, his demeanor calm. Stoic. was close enough that Iftikhar could make them out.
Iftikhar looked at the other two. Their distrust was plain Why can’t you take the kill shot?
on their faces. He shook his head. “This is crazy. He was [No. The killer will expect a military-style ambush. He won't expect
with me the whole time.” And then he wondered if that was a double ambush. And he won't be looking for you.]
true. They had been separated for short periods of time. Because I am weak?
“No one’s saying you're innocent,” snarled Aqua. [No,] said the chimp patiently. [Because you look weak.]
Sail looked at him. Raised an eyebrow. But I'm not really?
Iftikhar had no reason to trust the chimp, but somehow, [You trusted me, Iftikhar. Now why did you do that? Why did you
he did anyway. It just felt right. “Let’s not do this.” trust a hypercorp agent?]
“There’s something strange going on here,” said Sail. The hair on the back of Iftikhar’s neck rose. He had asked
“This is ridiculous,” shouted Aqua. “This is nothing more that very same question of himself just a few hours before.
than some fucked-up hypercorp game.” She stabbed a finger You’re quite convincing.
at the chimp. “And he’s in it up to his eyeballs.” She stalked [Yes,] said Sail. [But you're not. Want to try again?]
off, moving south, down the beach. The question froze Iftikhar for a long, frightening moment,
Weaver glanced at her, that gigantic brain running through froze him as he stared down at the featureless expanse of
possibilities. Finally he turned and followed. green. No, he said and even in his mind it came out as a
Leaving Iftikhar to wonder how he’d come to be the whisper. No, I don’t.
chimpanzee’s lone ally. [You were infected with Watts-Macleod,] said the chimp.
[You're an async, Iftikhar. You may not have been trained, but you
» % » have loads of psi talent. We just need a little bit of it today.]
But how did Love and Rage know? Why did they put me
Iftikhar turned on Sail. “You let them go. You knew you on the team? How do you know?
aren’t the killer and you let them go.” [It was Firewall that put you on the team. Whether you knew it
Sail drew a deep breath. “You thought before I was a corpo- or not, you have a keen intuition about the people around you. You
rate plant. Well, you were right, Iftikhar. But that’s not all T am.” know who is telling the truth and who is not, how they feel, how to
“What’s that supposed to mean?” persuade them.]
“It means that P’m not an anarchist like the rest of you. ’'m Iftikhar remembered trusting Sail even though he hated
a Consortium citizen. I freelance for various hypercorps. But corporate drones. Remembered the flash of prescience he’d
that’s not all I do.” experienced at the gate.




[We knew these skills would come in handy,] said Sail.

Yeah. How exactly?

[I'know a lot about you, Iftikhar. I've read your profile. You show
talents in particular areas. One of your psi talents let's you see
patterns more readily. You can pick them out where other people just
see noise. Just look down at the foliage and concentrate. Concentrate
on what doesn't fit.]

The killer could be anywhere.

[Look.]

Iftikhar drew a deep breath and concentrated on the
sea of green. If Sail was right, somewhere down there an
assassin was slipping through the forest, creeping up on the
chimpanzee. All he had to do was divine where. If he put the
ruby pip of the targeting laser on the right spot and pulled
the trigger the micromissiles of his seeker pistol would take
care of the rest.

But what was the right spot?

He would get nowhere looking for the well-hidden killer,
he realized. He had to look at the trees, the shrubs. Broad
fringed leaves gently waved in the sea breeze; the forest
rippled in the wind, leaf and branch moving with the rhythm
of sea.

Except there.

Iftikhar suddenly saw it. A bush moving in a way that
didn’t match. And then another. And another. All of them in
a line that led to Sail’s position.

Iftikhar raised his weapon in his shaking hand, settled the
ruby dot over a patch of jungle between the killer and target
and pulled the trigger.

» % ¥

The assassin had fallen in the shade of a grove of low trees,
the victim of a combined assault by Sail and Iftikhar. It was
a pleasant glen, out of the sun, cool and quiet, but when
Iftikhar looked over the killer’s body he could see the distant
place where sea met sky through the trees.

He moved up on the killer slowly, not really believing
they were dead. Each footstep a desperate act of will, his
heart trembling in the cage of his chest. Whoever the killer
was, they’d hidden their identity inside the silver skin of
a hardsuit.

Iftikhar’s micromissiles had smashed through the suit’s
centerline and fractured the helmet. Sail’s hand laser had
severed an arm. Iftikhar stopped a meter away from the
dead killer in the suit.

“Go ahead,” said the chimpanzee softly, from behind.

Iftikhar licked his lips and stepped forward. With the toe
of his boot, he kicked away the fractured helmet.

He just stared, not really understanding what he was
seeing. What was inside the helmet looked like a blue-green
jelly dropped from the roof of a building. Flaccid stalks
crowned with cilia were sprinkled across the creature’s

“face.” Somehow the thing did not have the coppery smell of
blood. Instead the corpse had the pleasant smell of a newly-

mown lawn.

Iftikhar thought he might be sick.

“Now this is interesting,” said Sail softly. “What do you
know about Factors?”

The young man shrugged. “Same as everyone. Advanced
alien race, communal organisms kind of like slime molds.”

“It’s been suggested they’re predatory. Hard to explain
their evolution otherwise. I can’t imagine ambulatory pond
scum hunting. But traps ...”

“You’re saying this thing has been setting traps for people.
That it’s after human colonists for food?”

Sail said nothing for a long moment. Then he looked
up. “It’ll have hidden the gate control unit. And the stolen
cortical stacks. We probably won’t find them, but we should
search. So Krazny and Reaper and the others can regain their
memories of this world—if they want them.”

Iftikhar looked down at the suit, two arms, two legs, a
head. “It was pretending to be human.”

“In case someone saw it. So we would believe the killings
were the result of faction fights, corporate politics—and not
something else.”

Iftikhar looked up, looked at the ape. “And what is the
something else, Brandon? Why kill us on #his world? None
of it makes any sense.”

The chimpanzee reached up and scratched his chin. Then
he walked over to stand beside Iftikhar. For a long moment
they stood there, man and ape, looking down at the alien body.

“Who knows,” said Sail. “Maybe the Factor was a criminal
exiled to this world. Or it was insane. Or it’s a political dissi-
dent that came here to meet transhumanity and something
went wrong.Who knows how aliens think?”

“How do we know it’s the only one?”

Sail looked around. “We don’t. But somehow I get the
feeling this one was operating on its own. This doesn’t have
the feel of some major Factor operation. This feels more like
lone wolf behavior.”

Iftikhar frowned. “Or maybe we were right all along and
this is some kind of hypercorp game.”

Sail laughed. “You’re slow,” he said, “but not irredeem-
ably stupid.”

“Thanks,” said Iftikhar dryly.

The chimpanzee put his hand on the young human’s
shoulder. “I don’t know what happened on this world,”
he said softly, turning to look up into Iftikhar’s eyes. “But
whatever the future holds, if we stand together, I believe
transhumanity can face it.”

And somehow, calling upon some strange power he
possessed but did not understand, Iftikhar knew the chim-
panzee was right.

The young man was glad for Firewall’s existence.
Transhumanity was at the center of a strange political
struggle whose rules it couldn’t begin to even guess. There
would be great danger.

But perhaps also great opportunity.

Iftikhar Quraini looked up, past the trees, past the beach,
even past the broad ocean, his gaze settling finally on an

infinite horizon.
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WHAT WE RNOW ABOUT THE GATES

Posted by: Sagan Harris, Argonaut <Info Msg Rep>
Point of fact, there is very little that transhumanity
understands about the gates. It’s easier to classify
what we don’t know. We don’t know who made them,
what they’re made of, how they work, or what their
full capabilities are. We suspect they were made by the
TITANS, but no one’s really sure if that’s true or if the
TITANSs simply found them first. We know that they
are composed of some sort of programmable exotic
matter, which has so far defied analysis. We think
they create a wormhole in the fabric of space, though
exactly how they do so is beyond our understanding.

We know of five gates within the solar system and

thousands of extrasolar gates, with the count rising
almost daily.

About the only thing that transhumanity has
figured out so far is how to interface with the gate
control systems. We of course have learned how
to open and close gate connections, but only after
extensive periods of trial and error. The truth is, the
vast majority of gate controls are not understood,
and for the most part they are left untouched out
of fear that some unforeseen event will be triggered.
The gates within the solar system are all too highly
valued and deemed irreplaceable, so the limited
amount of experimentation that takes place with
gate control systems is conducted on extrasolar

THE GATES: OPPORTUNITY OR K-RISK?

[Incoming Message. Source: Anonymous]
[Public Key Decryption Complete]

gates that are suitably remote and considered slightly
more expendable.

There is one thing we know with certainty: using
the gates is an unpredictable affair. Despite what we
have learned from half a decade of gate operations,
our mastery of the control systems can be compared
to that of a non-uplifted monkey seated in front of
a car’s manual controls. We might have figured out

how to steer in order to go in certain directions, but

the car is a mechanism far beyond our intellect and
experience, with numerous functions that stymie and
confuse us, and ultimately the whole situation is likely
to end in injuries and suffering. The gates have an
unfortunate tendency to act in ways that we don’t
understand. Even things we thought we’d figured out
often go drastically awry.

Perhaps most significantly in the category of Things
We Do Not Know is whether the gates are truly an
opportunity—or a threat. Transhumanity has eagerly
embraced the chance to expand out into the galaxy
and explore new worlds and new life—perhaps too
eagerly. Knowing as little as we do, we have no idea
what dangers we may be placing ourselves in. We may
find out that we have no control over the gates at
all. In fact, we may not be the only ones using the
gates. We strongly suspect the TITANs did, and it
is completely possible that they still are. Many fear
that the TITANs may one day return, using the gates,
and finish the job of wiping us out. What if there is
something else out there, however, some other threat?
What if one day we open a gate to the homeworld

vehemently, that we must avoid using them. There are even
rumors of some of these agents going off the reservation

You've asked why Firewall doesn't act to close the gates. The
answer, of course, is complicated. | don’t think any of the
proxies are naive enough not to realize that the Pandora
gates pose a very real and credible x-risk. They provide an
avenue not just for the TITANs to return, but for some as-yet-
unknown hostile entity to reach directly into the solar system
and attack us. Even if you consider the dubious notion that
the gates can be defended as some sort of chokepoints, the
expansion of transhumanity into the galaxy is itself worri-
some to many. The more we make our presence known, the
more traces we leave, the more noise we create, the more
likelihood we have of making contact with other forms of
intelligent life. Given that there is no certainty that this life
will be friendly, we may be setting ourselves up for an unfor-
tunate future encounter.

Make no mistake, there are elements within Firewall
who decry the use of the gates and who argue, sometimes

and taking up direct sabotage campaigns against the gates.
The overriding opinion among proxies, however, is that the
gates present a marginally better opportunity than they do
a threat. Security is always a trade off, and sometimes you
must accept a modicum of risk in exchange for a necessary
gain. In this case, the fact that the gates allow us to expand
transhumanity outward, making ourselves less centralized
and not as easy to wipe out with a single stroke, is arguably
the better choice. Additionally, the gates allow us to take a
more pro-active approach, to learn from the galaxy around
us and even from the ruins of dead civilizations we find. It
is quite possible that long-dead species may provide us with
answers or solutions to situations that might otherwise spell
our doom.

There are no guarantees of course. Every trip through a
gate is a potential danger. Keep that in mind, always. *




of some homicidal alien species, thus alerting them
to our existence? What if the gates are already being
used to spy on and monitor us, tracking all of our
interstellar movements and colonies? With such a
poor understanding of the gates, we have no way
to know what dangers we are placing ourselves in
simply by using them.

Pushing those happy thoughts aside, we must
acknowledge the fact that transhumanity has already
adopted the gates as another tool in our technological
arsenal, despite the fact that we can’t read or even
identify the user guide and aren’t really sure of the
tool’s intended purpose. Like many tools of our own
devising, we are adept at conniving new and unex-
pected uses for the gates. Transhumanity is likely to
continue to use and abuse the network of gates to
its full extent—at least until something nasty comes
along and convinces us otherwise. In the meantime,
there are very good reasons to exploit the gates to
our full advantage, from increasing our knowledge
of the universe to expanding transhumanity’s popu-
lation and territory so that we might better survive
any unfortunate future catastrophes. If the Planetary
Consortium’s propaganda memes are to be believed,
the gates are the path to transhumanity’s destiny as a
galactic civilization. Despite the hubris, this is a goal
for which many of us are more than willing to charge
forth. It sure beats sitting at home.

GATE LOCATIONS

Posted by: Sagan Harris, Argonaut <Info Msg Rep>

The vast majority of gates so far discovered are
physically anchored to some sort of astronomical
body, whether that be a planet, moon, or small rocky
asteroid. There are a few notable exceptions, such as
the Aerie Gate free floating in the vacuum of space
in a tidally-locked orbit around an extrasolar planet
or the Vortex Gate that appears to be suspended
by unknown means within the crushing depths of a
gas giant’s atmosphere. This standard placement, in
conjunction with their size, implies that the gates are
not intended to facilitate spacecraft travel, though
some of them may be used for this purpose. (Most
asteroid-locked gates, for example, require little in the
way of escape velocity.)

The geographical placement of gates has varied
widely, with some locations defying logic. Gates have
been situated on open wind-swept plains, in cramped
caverns, in deep underground tunnels, underwater, at
the bottom of crevices, high atop mountains, and in
at least one instance, embedded within an ambula-
tory ocean-surface biomass. They have been found
on planets with toxic atmospheres, hidden within
craters on remote asteroids, on surfaces ablaze with
a nearby star’s heat and radiation, exposed to the
vacuum of barren moons, and buried within the
methane ice of frozen worlds. Several gate locations
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To: Dr. Vargas, Ministry Science Advisory Group

From: Dr. Tiptree, TerraGenesis Geological Research Group 8
Thank you for inquiring into our research. Though our find-
ings have been interesting, they are so far inconclusive.
Assessment of the geological composition surrounding over
three dozen gates has unearthed contradictory results. In
a significant sample of our findings (over 40%), evidence
overwhelmingly indicates the gate foundations to be
extremely recent additions to their environments. Though
exact timing is far too difficult to pinpoint, it certainly
remains a strong possibility that these gates were put into
place within the past decade, or around the time of the Fall,
thus reinforcing arguments the gates were manufactured
and located by the TITANS.

In many other samples, however, we have found gates
that appear to have been established in time periods that
are significantly less recent. In fact, some gates are so old
as to be partially or entirely buried by the effects of time.
0ddly, however, the dating on these samples varies wildly,
ranging from several hundred years to billions. You read
that right: billions. Some are so old as to predate the Earth
itself, which implies that something vastly more ancient
than the TITANs created these gates—or that the TITANs

good way to spin it, but with the argonauts jointly involved
in the project, that was a lost cause. The cat is officially out of
the bag, though various Consortium interests are managing
the leak by arguing that the TITANs may simply have the
means to embed the gates in ways that make them look
incredibly ancient. | suppose that's a possibility, though why
a vast machine intelligence would want to fuck with our
heads like that is beyond me. Maybe it's their idea of a joke.
In my mind, however, such arguments run far too similar to
the desperate claims of pre-Fall religious creationists who
argued that their deity stuck dinosaur bones in the ground in
order to keep humans guessing.

A very serious possibility here is that the TITANs—and
us—are but the latest in a series of intelligent life forms who
have found and used the gates, eventually going on to create
more of our own, adding to the network. If the TITANs did
indeed discover a gate in our solar system, it is not a stretch
to presume that their vast intellects could have found a way
to copy it, and both find and create more. The archeological
evidence strongly indicates that at least one other alien
species, the lktomi, also made use of the gates. This leads to
the distinct possibility that the network of wormhole gates
we now use are the relics of not one, but many alien civiliza-

discovered time travel.

seem to be completely entombed in stone, with no
possibility of actually passing through, even despite
attempts to drill.

Most gates appear individually; it is rare for more
than one to be found in the same star system. There
are exceptions to this rule, however, and several nexus
points have been discovered, similar to the solar
system, with more than one gate.

GATE FACILITIES

Within the solar system, the Pandora gates are
prized and protected, which is no surprise given their
strategic and economic value. As the centerpoint of
numerous activities, each of these gates has sprouted
complex encircling settlements, as if vast bureaucra-
cies, management ecosystems, and security appara-
tuses were fed and nourished by the entropy pouring
from each wormhole. Though the individual setups
vary, they share some notable features.

Each of the solar system gates are now housed

within shielded artificial structures, sealing off the

gates from outside view. While the gates themselves
are protected within large warehouses, with plenty
of room for operation, observation, and security
measures, these are usually connected to larger
campuses and structures. These linked buildings are
home to prep centers, decontamination facilities,
research labs, sensor arrays, armories, supply depots,
fab labs, minifactories, repair centers, vehicle pools,
medical wings, as well as housing and entertainment

Naturally this information has wide-ranging implications.
We tried to suppress it until the memeticists could find a

tions. This position is gaining traction in research media and
peer review circles.
The question then, of course, is: where did they all go? ¥

for the hundreds or thousands of staff who man these
facilities. The gates used most heavily for colonization
projects—notably the Martian and Vulcanoid Gates—
feature additional facilities for training colonists and
meeting the colonies’ logistical/supply chain needs.

These gate compounds are often equipped with
internal transportation systems for moving people
and goods, potentially including rail lines leading
right up to the gates themselves (and continuing at the
colonies beyond). Spaceports are also located nearby,
but a suitable distance away for safety purposes. The
airspace near the gates themselves is universally off-
limits and guarded.

GATE SECURITY

Gate facilities are among the most secure places in
the solar system. These complexes are blanketed with
several layers of sensor systems and defensive nano-
swarms. Getting anywhere near them without passing
through redundant rings of identity authentication
and authorization is nigh impossible. Security guards
and sentry bots are sometimes authorized to use
deadly force against intruders. Combat shells, mecha-
nized troops, and heavy weapons emplacements will
bring major firepower to bear against more serious
attacks. Interceptor drones and hunter-killer bots
swarm any surrounding airspace, while fightercraft
and warships stand guard over nearby orbits and
space. Most gate complexes are in fact more heavily

guarded than common military facilities.




Not all of these defenses are pointed outwards. The
gates themselves are encircled with multiple defensive
perimeters, designed to thwart or at least stall any
offensive originating from the gates themselves. There
is serious concern and worry that some hostile entity
might employ the gates as an avenue to attack or
even invade the solar system. It is wise to assume that
most gates reside in the cross-hairs of orbital strike
platforms or that they are mined with “last resort”
nuclear or antimatter bombs.

ENTRASOLAR GATE FACILITIES

Outside of the solar system, gate environs are
significantly different. Only a few colonies boast gate
facilities of any scale, much less anything close to
that found within the solar system. Extrasolar gates
are very much virgin frontier. Though it is common
practice to monitor them with sensors and post
robotic sentries, there is little in the way of major
infrastructure or defensive installations. On many
worlds, in fact, it is quite easy for a gatecrasher
to approach a gate and access the control systems
without interference. The more occupied an extra-
solar site is, the more likely the local gate will be
upgraded with supply depots, housing encampments,
research labs, communications centers, weapons
batteries, and so forth. In colony worlds that make
extensive use of indentures, procedures are often put
in place to keep conscripted laborers from accessing
the gate site and escaping.

GATE DESIGN AND APPERRANCE

Posted by: Sagan Harris, Argonaut <Info Msg Rep>

Though the Pandora gates are all very similar in
look and function, in truth there are many notable
differences between individual structures. First among
these is size. Some of the gates are quite large, with
the main spherical cage having a radius of over 30
meters and a volume of over 100,000 cubic meters,
with openings easily large enough to drive a tank or
push a shuttle through. On the other hand, most gates
are significantly smaller, with the lower end gates
having a radius of approximately 2 meters across and
a volume of only around 30 cubic meters, just large
enough for individual transhumans to pass through
one at a time. There is some speculation that the
gate sizes may be programmable, though no one has
succeeded in reshaping one yet, or at least acknowl-
edged such to the research community. It is possible
to manipulate the wormhole size so that it is smaller
than the gate; this is in fact standard procedure when
connecting to unknown locations. In these cases, the
wormhole is intentionally kept just wide enough
to stick a microsensor through, while preventing
anything larger from coming through.

All gates have the same basic form: a rough sphere
of interlocking angled arms, like a round patterned
cage. These black arms are solid and composed of an
unknown form of stable and programmable exotic

matter. Despite almost a decade of study, the exact
composition continues to spur a raging debate in
materials science and physics circles, and there seems
to be some evidence that different gates may actually
be composed of different substances, or perhaps change
composition over time. The arms move and change
shape when new destinations are programmed into the
gate, though it is interesting to note that set destinations
do not always produce the same arm configurations.

Physically, gate arms have a polished metal look,
and they seem to be impervious to signs of aging
or physical damage, having an inherent self-repair
function. Aside from the Discord Gate incident,
nobody has yet been willing to risk damaging a gate—
at least that they’ve admitted—and so no one is quite
sure just how resilient to damage these structures are.
Analysis of the material properties suggests they can
easily shrug off concentrated burns from even our
heaviest beam weapons and are all but immune to
personal weapons fire.

DISTURBING TO THE SENSES

One documented and much-discussed phenomenon
regarding the gates is their unusual visual appearance.
To many observers, the gates are odd and difficult to
look at, with blurred edges and a seeming resistance
to coming into focus—a visual feature that is acutely
unnerving and sometimes invokes physiological
symptoms such as vertigo and nausea. Various experi-
ments attribute this to some metamaterial quality
of the gates’ physical structure, impacting the visual
wavelengths. Scanning the gate cage in other electro-
magnetic wavelengths has produced similar oddities:
they are all but invisible to higher and lower frequen-
cies, including radar, microwave, terahertz, x-ray, and
gamma-ray scans—which makes them notably diffi-
cult to spot with robotic probes and long-range sensor
scans. Inactive gates are notably cool on thermal
imaging, however, exuding very little thermal radia-
tion, and so can be spotted by their contrast in warmer
environments. Strangely, the material composing the
gate arms fluoresces and shows up quite brightly in
the ultraviolet band.

Most likely due to these metamaterial qualities,
many transhumans find the gates to be physically
unpleasant to view. As a consequence, the gates
themselves are often shrouded from sight within gate
facilities, meaning that gatecrashers only see the gates
themselves immediately before stepping through.

There have been numerous recorded incidents
of visual hallucinations in the presence of the gates,
with various accounts describing fleeting images,
hazy apparitions, and flickering distortions. The
vast majority of these involved biomorphs, and the
prevailing theory is that the gates in question vibrate
at infrasonic frequencies in resonance with human
eyeballs (19 Hz), creating visual illusions. The gates do
indeed emit both ultrasonic and infrasonic hums when
in operation. Several instances involving similar visual
anomalies with synthetic morphs remain unexplained.
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WORMHOLES AND TIME TRAVEL

One of the common questions that arises with
the Pandora gates and the wormholes they
create is: do they allow time travel? The answer,
as far as transhuman science currently under-
stands, is: no. At least, not exactly.

Part of the confusion lies with the fact that
gates seem to allow superluminal (faster-than-
light) travel. In other words, a gatecrasher trav-
eling through a gate to a remote destination
four light years away will arrive instantaneously,

whereas light itself outside the wormhole will
take four years to cross this same distance. This is
because gate travel itself works by curving space

so that two distant points connect. The speed of

light is not exceeded through the gate; any light
passing through the wormhole would still travel

far faster than the gatecrasher. Special relativity

only applies locally.

There are researchers who have argued, both
currently and in the past, that wormholes could
be manipulated to allow time travel. In order to
do this, one end of the wormhole would need
to be accelerated to a high velocity in relation

THE WORMHOLE

Though many variant theories have been postulated,
the emerging scientific consensus is that the Pandora
gates inflate a traversable Lorentzian wormhole
from the quantum foam when activated, bridging
two separate parts of the universe; a shortcut via a
trick curvature of space. Intense electrical charges are
generated by the gate apparatus, creating a palpable
sense of electromagnetism at work nearby. Within
the throat of the wormhole, however, researchers
suspect some sort of negative energy field is at work,
suppressing electromagnetic fluctuations to stabilize
the wormhole and keep it open. Still others theorize
that each wormhole is crafted using the negative
mass of a cosmic string. A small minority continues
to argue that the wormhole connections are in fact
zero-width Planck-scale bridges through which only

information is transmitted, and that the gate cages use
unknown means to scan, disassemble, and reassemble
anything that passes into them on the other side.

To viewers, the wormhole within the cage appears

as a pure black sphere of nothingness, rippling with
green static energy. Like the cage, the wormhole itself
is effectively invisible on various electromagnetic
wavelengths. The wormholes bleed Hawking radia-
tion, however, so they show up very brightly and with
a distinct signature on thermal scans.

The unknown fields surrounding each wormhole
effectively keep the environments at each end of the
throat or tunnel from interacting. This means that
gatecrashers do not need to worry about suddenly
losing atmosphere or getting sucked through if they

to the other and then brought back. Within
the wormhole, time occurs at a rate separate
from that outside the wormhole; two clocks at
each end of the wormhole will always remain
in sync. To an external observer, however, the
accelerated end of the wormhole would have
aged much less than the stationary end, due
to relativistic time dilation. This means that
someone entering the wormhole from the accel-
erated end would exit the stationary end at a
point prior to their entry. This theory has yet to
be verified with actual experimentation, and
numerous counter-arguments have been raised
that suggest that quantum vacuum fluctuations
in such a scenario would destroy any wormhole
that enabled time travel—or at least anything
passing through it, including information. This
remains in accordance with the chronology pro-
tection conjecture, which strongly suggests that
the laws of physics prevent time travel. Other
theories have been suggested that could cir-
cumvent these problems, though all such debate
remains abstract and unproven. |

open onto a vacuum environment, nor do they need
to worry about the remote location’s hostile atmo-
sphere, radiation, or gravity until they pass through.
No sensory data passes through the wormhole; it is
impossible to see, hear, or otherwise sense what is on
the other side without passing something through.

LORENTZIAN WORMHOLE
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ASYNCS AND GATES

€ Why didn't you tell me that asyncs are sensitive to the gates?

P | wasn't aware they were. Did something happen?

€ Yeah, something happened all right. On the jump out she got all
fidgety as we approached the gate. She tried to hide it, and I think
the gate ops guards passed it off as newbie nervousness, but her
kinesics told me she was well and truly spooked. When our turn
came, | practically had to push her through. Then, on the other
side, she goes catatonic. Just stood there in the way. Corpsec took
notice right away, drawing a lot of attention | wasn't interested in
having. Luckily she snapped out of it before it became an incident.

P I'm not aware of any of our asyncs reacting to a gate in this way
before, and we've sent more than a few outsystem. What did she
have to say about it later?

€ She said the gate was talking to her. She said a lot of things, and
none of them were good. | had to stop Mekhet from ventilating her
braincase right there and then. She was on thin ice already. When
she started talking spooky, we were ready to assume the worst. We

let it slide, but that wasn’t the bad part. That came when we were
trying to extract ourselves back through the gate after pulling the op.
The job went according to plan, except that corpsec caught
wind of our activities a little quicker than we'd hoped. We were
back at the gate site, ready to open a link to the Fissure Gate on
schedule, when they caught up to us. In the middle of the fight,
our pet async suddenly went mental on us. She pulled some sort
of mind trick on Fareed, convinced him to dial up a different gate
than Fissure. No idea where she got the address from. Next thing
we knew, she stepped through to who-knows-where. Didn't say
a word to us. Fareed immediately snapped out of it, thankfully
warning us before the rest of us stepped through. He barely had
time to dial up Fissure again so we could get away before the
heavy artillery showed up.
D So she’s gone? Do you know where?
€ No idea. But Fareed was with it enough that he still has the
address she dialed in ... »

T

PANDORA GATE RUMORS

There are many unverified rumors about the
Pandora gates in circulation. These tall tales, spread
word-of-mouth between gatecrashers, are typically
exaggerated, with little or no basis in reality. They
might be complete fantasies, propagated by misun-
derstandings of the physics involving wormholes, or
the result of deliberate memetic sabotage. A few
remain in the realm of possibility but are unverified
with any sort of experimentation or evidence.

¢ Pan-Galactic Wormholes: To date, all wormhole
destinations have led to remote locations
within the Milky Way Galaxy. In fact, with a few
exceptions, all lead to locations within Orion’s
Arm. No gates have yet been discovered that
lead to other galaxies (rumors of a gate open-
ing in one of the Milky Way's satellite dwarf
galaxies are common but unverified). It remains
unclear whether this is a physical constraint on
the wormholes themselves, meaning that they
are unable to bridge the immense distances
between star clusters, or simply that we haven't
yet established the right connection.

e Cosmological Wormholes: Some theories claim that
wormholes should be able to create connections
outside of this universe, establishing links to the
bubbles containing other universes. In fact, a reli-
gious cult with a small following of gatecrashers
known as the Cosmonomads believes that the
gates do in fact link to a universe or universes
that mirrors our own, one of myriad within a
proposed multiverse.

e Vast Simulation: One philosopher has suggested
that all of the experiences people have had trav-
eling through wormholes are not real but part
of some massive virtual reality simulation run by
an unknown cosmic entity. According to this idea,

the gates are in fact nodes or routers in some
sort of galactic computer network. This theory
has led to speculation that other intelligences are
living within this computer network, monitoring
and analyzing transhumanity.

¢ Forknapping System: Among those who worry that
the gates are some trick or trap of the TITANs,
some believe the Als still control and monitor
the gates and mentally scan and steal a fork of
everyone stepping through. These copies are
whisked away and incorporated into whatever
hive mind or gestalt intelligence the TITANs have
created, along with the millions of uploads they
ran off with during the Fall. A variant of this
rumor claims that the TITANs aren’t stealing forks,
but are physically copying everyone who passes
through a gate, collecting millions of transhu-
mans for some unknown purpose.

e Alien Conspiracy: On some underground mesh
nodes, you will find a thriving network of people
convinced that the Planetary Consortium is
secretly in league with some alien species that
uses the gates—and may even have built them.
According to the more moderate conspiracy the-
orists, the Consortium has established a pact with
these aliens that enables transhumans to colo-
nize certain areas of the galaxy, but that makes
other areas strictly off limits (the aliens have, of

course, hardwired these limitations into the gate .\}-
controls). More extreme rants claim that the «i}‘
Consortium leadership is in thrall to a group of '\?
alien masters, some of whom walk among trans- N'\:
humanity disguised. The stated intent of these N
aliens varies, though most suggest the aliens are N
some sort of parasite or view transhumanity as ':‘
an entertaining slave race or food source. [ ] N
N
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GATE OPERATIONS

[Begin Transcript]
Transcript: Diogenes University/EGR-392 Pandora

Gates/Session 2 Chat Log
Mod: ProfTex
Attendees: 18

ProfTex: Welcome class. Today we’re going to
expand upon our first lecture and take a look at the
operation of a Pandora gate. Are there any questions
about last week’s discussion?

Atomik_Annie: Yes, sir. I read that the gates
are made up of a niobium-silicon-yttrium lattice,
according to Dr. Statham. What is the feasibility of
building one of these gates?

ProfTex: Well, Statham has jumped the gun a bit
there. Research has confirmed those three elements
are present in several gate constructions, but only the
outer layer. We’ve literally only begun to scratch the
surface. The material composing the gates has some
unusual physical properties and characteristics, to
say the least, and is also mutable. Making materials
like this is currently beyond our scientific under-
standing and nanotech capabilities. The real genius in
Statham’s research is just determining that much.

Anyone else? No? Okay. Gate operation. How do
we operate a gate?

Kinalla_Ikla: We plug commands into the gate’s
control system?

ProfTex: Tell me about this interface.

Kinalla_Ikla: It was devised by the argonauts,
after they made some breakthroughs researching the
original gate on Pandora. It connects to and commu-
nicates with the operating system built into the gate
structure, the growth on the gate arms.

ProfTex: Correct, though there are several models of
gate interfaces now. The argonaut version is open source,
and so is the one you’ll be practicing on. Pathfinder and
Go-nin have developed their own proprietary systems.
So now tell me about the gate’s built-in OS.

Y3K: It’s some sort of biological computing system
we think, based in the organic growth that is spread
across the gates.

ProfTex: Also correct. The cellular automata in this
algae-like growth seem to operate as an advanced
computational network, unlike anything we can
produce. It’s an amazing achievement just to be able
to get our primitive-by-comparison systems to talk to
it. The chemistry of the setup is fascinating, but we’ll
get to that. Let’s jump ahead. Who can tell me about
the libraries?

Huan Hsu: Aren’t the libraries the preset lists of
locations contained within each gate’s control system?
Like the addresses to other gates?

ProfTex: That’s right. And what do we know
about them?

Huan Hsu: Each gate seems to have a different
set of “addresses” in its library; they aren’t the same.
Attempts to copy addresses or entire libraries to other
gates haven’t worked.

ProfTex: Good. That may be because each address
represents a set of spatial coordinates and conditions
that are relative, and so unique, to that particular
wormhole. The address used to connect to the
Vulcanoid Gate from the Martian Gate is completely
different from the address used to connect to the
Vulcanoid Gate from Pandora.

BasilC: But we haven’t really decoded these
addresses yet, right? So it’s possible that there’s a way
to use the same address at a different gate, but we
won’t know until we crack the code?

ProfTex: That’s quite possible. We use the term

“addresses” very loosely, because all we actually know
is that there seems to be a particular bit of code, a
particular reference in each library, that corresponds
to each gate. Each address is in fact a rather large
dollop of data, in the range of yottabytes, that we’ve
only learned to identify by certain aspects.

Huan Hsu: And this is why we can’t tell where each
address goes, right?

ProfTex: Sort of. You may remember that I noted
several studies that are researching the characteristics
of different addresses, as charted against the loca-
tions of the gates they connect to, to see if they can
discern any recognizable patterns. There in fact seems
to be some progress here towards creating a useful
taxonomy for the different addresses. For example,
we may someday be able to tell what kind of a star
the extrasolar system the gate opens will have by its
address. Perhaps more interesting to gatecrashers,
however, would be classifying the addresses by the
likelihood that they will lead to something of value—
habitable worlds, exploitable resources, etc—or, on
the flip-side, lead to something dangerous, like the
middle of a supernova. They are only just starting to
break ground in this area, however, and so far the
results are far from reliable. Speaking of reliability,
have the libraries been consistent?

Kinalla_Ikla: No, you said that there are docu-
mented cases of addresses simply not working, disap-
pearing from the libraries, and new ones appearing.

ProfTex: That’s right, and that’s one of the reasons
we seem to have lost contact with several colonies,
such as New Sacramento. That extrasolar system was
regularly accessed from the Discord Gate for over two
years, and then the address mysteriously disappeared—
or at least, the gate techs can no longer access it. There
have also been documented cases of addresses opening
to new locations than they previously did, with no
apparent change in the data, as far as we can tell. So
let’s not presume that the libraries are reliable.

Now, you’re accessing the gate interface, you pull
up the address you want from the library, and you
send the commands to open a wormhole connection
there. What happens then?

Tsokatos: The wormhole sucks you in and the
TITANS eat your brain?

<Nervous Laughter>

Tsokatos: The gate’s cage restructures itself, then
generates a new wormhole?
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ProfTex: How important is this restructuring, with the arm
movements? How is it accomplished?

Atomik_Annie: Very. You said the locations and shape of the
arms seems to impact the fields at the wormhole mouth and
possibly energy outputs.

ProfTex: Yes, in order to affect the wormhole characteristics,
the arms must move. Input from the gate’s control system is passed
through a network of nanoscopic computers—the programmable
matter that makes up the arms—which connect to the machines
around them to alter their shape, density, and other characteristics.
Attempts to move the arms mechanically or with force have failed.
In theory, if the arms were restricted in some way, the wormhole
would not open or at least would not open properly.

Huan Hsu: Question, professor. How are the gates powered?

ProfTex: That’s an astute question. While the gate mechanisms
most certainly draw power from somewhere, we have not actually
identified the source of this power yet. There are no recognizable
batteries, reactors, or anything of the kind. Our best guess is that
there’s some advanced physics at work, allowing the machinery
to draw energy from its surroundings, from the universe itself. It’s
a mystery. Maybe in twenty years, one of you will solve it, eh?

Ok, let’s talk timeframes. How long does it take to establish a
wormhole link?

Y3K: It varies. Anywhere from 10 seconds to 10 minutes. There
doesn’t seem to be consistency, even with the same addresses.

ProfTex: That’s more or less true. In practice, the timeframes
are relatively stable, but they’ve been known to change without
warning, throwing off connection timetables. As a gate operator,
your job will be to ride shotgun on this, making adjustments as
necessary to keep things on schedule as much as possible. An
extra 5 minutes spent opening a gate connection can mean S
fewer minutes to transfer supply materials through to a needy
colony, in order to make the next connection on time.

Kinalla_Ikla: Can gate connections be timed? Preprogrammed?

ProfTex: Absolutely. This is common practice, in fact, especially
for extrasolar colonies, in case something happens to those skilled
in gate operations.

Tsokatos: Excuse me, prof, but aren’t the gate connections
known to sometimes cut off prematurely? Ahead of schedule,
without warning to the operator?

ProfTex: Yes, that’s known to happen. Not often, but enough to
be statistically significant. This could be some sort of safety mecha-
nism, where the gate shuts down an unstable connection before
something goes wrong. It seems to happen with some links more
than others. Wormbhole stability is a factor that plays into mission
priority decisions. A few potentially sweet colony spots or resource
finds have remain untouched due to dodgy connection rates.

RuiXue: What happens when a gate closes like this? Is there
any warning? What if someone is transitioning at the time?

ProfTex: Let me put it this way: you don’t want to be caught in
the mouth when this happens. When the wormhole shuts down,
anything that’s passed through is through, anything that isn’t
isn’t. If something is transitioning, it will be sliced in two. It’s
happened to people, with unfortunately messy results. Luckily,
there’s usually a few seconds warning, so pay attention to those
claxons and entoptics, people. Sometimes, however, there isn’t. So
keep your backups up-to-date.

BasilC: I've also heard stories of gates malfunctioning and fusing
people and things together. Is that true?
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GATE EXPERIMENTATION

[Begin Report]

File 28387C—Extrasolar Gate Experimentation #322

1100: Stable wormhole connection opened to
gate GLASS CHILL TANGO

1115: Assessment complete, connection status
nominal.

1130: Experimental gate code BRASS WATER
SKETCH entered into gate control system.
1145: Probe passed through with programmed

return time of 1205.
1155: System check. Wormhole still nominal.
1200: BRASS WATER SKETCH activated.

1200: Alarms triggered. Wormhole link unstable.

ProfTex: No, not really, at least, not as far as I'm
aware. If there’s something in the way on the other
side of the wormhole’s mouth, you would simply be
pushed into it, there is no melding of matter.

Kwaku_Nortey: What happens if a gate opens a
wormbhole to a gate that already has an active connec-
tion with a third gate?

ProfTex: There’s a mechanism for this, a busy signal
of sorts. The gate trying to make the connection will
simply go on standby and wait for the remote gate to
close its active wormhole. If more than one gate tries
to link to an active gate, they’ll essentially queue up.

Y3K: So, by default, a remote gate will automati-
cally open when a gate tries to connect to it, as soon
as there’s no other active wormhole? The remote gate
can’t choose to block the incoming link?

ProfTex: Actually it can. By default the gates are
set to a sort of open access mode, where they will
take any and all connections. The Love and Rage

Anarchist Collective actually figured out a way to

restrict this, so that an incoming connection was only
established with local gate approval. They originally
used this to keep Pathfinder and the other gate corps
from accessing worlds they wanted to keep free from
hypercorp exploitation. These techniques were shared,
of course, and now approving incoming links is SOP
with the five solar gates, though most extrasolar ones
remain in permissive mode. It’s considered a safety
measure to prevent an unauthorized connection from
a hostile alien entity.

Typically, a bit of a cold war has developed over
this feature. Pathfinder gate hackers figured out a
way to remotely override this connection blocking
protocol. Shortly after that, TerraGenesis found a
way to tweak the settings in a way that blocked the
Pathfinder hack again. And so it continues to this day.
Whether or not a remote gate can be opened may
depend on the hacking capabilities of the gate opera-
tors at either ends.

Y3K: So the remote gate operator, if there is one, can
tell where an incoming connection is coming from?

Mouth field scans report energy spikes.
1202: Imminent wormhole failure alert triggered.
1203: Wormhole failure. Gate control system
temporarily deactivated.
Casualty Report: 5 members of the experimental
team immediately killed by some sort of
cone-shaped pressure field that emanated
from the wormhole for .003 seconds. This field
exerted over 6,000 newtons of force. Death
was instantaneous, their shells were crushed,
and cortical stacks were not recovered.

Evaluation: BRASS WATER SKETCH returned to

Programming for further work. |

ProfTex: In theory, yes. Assuming it’s in that gate’s
library and has been pre-identified. As noted earlier,
though, the libraries are prone to glitches.

Ok, enough about problems, let’s get back to the
basics. You’ve dialed up a remote gate and established
a connection. Who can tell me what the wormhole
looks like?

Langjokull: It’s a black sphere, confined with the cage.
Black as the void. Black as the Jovian Junta’s heart.

ProfTex: I don’t remember this class having a poetry
component, Langjokull, so let’s keep the politics out
of it. Black is correct, however. All those ancient hack
poets should be alive today to see one, to see what

“blacker-than-black” really means. The sphere can’t be
pierced by visual or other wavelengths or indeed by
energy of any kind. Shoot a laser into it, and it stops
dead. The “surface” of the sphere is actually a bit shiny
and reflective, at least up close. The fields at the mouth
even have a small amount of surface tension, approxi-
mately one hundred kilopascals in most cases. The
gates seem to change their surface tension to exceed
that of the local atmospheric conditions. This prevents
bleeding of the atmospheres or suction into a vacuum.
Once the surface has been breached, there is a slight
tug, around half a newton, pulling objects through.

Atomik_Annie: But you can pull it back, right? Like
tethered probes?

ProfTex: Yes. It’s not so much that a transhuman
couldn’t break free if they didn’t want to step through,
but if you leave an object spanning the threshold, it
will slowly but surely be pulled through. This could be
a built-in safety feature, to prevent items from being
caught on the threshold when a wormhole closes.

Now, stepping through the gate is an instantaneous
process. The moment you cross the mouth, you’ll be
coming out the sphere at the remote gate location.
There is no measurable time delay in terms of the
crossing. Blink and you’ll miss it.

OK, I think that covers our review of last week’s
material. Let’s move ahead to a more detailed exami-
nation. In your entoptic display you will see ...

[End Transcript]




URGANIZING MISSIONS

Posted by: Alisha Endowi, Gatecrasher <Info Msg Rep>

Exploring the universe isn’t easy or cheap. Only
a small segment of transhumanity even has access
to the gates, and those that do tend to control
them carefully, almost using them as chokepoints
to prevent their rivals from exerting an extrasolar
presence. Some of these gate controllers sell access,
but buying wormhole time isn’t cheap. The logistics
of gatecrashing missions are also intimidating, even
when just adhering to simple safety protocols.

5PONS0RS

If you’re interested in taking a gatecrashing jaunt, your
best option is to find a sponsor. Sponsors generally
break down into five categories: gate controllers, hyper-
corps, governments, researchers, and private ventures.

Everyone knows who the gate controllers are, in
particular Gatekeeper, Pathfinder, TerraGenesis, and
Go-nin. Each of these hypercorps controls a gate
within the solar system and is actively exploiting its
use for various types of missions. This means they
hire personnel for through-gate operations, some-
times employing freelancers. As their operations are
more extensive and well-established, however, getting
in on the ground floor with these players can be
difficult. The specific operations and procedures vary
greatly depending on the entity in question. TerraGen
focuses far more on exoplanet surveying and terrafor-
ming ops, for example, and so uses more geologists,
xenobotanists, etc. Pathfinder is more focused on
colonization, and so requires engineers, administra-
tors, security, and social engineers.

Quite a few other hypercorps are engaged in extra-
solar missions, however. Some of these are contracted
by the gate corps for objectives that they lack the
resources to pursue, consider too risky, or simply fall
outside their main interests. Similarly, the gate corps
also bring in contractors just to handle specific parts
of a mission for which they lack the required staff.
A thriving market has developed between numerous
hypercorps that feed on these contracts, supplying
everything from individual qualified personnel to
supervising the logistics of an entire operation.

Many corps have their own extrasolar interests in
mind, but lacking their own gates they must resort
to buying gate time from a gate-controlling entity.
These operations are often handled quite differently,
with the logistics, planning, and sometimes even the
objectives hidden from the gate corp. The gate corps
provide some leeway in terms of exercising discretion
for their client’s sake, but they do draw the line on
certain points. Outside gate operators are rarely, if
ever, allowed to control the gate itself, unless they
have been thoroughly trained and vetted by the gate
corp in question—they must protect their assets after
all. Likewise there are restrictions on what types of
materials may be transferred through the wormholes.

Nukes, biological weapons, experimental nanotech,
antimatter, and similar potential threats are verboten.
There are rumors that some hypercorps have
obtained exclusive rights for testing specific weapon
systems and experimental technologies in secret
extrasolar locations, but such arrangements are rare
and very strict.

The same rules also apply to government entities
that are interested in extrasolar affairs. Outside
of the Planetary Consortium (Pathfinder) and
Titanian Commonwealth (Gatekeeper)—and maybe
Morningstar if you count their ties to TerraGenesis—
the other states lack direct gate access. The Jovians
have so far shown little interest in the gates, and in
fact openly object to their use as a potential security
vulnerability that could threaten the entire solar
system. The Lunar-Lagrange Alliance, however, has
sponsored several small missions, negotiating with
various gate corps as appropriate.

A few non-corporate entities take advantage of the
gates for research purposes, also leasing wormhole
time from the gate corps. Most of these work through
Gatekeeper, which provides better terms, having been
specifically established to further gate and extra-
solar research. The argonauts in particular are very
involved, though other agencies like the reclaimers
(researching terraforming) and some mercurial groups
(studying xeno-environments and alien life) have
pursued missions, among others.

Naturally, numerous private concerns have taken
an interest in extrasolar affairs, notably various
oligarchs and gerontocrats who are wise enough to
take the long view towards extrasolar expansion.
Rumor is that several major figures have used their
vast wealth to buy permanent gate access, funding
missions of various stripes in exchange for gaining
exclusive access to their own private worlds.

SELF-5PONSORSHIP AND BUVING ACCESS

Let’s say you represent a resourceful person or group
that wants to engage in their own extrasolar missions.
Be prepared to pay through the nose and quite
possibly other orifices because “gate time” is not even
in the same mesh as “cheap.”

The going rate for a single minute of gate time
benchmarks somewhere around 50,000 credits.
This is the bare minimum, with no extra logistical
support, which also requires you to sign a metric
ton of waivers and liability contracts. The longer it
takes you to shove people and gear through, the more
you’ll get reamed in the bank account. This fee also
doesn’t include the set 100,000 credit gate opera-
tion fee, which is what they charge you simply for
allowing you anywhere near the gate and plugging
in the address you want. Keep in mind that the
shortest missions possible still lose at least 30 seconds
to standard gate opening protocols. This includes
opening a micro-sized wormhole and poking the
tip of a microsensor through, simply to ensure that




you won’t be walking into a supernova and/or that
an alien force is standing ready to invade as soon as
the gate is opened a few millimeters wider. This is the
bare minimum precaution that a gate corp is likely to
take, and even then they’ll only do so for locations
that have been previously visited and determined safe.

If you are intending to explore an entirely new gate
address, you are immediately looking at even more
significant expenses. “First-in” missions, as they are
called, follow a careful set of procedures to ensure
that the solar system-side gate will not be coming
under any threat (direct or indirect) from the remote
side. The fees for the personnel and equipment these
procedures require start at 500,000 and go up. If your
mission needs any specific logistics support, whether
that be security bots, assisted transport through the
wormbhole, additional sensor scans, remote drone
surveying, decontamination modules, and so on, then
you can expect to pay significantly higher rates than
you would find elsewhere.

The prices listed here are just a mean of the costs
publicly noted by various ventures. For your specific
mission, they may be much higher, especially if you
have any distinct needs. The gate corps themselves are
not necessarily equal or consistent with their pricing.
Go-nin is known to charge much higher rates than
TerraGenesis, and use of the Discord Gate comes with
the additional costs of reaching the solar system’s rim
and avoiding any unpleasantness between Go-nin and
the exhumans that have taken an interest in the gate.

In rare cases, gate-tending corps have been known
to waive and reduce fees for causes they deemed
particularly noteworthy (in terms of scientific
achievement) or even humanitarian (for the positive
publicity). They do of course lower the costs for
missions that expect to have a monetary reward, as
long as they are guaranteed a cut.

THE LOTTERIES

For those with little hope of being hired to work a
gatecrashing op, much less funding their own missions,
there are the lotteries. The main gatecrashing lottery
is run by Gatekeeper, as they pursue the most
exploration missions, though both Pathfinder and

TerraGenesis have on occasion run their own limited
lottery systems. The lotteries provide an opportunity
for anyone who seeks to raise themselves out of
poverty, strike it rich, or get the adrenaline-soaked
adventure of a lifetime. Anyone can sign up, except
indentures, simply by digitally signing a form on the
mesh. Doing so guarantees you an equal shot in the
next lottery drawing with the hundreds of thousands
of other applicants.

If you are lucky enough to be drawn, your egocast
expenses to Pandora will be covered, as will the cost
of a synthmorph. Applicants can arrange their own
sleeves on Pandora if they prefer something different
and have the means, assuming Gatekeeper approves.
On occasion, Gatekeeper will assign specific morphs
more suited for certain tasks.

In reality, Gatekeeper does not leave the selection
of candidates for missions entirely to chance. When
lottery winners are picked, Gatekeeper assesses all of
the data that can be pulled up on each. Specialized
Als sort through the profiles and assemble teams
from individuals judged to work together the best.
Teams are rated accorded to competency, and then
three teams of varying skill level are set aside for each
particular lottery mission. (Periodically, Gatekeeper
also runs a lottery option for pre-existing teams rather
than individuals. This gives groups that hope to work
together a chance to do so.) When a wormhole has
been opened to the location in question, Gatekeeper
performs a quick assessment on how promising—and
how threatening—the remote locale is. If it looks
promising, they grab a highly rated team. If it looks
like a hunk of barren rock with a heavy radiation
count, they grab the collection of useless misfits and
send them on their way.

Lottery gatecrashers are afforded fewer resources
than sponsored missions. They are typically assigned
the basic minimum in required equipment and
training in order to minimize expenses. Gear quality
is serviceable if not ideal, though there have been
noticeably higher rates of equipment failure on lottery
missions. Gatecrashers are not guaranteed backup or
resleeving options; these must be taken care of on the
individual’s own accord.

i
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Gatekeeper Corporation
Rescue Mission Log
Order 1583-45
Classification: Tier B
Priority: High

First-in team was sent to explore
an unknown exoplanet orbiting a
red dwarf. Initial scans indicated the
planet had characteristics indicative
of a super-earth. Pickup was scheduled
for 24 hours. Upon re-establishing the
connection, the first-in team failed to

check in. A search-and-rescue bot was
deployed, which returned at the sched-
uled time 12 hours later.

The bot succeeded in finding the
team 150 meters from the gate, but
all were dead. Little remained of their
bodies; all had been crushed by some
sort of extreme force. Their bodies
were literally pasted and pulped, and
even the cortical stacks were damaged.
They were identifiable only by DNA
scans of the remains.

The bot did recover one intact recon
drone the team has deployed shortly
after reaching the exoplanet. This bot
did not record anything unusual, but
an analysis of its sensor readings did
uncover one anomaly. According to its
geospatial sensors, the gate was not
in the same location it had been in

when the drone was initially deployed.

According to its readings, the gate was
originally 150 meters away; exactly
where the bodies were found. »




SOLARCHIVE SERRCH: GATEHOPPERS

Gatehoppers is an idiomatic term
used for a particular subculture
of gatecrashers. Gatehoppers
take the act of exploration via
the Pandora gates a step further.
Instead of simply passing through
one gate, exploring, and returning,
gatehoppers go on an indefinite
journey from one gate to the next
without ever returning the way
they came. Each time they reach
a remote gate, they choose a new
address before using that remote
gate again.

Very few gatehopper groups exist,

L

of such activities. Most gatehoppers
are never heard from again. Whether
they fell victim to hostilities or some
danger is unknown; they may have
simply passed beyond the sphere
of current transhuman extrasolar
expansion. Some gatehoppers have
eventually come across a trans-
human-visited world again, however,
and so have reconnected with
transhumanity. One gatehopping
group claims to have visited over
200 extrasolar gates in succession
before returning to the solar system.

Some gatehoppers are careful

before they leave, so that if they
do not return by a predetermined
period, they are resleeved from
backup. Others consider it the
ultimate risk to head out without
such a safety net. Still others
intentionally fork before they go,
leaving an alpha copy of them-
selves behind.

Many gatehoppers have been
drawn from the scum barges and
habitats throughout the solar system,
but members of other factions,
particularly brinkers and singularity
seekers, have participated in gatehop-

in part due to the extreme dangers

Assuming the gatecrashers survive the operation,
they earn a minimum reward for returning with the
required amount of sensor data and samples. This
amount is enough for the individual to survive on
for a short period or to seek medical care or repair as
appropriate. Unless the gatecrasher behaved particu-
larly inappropriately, they are then given the option of
undertaking more exploration missions under the same
terms. Many lottery winners have gone on to become
professional explorers on Gatekeeper's behalf. Many
others have died, gone insane, or been irretrievably lost.

If the lottery mission succeeds in finding something
of value, such as an exploitable resource, alien artifacts,
signs of life, or some significant scientific discovery,
they are given a one-time reward commensurate with
the discovery’s value, though only a small fraction of
its overall worth. The rights to these discoveries belong
to Gatekeeper, as per the lottery contract.

A few long-time gatecrashers have succeeded in nego-
tiating higher rates and even royalty percentage claims
on discoveries by leveraging their skills and experience.

AUTONOMIST GATES

In contrast to the closed nature and inaccessibility of
the gate corps, the Fissure Gate is run in a decidedly
autonomist manner. The gate is open to anyone to
use, assuming they are vetted by the Love and Rage
Collective and adhere to certain restrictions. The anar-
chists who control the gate carefully screen those who
seek access in order to keep out hypercorp spies and
inner system saboteurs. @-List rep is very important
here and can mean the difference between getting a
1-minute slot and a full hour. There is a waiting list
for gate usage, which is generally handled on a first-
come, first-served basis, though priority is sometimes
granted for emergencies or specific missions deemed
to hold more significance to transhumanity as a whole.
Prospective gatecrashers must make their own way to
Oberon, of course, and since the anarchist resources are

to arrange for backup insurance

ping trips as well. »

limited, mission organizers are expected to handle most
of their own logistics support. This sometimes means
that missions are undertaken without the full support
they need.

The caveat to all missions passing through the
Fissure Gate is that the rewards must be openly
shared with transhumanity, without restriction. Since
this is how the autonomist society of the outer system
is organized anyway, it makes little difference to them.
This restriction effectively nullifies use of the Fissure
Gate for entities seeking to privately exploit resources,
claim extrasolar real estate, or otherwise profit. On
the other hand, the Fissure Gate is highly regarded
in research circles, and so is a major base for the
argonauts and various research groups that pursue
unrestricted knowledge.

The Love and Rage anarchists have occasionally
operated their own lottery, pooling resources in order to
bring unlucky souls from the inner system out to where
they can take a chance and make a new life for them-
selves among the autonomists. They run an additional
lottery that is just for indentures, buying the contracts
of indentures who win so that they can be free.

ERTRASOLAR ERPLORERS

Organizing gatecrashing missions on the extrasolar
side of the gate network is a far different affair. A
few extrasolar colonies engage in gate exploration
operations, much like within the solar system. A few
of these are hypercorp research stations with no other
purpose. Those colonies that don’t pursue exploration
tend to maintain some measure of control over their
local gates, often locking them on the address of the
originating solar system gate, if nothing else out of
a concern to protect themselves should some hostile
entity come through the gate network.

There are many, many extrasolar gates, however, and
the vast majority of them are unrestricted or only nomi-
nally monitored and controlled. This enables committed
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and well-equipped groups to pursue their own private gatecrashing
endeavors. All one really needs to do is get out of the solar system
with a portable gate control unit (a “blue box”) and a working
knowledge of gate control operations. Once on the other side, such
a team can use that remote gate to begin their own exploration.
Several such remote base camps have been set up by enterprising
explorers, many of them on cold, lifeless rocks with no interesting
qualities other than the gate itself. A few intrepid autonomist groups
have gone through the Fissure Gate to adopt an entirely nomadic
lifestyle, moving through remote gates from one world to another,
occasionally finding their way back to known space, sometimes not.

GATECRASHER TEAMS

Though gatecrasher teams are almost always tailored for the
specific mission at hand, it is beneficial to have members with a
wide range of skill sets. Scientists, technical experts, equipment
operators, mission leaders/coordinators, and security personnel
are par for the course. Astrobiologists and xenoarcheologists are
in high demand, as are anyone trained in mining operations or
setting up colony operations.

When it comes to exploration gatecrashing, these missions tend
to draw a specific set of psychological profiles. Adrenaline junkies
on the look for adventure or new experiences are high on the list,
though these types often do not work well with teams and are
sometimes known for putting others in danger. The explorers,
wanderers, and curiosity seekers are more staid and careful in
their approaches to different scenarios, but they sometimes lack
the drive and initiative for which mission sponsors are really
looking. Researchers and learners are useful, though their focus
on specific discoveries can sometimes slow down operations or be
a hindrance. The final common type, the desperate, are wild cards.
These are the ones who pursue gatecrashing because they have
personally fallen into a situation from which they have no better
recourse. Many of these live up to their tasks and duties, even
becoming great explorers and heroes. Just as many, however, are
hindered by depression, self-loathing, or similar negative thoughts
and end up being a burden or, worse, a threat to their own teams.

ERPLORATION MI55100S

Posted by: Alisha Endowi, Gatecrasher <Info Msg Rep>

That nagging itch we call curiosity has spurred the momentum
towards exploring the gate network. Exploration missions are
both the most dangerous and the most important kind of gate-
crashing mission. These initial surveys often determine if trans-
humanity will return to a given place and are crucial for finding
exploitable resources or identifying scientific curiosities. They are
the most likely to make a significant find and may be the point
of first contact between transhumanity and new life forms. They
could also conceivably put transhumanity at risk by bringing us to
the attention of unknown entities and threats. For these reasons,
exploration missions are the most critical type of gatecrashing op.

FIRST-LINK PROCEDURES

“First link” is the term used for the first time a wormhole is opened

to a new gate address. Because no one knows what lies beyond,
these events can be as exciting as they are dangerous. Given the
possibility of encountering hostile life or some other threat, gate
operations adhere to strict safety protocols for connecting to new
remote gates.




The first thing to understand is that no one ever
goes through a gate without at least some reconnais-
sance. No one wants to send gatecrashers out to be
instantly flash-fried, fed to a pack of TITANs waiting
eagerly on the other side of the gate, or come back
crawling with some sort of hungry self-replicating
nanotech, least of all any gatecrashers with even the
smallest amount of sense or survival instinct. The
incident where crashers died going from Pandora to
the Fissure Gate for the first time convinced people to
be slightly more careful.

The initial procedure is to create a micro-sized
wormbhole just large enough to stick a small sensor
probe through. It takes readings on the atmospheric
composition, radiation levels, and temperature. It
also feeds back a live audiovisual recording of the
surroundings. The typical gate probe is rated for pres-
sures from 0 to 250 atmospheres and temperatures
from -250 C to 600 C. Its actual mechanism is in a
shielded Faraday cage, so it’s pretty much unhackable.
Only the tip is stuck through the mouth, making it
unlikely to be detected. Typical deployment only lasts
for about 1 minute.

If the probe is damaged, they try again. If two
probes don’t come back, the policy is usually to close
the gate, stick a warning label on that gate code and
wait for someone to try to come up with a better
plan to see what’s on the other side. Very few of these
addresses are revisited.

If the probe survives and the site looks promising
(which usually means not immediately threatening in
any way), the wormhole is widened a slight bit and an
explorenaut or similar drone is sent through, tethered
to the start side. This bot conducts radar and lidar
scans, analyzes the soil/rock/ground, and monitors
radio wavelengths for any signs of activity. It also
sends more detailed audiovisual data back. If the
immediate area is designated as clear, these second-
stage probes will scout around the remote gate itself
and, if possible, use thrust-vector jets to get a small
bit of altitude (just a few meters) for a more thorough
look around, while remaining tethered. Any signs
of biological growth are sampled and brought back
through for analysis. If stars can be seen, the bot will
also attempt to get a fix on the remote gate’s location
in the galaxy. These probes are typically pulled back
after 10 minutes of reconnoitering.

If the extrasolar site still looks promising, the third
step is to send another tethered robot through with
a scout missile. This will be programmed to get an
aerial map of the remote gate’s area, out to 5 kilome-
ters in each direction. As long as no potential dangers
are logged, any sites of interest are noted and a first-in
gatecrasher team scrambled.

FIRST-IN MISSI0NS

A “first-in” mission is when a group of live transhu-
mans are sent through to a new address for the first
time. Usually this is done right after a successful
run of first-link protocols. In some cases, first-link

procedures are skipped due to lack of resources
(common with ops stemming from extrasolar gates)
or because the sponsor is seeking to save on time and
costs. First-in missions are notorious for being the
best route to striking it rich or making a name for
one's self, even though the odds of finding anything
interesting are low, and also because of the significant
chance the gatecrashers will end up dead and have
to be restored from backup. Most experienced gate-
crashers have stories of first-in missions that their
current ego never actually experienced.

For optimal gate time use, the wormhole link is
usually severed right after the first-in mission steps
through. It will be re-opened at a designated time,
usually between 4 and 12 hours later, following
protocols similar to first link. If the first-in team fails
to check in at this time, a search-and-rescue bot will
be pushed through and the gate closed once again, to
be re-opened at an arranged backup time. If the team
remains missing, the address is flagged with a warning
and the known details are filed for review. Usually,
it is deemed too dangerous and not economical to
attempt to find or rescue missing gatecrashers unless
the extrasolar location seems especially worthy of
further research and exploitation. This means that
gatecrashers that run into trouble better hope they do
so in a place littered with uranium or similar precious
resources that would inspire a gate corp to take a
second look, despite the evident dangers. Otherwise
they are likely to be cut off.

First-in teams have a rough start. They wait for long
periods on standby, holed up in a ready room while
Gate Control runs through first-link protocols with
addresses from the library. As little as ten minutes
before they go in, the gatecrashers may have no idea
whether they’ll be sent to an airless rock, the frozen
oceans of a radiation-battered gas giant moon, or the
lush jungles of an alien paradise. They’ll have access
to the live feeds from the sensor probes and incoming
data, but precious little time to absorb it and switch
out their gear before they are ordered through the
gate. Gear must be run through sterilization protocols
(so as to avoid infecting any alien ecosystems with
transhuman microbes), meaning that if something
wasn’t pre-approved, they might be barred from
adding it to their gear list last minute. Adaptability
is key. Once on the other side, they’ll have to quickly
acclimate to local conditions, get their bearings, and
go about fulfilling objectives—all while hoping they
aren’t about to get killed by some previously unno-
ticed menace. It’s tough, stressful, and dizzying work.
The excitement of exploring alien landscapes is often
overridden by confusion and the sheer terror of trying
to stay alive.

Most first-in teams have a standard list of objec-
tives. This is a common run-down:

1) Record Everything. If something happens to your
team, your recordings may still get recovered and they
will let others know what happened. In the rush to
explore a new setting, details are often overlooked
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that may be useful later. It is common practice to
review mission recordings to gather additional data
on the extrasolar environment.

2) Secure the Remote Gate and Establish a
Perimeter. The gate is your way back out. Protect it,
and your path to it, at all costs. You will also likely
spend much of your excursion time in the gate’s prox-
imity. Some teams immediately assign members to
keep the gate area guarded. Others don’t like splitting
the group or wasting manpower and will leave that
task to bots and sensors instead.

3) Map the Immediate Area. You may already
have data from a scout missile run. If not, hope-
fully you brought your own. For environments that
aren’t conducive to such measures, recon drones and
old-fashioned scouting around on foot are just as
important. It helps to identify key landmarks, which
may help you find your way later. If you’re in a land-
scape that is changing, or difficult to see/map due to
extreme weather conditions, you may want to set up
your own radio beacons or mark trails with a bread-
crumb positioning system.

4) Identify Potential Dangers and Threats. You
don’t want to overlook the fact that some local preda-
tory creature is about to lunge at you while you set up
camp or that an avalanche or mudslide could bury the
gate at any minute. If anything else looks really likely
to keep you from getting home and you have a QE
communicator on hand, use it to ask for immediate
pick-up. Sure, you may have lost your chance and will
need to wait a few days or even a few months for
another try, but you’ll also be around for another try.
Being stuck on some volcanic rockball waiting for the
lava flow that surrounds your gate to cool sufficiently
is a wretched way to die.

5) Establish a Basecamp. Pick a defendable position,
just in case you are attacked. Some prefer to stick right
on top of the gate, others prefer to be hidden nearby
but still in visual range of it, just in case the gate ends
up being a spot of activity for something else.

6) Run Scans and Take Samples. This is what you’re
here for. The more you can collect, the more chance
you have of stumbling upon something interesting.
It’s also the best way of detecting some unforeseen
menace, like perhaps noticing the cold planet you’re
on is like Mercury and gets blasted due to close prox-
imity to its sun when day rolls around, which could
kill you if you were unprepared.

7) Investigate Anomalies and Items of Interest.
Strange radar echoes. Unusual energy readings.
Unlikely trace elements. All of these can lead to the
sort of Big Find that could break you out of poverty.

8) Explore. Once the basic securing, grunt work,
and investigation is done, it’s time to explore. At
least at first, stay in sight of each other. Just because
things look normal doesn’t mean that there can’t be
all manner of unexpected surprises or sudden radio
interference. Grid out the most promising sectors
and go take a look, while sending bots to search
other areas.

9) Look Before You Touch. Unless something starts
moving on its own, by far the best policy is look before
you touch. Even if something really tempting is waiting
right in front of you, check out your surroundings.

10) Get Back to the Gate on Time. If you miss your
rendezvous, you could be in for a long, long stay.

The official goal for first-in missions is to gather
enough information to determine if further investiga-
tion is warranted. Specifically, this means determining
if the remote gate locale is of special interest for
colonization, resource exploitation, or research. This
can be a challenge, simply because the evidence for
this might be nowhere near the gate site. The gate
might open onto a mundane, uninteresting moon, like
millions of others in the galaxy, but another planet
in that extrasolar system could harbor an Earth-like
environment, a motherlode of rare materials, or the
buried remains of an extinct species. The clues may
simply be outside of the first-in team’s reach; in fact,
for all we know, many previously visited systems that
were bypassed as not notable might hold fantastic
undiscovered secrets, as there simply aren’t enough
resources to thoroughly explore them all. In some
cases, though, the first-link scans may have already
indicated the site is of interest, like if the gate happens
to be situated near an open vein of precious heavy
metals or amidst some obvious alien ruins. Any extra-
solar spot with even traces of biological life, alien
artifacts, or a previous TITAN presence automatically
fits the bill. In this case, the secondary goal is to ascer-
tain how dangerous and/or difficult it would be to
establish a transhuman presence there.

For many gatecrashers, particularly lottery winners,
the real goal of the mission is to make a Big Find.
This means that such teams often waste time and
resources tracking down leads, investigating anoma-
lies, or just exploring rather than conducting tests
and making scans. This is a regular tension between
gatecrashers and gate corps that sometimes jeopar-
dizes follow-up missions.

WHAT TO BRING

There’s very little that will get a bunch of experienced
gatecrashers arguing like discussing what you need
to bring. The basics are obvious; anyone who isn’t
bringing a survival belt, a robomule, a shelter dome, a
sidearm, a standard vacsuit, and a life support pack is
either stupid or suicidal. Anyone who can afford to go
gatecrashing can afford this sort of gear and there’s no
excuse to not bring it along. Even lottery winners will
be kitted up with basic exploration gear.

Part of the difficulty in preparing for first-in
gatecrashing missions is the inherent mystery in
knowing where youw’ll end up. For this reason, most
gatecrashers rely on standard gear that is useful and
necessary in most environments. You’ll never know if
the air on the other side is breathable, for example—
assuming there’s an atmosphere at all—so a vacsuit
is mandatory. At best you’ll have a few precious
minutes to evaluate the remote gate location while




the first-link protocols are run, giving you just enough
time to switch some gear out. Your life may rest on
the decisions you make.

Beyond the basic gear that you’ll find in the
standard explorer’s kit, things get complex. Versatility
is critical, however, so in that vein a desktop cornu-
copia machine and a good library of blueprints are
your friends. If you can afford one, bring it. Otherwise,
make do with a fabber or maker instead.

Though the remote location you’ll be visiting has
hopefully been mapped by the first-link team, there’s
always a chance this can go wrong, so you’ll want
to bring your own scout and mapping missiles. The
gate may have opened underground, for example, so
you’ll be glad you brought one with when you finally
break your way through to the surface. If you're stuck
underground, recon hoppers or snakes will do the job
just as well.

Other than that, there are two other major consid-
erations: vehicles and communications.

VEHICLES

The main reason for bringing along a vehicle on a
first-in mission is to investigate anything interesting
that shows up on the reconnaissance that is too far
to walk. Problem is, gate corps and other sponsors
often consider vehicles an extraneous risk expense
and may veto them. According to their mission specs,
first-in teams should be focusing on the gate region
and letting drones investigate farther afield. More
detailed exploration involving vehicles is for follow-
up missions. If you don’t mind putting your own
assets at risk, however, they’ll rarely complain if you
bring your own along.

Not all missions are suited for vehicles. The extra-
solar environment can severely impact the utility
of any vehicles you bring. There’s no use bringing
anything to an exoplanet that’s similar to the surface
of Venus or dayside Mercury, for example, unless it
can withstand the heat and/or pressure. Likewise, a

WHAT ABOUT 60 CYCLES?

From: Mbanefo37Aa

Not bad advice, except you missed something
important. Unless the terrain is too steep for
anything else, walking is slow and tiring and
you're not going to carry much back with
you. Out on Willowane, my team had to leave
behind most of the artifacts we found, meaning
later gatecrashers picked them off. Also, planes
are expensive and a single vehicle like a crasher
truck can break down, leaving you back to
walking. One go-cycle a person is an ideal
choice to add to the basic kit. They're cheap
enough that there’s no reason not to take one.
You've got far more mobility, you can haul
away lots, and if one breaks, you just have two
people in your team double up. *

flyer of some type won’t do you much good if the
remote gate ends up being underground or airless. On
the other hand, if the first-link scans show the gate’s
on a small island, bringing along a boat is a smart
plan just so you can get somewhere else in the vicinity.

Unless you need to fly halfway across the planet
you’re visiting, stick to bringing a couple of portable
planes through. I personally think backwings are a
gimmick and bringing through jets is a waste of
money. Portable planes, however, are exceptionally
reliable, easy to use, and they let you get anywhere
you need to go. The only time you want to look at
anything else is if the world is a seriously unfriendly
environment. Vacuum planets require rocket buggies
or, if you only need short range mobility, a GEV. Both
are expensive, but they’re worth it on worlds where
you’ll otherwise be living in your vacsuit.

COMMUNICATIONS

Communications gear—specifically, QE comms—are
another contentious issue among gatecrashers. One
thing that every first-in team has to consider is that
once that wormholes closes, you are on your own until
the scheduled pick-up time. There is no one remotely
close enough to come to your aid in an emergency.
Even if you brought a vehicle big enough to carry a
neutrino transceiver, you are light years away. It could
be decades before anyone else even hears your message.

The obvious solution to this is to bring a QE
communicator for emergencies. Because they circum-
vent light speed limits, you can be on the other side
of the galaxy and still call back home for help. The
drawbacks to this are two-fold. One, QE comms are
expensive and beyond the reach of many gatecrashers,
especially lottery winners. Second, there is no guar-
antee that anyone will come to rescue you—or at
least reach you in time. Many mission sponsors have
no-rescue clauses in their contracts, simply because
they don’t want to pay the exorbitant fees the gate
corp will charge them to break from the schedule
to run a rescue op. Lottery winners are also typi-
cally laden with no-rescue clauses; another reason
to backup before you crash. Even if your sponsor
is willing to stage a rescue, simple logistics may get
in the way. If your call for help comes in right after
they spun up a wormhole link to a major colony for
their monthly supply drop and they only just started
shoving things through, Gate Control may very well
just tell your rescuers that they’re going to have to
wait 20 minutes for the gate to be clear.

Despite the drawbacks, many teams consider QE
comms a requirement, even if only to use for emer-
gencies. Some will use them for other purposes, like
requesting assistance or asking for exceptionally
urgent data. Perhaps you end up in a situation where
you need to nanofab something but lack the proper
blueprints. Spending qubits to ask someone for the
right tool or medicine design specs or whatever you
might need to save your lives and get you home might
be really expensive, but is probably well worth the
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To: <Encrypted>

From: <Encrypted>

Comrade, | want to point your attention towards something
interesting. The People’s Body Bank on the extrasolar colony
of Etched picked up an interesting package on their neutrino
transceiver, on a channel normally used for emergency
farcasts. After analyzing the burst, the transmission did
indeed seem to be the backup of a gatecrasher, sent from
another exoplanet when their emergency farcaster was trig-
gered. The retrieved infomorph is only partially intact, having
suffered some signal degradation and loss. Initial research
seems to indicate that the backup was sent over 5 years ago
from an extrasolar system approximately 5 light years from
Etched. Our solar system is approximately 74 light years
away from where the gatecrasher seems to have died, so it
was pure luck and chance that the Etched colony picked up

the signal first.

price. Similarly, if you suddenly hit a first-contact
situation or something equally big, then you might
want to turn it over to professionals. You’ll get a big
reward and lots of acclaim that way. If you go all
lone wolf and accidentally start an interspecies war,
people might not even bother to resleeve you from
your backup.

One additional argument in favor of QE comms
is the problems inherent to radio and other commu-
nications methods your team may use. If your radio
can’t punch through rock or interference, you’re out
of contact with the rest of your team. If something
happens to you, a QE communicator may be the only

way to find and help you, especially if you end up

underground or someplace equally inaccessible. Way
too many disasters can block radio, and the ability to
request back-up from your own team on this side of a
gate is a vital one to many gatecrashers.

Emergency farcasters deserve mention here. Like
neutrino transceivers, they are of limited usefulness
to gatecrashers given the vast distances involved. Still,
they provide a security of mind to some gatecrashers
who feel safer knowing that their backup could still
be retrieved, even if takes years for it to cross inter-
stellar space.

WHAT NOT TO BRING

One major concern for all gatecrashing ops, and
first-in missions in particular, is that you never know
what you’re going to run into. One possibility is that
you may run into an alien entity—and it might be
hostile. According to this line of thought, bringing
anything along that might help such a life form is an
unnecessary risk. To some, this includes any technolo-
gies that could help an alien species understand trans-
humanity or perhaps increase their own technological
development. Opposing this view is the fact that some
of these technologies are considered necessary for a
gatecrashing team’s ability to survive.

A copy of the retrieved infomorph was run in simulspace
for standard debriefing. The deceased’s story was confused
and garbled at best, which may in part be due to corrupt
neural structures from the damaged signal. Two things imme-
diately stood out. First, this crasher seems to have some sort
of special ops/commando training and was employed by a
hypercorp (most likely Direct Action, but this remains uncon-
firmed). Second, during the interview the infomorph repeat-
edly stated that their mission was to “establish contact with
the TITAN base.”

We've attempted to access the gatecrasher’s personal
records and figure out what particular mission they were
on, but our efforts have been stymied by uncooperative
Consortium officials. In the meantime, I'm passing this
along to you, in the hope that your, ah, watchful friends
might be interested. *

Each gate-controlling body handles this matter
differently. A ban on information that might be
useful in pinpointing the solar system’s location in
the galaxy is common, sometimes enforced with
mandatory searches of all information storage
systems. Many restrict, or at least limit, the equip-
ping of nanofabbers and nanoswarms, at least for
first-in missions. Similar restrictions are often placed
on technologies like large weapon systems, weapon
designs, antimatter, biowar information, and other
x-risks. Go-nin goes so far as to ban the use of AGIs
through the Discord Gate, a policy sometimes echoed
by Pathfinder at the Martian Gate.

Though often inaccessible to gatecrashers anyway,
gate control units fall in this category and are banned
from first-in missions. No one wants to risk acciden-
tally giving the technology to use the gates to another
life form that we haven’t thoroughly examined and
vetted. This is unfortunate for many gatecrashing
teams as having one can be the difference between
staring into the face of imminent death while you
count down the clock for the scheduled wormhole
connection to be made or just opening a new link to
anyplace else so you can get the hell out.

MI55100 PROTOCOLS

First-in missions, as well as follow-up explora-
tion ops, tend to follow set guidelines for different
discovery scenarios. Sponsors don’t want their gate-
crashers contaminating alien ecosystems, despoiling
archeological sites, or failing to adequately mark a
resource claim. To this end, gatecrashers are expected
to know and follow established protocols. Those
that diverge find themselves blacklisted from further
gatecrashing ops.

FINDING LIFE

Given any sign of non-intelligent xenolife, even
the lowliest extremophile micro-organism, first-in




AL LU

gatecrashers are expected to maintain separated
environments. This means staying sealed up in
vacsuits or other compartments and not spreading
germs among the locals—or picking up any. If there
is a breach, gatecrashers are expected to keep it
contained. Any exposure to alien life is expected to
be reported immediately upon return so that proper
quarantine procedures can be followed. Meanwhile,
gatecrashers are expected to catalog whatever life
they encounter as thoroughly as possible and to
bring back relevant samples.

This particular protocol is a stickler among pres-
ervationists who argue that transhumanity must be
careful not to contaminate alien ecosystems. This
opinion is a minority one, however, particularly
among gate corps, who see alien life as a potential
revenue stream. In practice, maintaining sterile
contact is exceptionally difficult, even when advised.
Many micro-organisms are hardy, long-lived, and
difficult to eradicate completely, even with cleaner
swarms. Nano-ecologists argue for a sensible
approach, utilizing nanoswarms to limit contami-
nation on either side until research can determine
the relative safety of interaction. Preservationists,
however, protest even the use of nanotech in
alien environments.

FINDING RELICS

Unless a gatecrashing team has a xenoarcheologist in
their midst, the standard for finding alien artifacts or
ruins is to document but don’t touch. This is partly to
protect potentially fragile relics from being mishan-
dled or to prevent a future archeological site from
being trampled, thus destroying potential evidence. It
is also to protect the gatecrashers, as these artifacts are
sometimes dangerous and/or protected by lingering
defense systems. To maintain a relic site’s integrity
until professionals arrive, gatecrashers are instructed
to map it thoroughly, take sensor scans to determine
the site’s size and potential locations for buried goods,
and otherwise record it all as normal.

In practice, gatecrashers often break this protocol,
whether out of greed at scoring a Big Find with
some intact alien mechanism or simply because they
want to bring back a souvenir. Looting of valuable
archeological finds remains a major problem in the
gatecrashing community, fueled as it is by the high
price paid for alien artifacts on the gray and black
markets, especially in hyperelite circles.

FINDING RESOURCES

One of the main interests of gate hypercorps is to find
and exploit certain naturally-occurring materials that
remain rare and in high demand or are monopolized
by rivals. Specifically, these include metals, helium-3,
and complex organic materials. Of metals, heavy
metals are the most valuable, especially uranium, gold,
tungsten, and titanium.

Locating signs and traces of these exploitable
resources is a key function of many gatecrashing

VOICE FROM THE PAST

To: <Encrypted>
From: <Encrypted>
This is notification that I'm taking my leave.

Remember that time | told you about the
voices, on that one crash? You told me it was
nothing, and | was ready to write it off myself.
One time is just a hallucination, right?

But that wasn't the first time.

That was the fifth gatecrash where | experi-
enced voices while passing through. Five trips,
five different voices, all talking about the same
thing. | couldn’t just write it off.

This last time through, | made sure to get a
morph with mnemonic augmentation. Maybe
that was a mistake.

My mesh inserts said it was just over a
second to walk through. In my memories,
there's a whole minute more.

It was a female voice this time. Before the
words had been confusing, unclear, easily
forgotten. This time | can play them back, over
and over again.

They're telling me to go somewhere. To do
something. Back on Earth. Back to Dubai.

Maybe I'm crazy. Maybe I'm foolish. But |
knew that voice.

I'm going home.

»

teams. If located, crashers are expected to take scans
and samples in an effort to determine the availability,
quality, and ease of exploitation. While advanced
surveying is usually left for follow-up missions,
gatecrashers are expected to at least mark the claims
on their sponsor’s behalf, to protect them from late-
coming rivals.

FIRST CONTACT

Contact with any sort of intelligent aliens is a big
deal. Transhumanity has not yet met a living techno-
logically advanced sentient species via gatecrashing.
There are dozens of archeological sites, with the
oldest dating back to well before the first vertebrate
life evolved on Earth. However, with the exception
of the Factors, there’s a distinct shortage of recently
active intelligent life. The problem seems to be that
once a species develops advanced technology, it
doesn’t stick around for more than a few hundred-
thousand years, and most last far less long. Of course,
given the Factors’ reluctance to use Pandora gates,
some researchers believe that the problem isn’t that
technologically advanced intelligent species don’t last
long, but that species who use the gates either don’t
last very long or stop using them after short periods.
There isn’t a lot of evidence to back up this theory,
but it’s worth considering. I would stay out of the
mesh debates on this topic, though; the crazy-to-sane
ratio is far from good.

GATECRASHING OPS
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Making contact with an intelligent species, even if
they have low or no technology, will be an impres-
sive and noteworthy affair and will guarantee the
gatecrashers who do so with wealth and/or fame. The
key is of course making a successful contact. Playing
conquistador and committing atrocities is an excel-
lent way to end up facing either formal charges or
frontier justice.

No one has any firm rules for alien contact because

there’s been so little of it. If you don’t happen to have
an astrobiologist or first contact specialist on your

team, the standard protocols say to keep contact
minimal, give away as little information on transhu-
manity and our technological capabilities as possible,
don’t do anything that could be remotely construed
as offensive or aggressive, pull back, and call in some
experts. Based on what little experience we have, and
the projections of scientists, communication with an

alien species will be exceptionally difficult and mistakes
are practically guaranteed. Our mental architecture

and evolutionary histories are likely to be very different ‘

from any sentient xenolife we encounter. There’s likely
to be a serious lack of shared points of reference.

HOSTILE CONTACT

Sometimes the things waiting on the other side of a
gate aren’t friendly. Carnivorous critters, automated
defenses left by extinct aliens, traps laid by rival
gatecrashers—these are all good reasons to carry
weapons and defenses. There’s always the possi-
bility of running into hostile technological sentients,
though so far we’ve been lucky in this regard. There
is also the possibility that a nervous or reckless gate-
crasher might initiate hostilities with something they
encounter, though shooting first is rarely considered
acceptable behavior.

ISSUES AND ETHICS OF FIRST-CONTACT SCENARIOS

Among the various factions of transhumanity, there
is some concern about who is best situated to repre-
sent our species and serve as ambassador and negoti-
ator to an intelligent alien life form. Demagogues in
the Consortium argue that the Pandora and Fissure
Gates should be seized away from autonomist influ-
ence and that the technosocialists, anarchists, and
other radicals in the outer system should be barred
from extrasolar expansion, as they could corrupt any
meetings with intelligent life and portray the wrong
image of what transhumanity is and what it stands
for. On their end, many autonomists fear that the
hypercorps will make first contact and exploit it to
their own selfish advantage, perhaps acquiring new
technologies that they could use to grow in power.
The argonauts have presented themselves as the best
candidates for handling inter-species dealings, given
their political neutrality, commitment to supporting
transhumanity as a whole, and cadre of trained xe-
nosociologists. It seems unlikely that the various fac-
tions will agree on this point, however, so any first
contact scenario is likely to be tainted by maneuver-
ing and political infighting.

Perhaps more relevant to this situation is the
question of whether seeking out other forms of life
is even a smart idea. Many caution that transhu-
manity’s unchecked exploration and expansion into
the cosmos is far too reckless and could draw the
attention of an alien species that is hostile or oth-
erwise at cross-purposes. These voices argue that
our extrasolar activity and use of the gates should
be far more cautious and kept in check, to ensure
that we do not put ourselves at further risk. In both
the inner and outer system, however, these pleas
for caution are drowned out by those entranced by
the adventures and opportunities of expansion, or
those who see it as a phenomenon that cannot be

stopped, as well as those who argue that spreading
transhumanity out is also a form of security.

Along with issues of representing transhumanity
in a first contact scenario are the ethical consider-
ations in how our dealings with alien life should be
handled. Do we attempt to limit our contact and
involvement, so as not to interfere with their cul-
ture and their own development as a species? Do
we directly engage with them, sharing ideas and
memes that might create rifts in their own society,
and in reverse, expose our own cultural identity to
their outlooks? Or do we even intentionally inter-
fere with their affairs if by doing so we can greatly
increase their quality of life? Do we, as some argue,
have a duty to do so?

These are just some of the initial questions that
xenosociologists debate and discuss. What if we
encounter a species with strict, fanatical religious
beliefs? Do we challenge or respect those beliefs?
What if they are remarkably primitive by our
technological standards? Do we share technolo-
gies that could rupture the fabric of their society?
What if their evolutionary biological development
has resulted in a hierarchical caste system, where
some members of their species or a client species
are ruthlessly enslaved or subjugated? Do we inter-
fere and emancipate their servants? What if they
are sufficiently more advanced than we are? Do we
prostitute ourselves for a taste of their technologies
and developments, or do we keep to our own path?

The answers to these questions are unlikely to
be resolved before contact is achieved. This means
that our dealings with any alien life we encounter
are likely to be organic, dynamic, and littered with
potentially dangerous pitfalls. No matter what
occurs, it will be a growing experience that could
forever change the face of transhumanity. |




The rule of thumb for encountering any acts of
aggression is to defend yourself appropriately but
disengage at the first opportunity and then evaluate
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the situation. There’s likely a way to defuse the situa-
tion, work around the threat, or otherwise keep from
getting killed. If the threat is ongoing, bug out and
figure out a way to approach it from safety. If the gate
itself comes under threat, gatecrashers are expected to
protect it as capably as they can. Not only is it their
way out, but they should be keeping hostiles from
accessing and using the gates for their own purposes.

As a rule, any contact with the TITANs or anything
they have left behind is considered hostile contact.
Some gatecrashers, eager to protect their own skin,
will torch any sign of TITAN technology as soon as
they come across it—a stance often supported by their
sponsors. There are others who see value in studying
TITAN remnants either for scientific purposes or
self-advantage, however, though even these advocate
a cautious approach. Most gate corps have strict
policies against bringing TITAN relics back through
the gate; anything recovered must be examined by
experts on the remote side and deemed safe before
being allowed through. Many also invoke gag orders
on any missions that come into contact with TITAN
artifacts. They don’t want anyone freaking out about
the potential dangers just as much as they want to
protect their valuable finds.

One point of caution: there are a fair number of
singularity seekers in the gatecrasher community
that actively look for TITAN signs out of misguided
desires to pursue or maybe even join their ranks.
These types can be exceptionally dangerous, leading
your team into potentially hostile environments in
pursuit of their fantasies.

RETURNING HOME

Your mission doesn’t end once you walk back through

the gate—far from it. Every first-in team comes back
through not to an open reception, but to a portable
quarantine zone. Various equipment will be on hand
to deal with any issues the extrasolar environment

may create when you return. For example, if you were

on the blazing surface of a near-sun asteroid, and
you come back through with a suit radiating enough
heat to melt metal, you’ll be cooled down before you
step on anything vital. If a transition of atmospheric
pressure might create problems, a pressure chamber
will be rolled into place. Dr. bots will be on hand
to deal with any medical emergencies, with skilled
doctors and surgeons overseeing via telepresence. You
will be scanned in just about every measure conceiv-
able to ensure you haven’t returned with any hidden
passengers, like a TITAN nanoswarm or mind-
controlling parasites. You and your material will be
hosed down with cleaner nanoswarms to ensure you
don’t accidentally bring back anything too small to
be seen. Your team will be placed under supervised
isolation for a set period, depending on where you
were. If you visited a cold, lifeless rock, this period
will be a short 24-48 hours. If you found evidence of
biological life, the quarantine will last considerably
longer to ensure you don’t bring back some microbe
that could cause an interstellar plague. Teams lacking
biomorphs get through this process easier. Some
gatecrashers or sponsors prefer to destroy exposed
biomorphs as a safety precaution.

While you sit through decontamination procedures,
you will be subject to a thorough debriefing—other-
wise known as an interrogation. Your sponsors will
want to know every little detail about the mission
and all recordings will be thoroughly reviewed.
This is partly to catch anything interesting that the
gatecrashers may have overlooked. It is also part to
analyze each subject’s response, to ensure that they’re
not hiding anything or otherwise acting suspiciously.
Sponsors are wary of crashers who think they can
hide a Big Find so that they may capitalize on it on
their own at some later point.

If there were any unusual incidents, deaths, or
encounters with alien life, alien relics, or TITAN

artifacts, this review is likelier to be much lengthier.
Part of the process of laying a claim on an exoplanet
is enforcing the claiming body’s legal authority

MISSION BONUSES/REWARDS

Many hypercorp-sponsored gatecrashing ops, particularly lottery missions, offer bonuses to the gatecrash-
ers for particular discoveries. Here are a few common rewards:

Average Rewards
(in Credits)
10,000
5,000
50,000
10,000
5,000
20,000
5,000-20,000

Discovery
Alien artifacts

Alien life (non-sapient)

Alien life (sapient)

Another extrasolar gate

Exoplanet ripe for colonization/terraforming
Exoplanet with Earth-like conditions
Exploitable resource
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PROPERTY CLAIMS
The issue of claiming and owning extraso- competing claims considered by the Ministry and
lar property is a thorny one. Among the inner rewarded to one claimant or the other, usually
system gate corps and hypercorp mission spon-  on the basis of who settled and/or exploited the
sors, the same doctrine of “property rights territory first. Additionally, some precedence
without sovereignty” that applies to much of has been set that physical occupation by robot
the solar system is also accepted for extrasolar (whether controlled by Al or telepresent jam-
% N space. What this means is that discovery alone is mers) is substantial enough to count as usage.
\/F not enough to claim ownership, but that instead Outside of the Consortium, disputes are han-
B 7, continued usage of the territory is the basis of dled by old-fashioned negotiation. In practice,
property rights. In practice, whomever first takes TerraGenesis, Gatekeeper, Pathfinder, and their
a spot and puts it to use can claim ownership of individual partners honor each other's claims
a chunk of real estate, and they will continue to based on usage rights. Go-nin has taken a more
hold those property rights for as long as they aggressive stance, however, sometimes refusing
exploit them. If they let the territory go vacant to yield claims without some sort of compensa-
and unused, however, others may freely move in. tion for themselves or their mission-sponsor part-
Claimed areas also extend to relevant airspace ners. In response to these issues, Gatekeeper has
and orbital paths. established a directory of claims, subject to inde-
According to the terms of their contracts, most pendent review, that everyone is encouraged to
explorer gatecrashers are legally bound to claim contribute to, in order to better resolve disputes.
whatever discovery they make on behalf of their On remote worlds, far from prying eyes, how-
sponsor. Such claimed stakes are temporary, ever, it is not uncommon for disputes to be
however, and if their sponsor does not move to resolved with deceit or even force. Some claims
exploit that claim quickly, they become forfeit. are simply ignored, with fly-by-night mining
The gate-controlling corps hold a huge advan-  operations moving in to extract a resource and
tage here as they literally control the portals to leave before the violation is discovered. More
the new frontier. Pathfinder, for example, auto- than one hypercorp has protested that their
matically marks a claim on any location they robotic installations were subverted or destroyed
open a wormhole link to via the Martian Gate. and their Gatekeeper claim registry hacked by
This claim is waived, in whole or in part, when a rivals. Others have simply slugged it out with
particular mission is sponsored by a client, pre- mercenary troops on distant planets. With no
suming the client pays the substantial claim fee over-abiding authority, frontier justice applies.
(hypercorps that are members of the Consortium A few hypercorps, disliking the monopoly the
receive a deep discount). Even when they waive gate corps wield over the gates themselves,
the claim rights to other mission sponsors, they have seized remote gates to use as they wish.
almost always reserve the claim for the remote Complicating matters is the fact that some claims
gate itself and the area around it to a radius are intentionally not registered so as not to alert
of 5 kilometers. This way, they ensure control rivals to potential sites of interest and wealth.
over the gate network itself. This means that a In contrast to this system, most autonomists
prospecting hypercorp might end up owning an reject the idea of property altogether. They make
extrasolar world that the mission they find claims, no claim on the exoplanets they find, instead
with the exception of the gate on that world. If saying such things belong to everyone. When
they want to use that extrasolar gate, they must conflicts arise with hypercorp claims, they are
GATECRASHING OPS pay royalties and/or do so according to the condi- sometimes resolved amicably and just as often
tions of whomever claims that gate. not. Some autonomists simply refuse to respect
PANDORA GATES Naturally, there have been many property and hypercorp claims, though they do not actively
claim disputes. Some exoplanets have been inde- interfere with their operations. Others take a
XTRASOLAR SYSTEMS pendently “discovered” through different gates more aggressive stance that hypercorp claims

GAME INFORMATION
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and claimed by rival parties at different times.
Among Consortium hypercorps, these matters are
technically supposed to be resolved legally, with

are a crime of theft against transhumanity and
actively sabotage and oppose any attempts to
exercise such claims. |



there. This means that gatecrashers are liable for

their actions according to the laws of whomever

sponsored their mission and claims the remote gate

FOOLS BUT NOT GHOULS

location as their property. The Planetary Consortium,

for example, has not been hesitant to prosecute gate- Subject: Recovery Missions

From: Rayna Akiloye

Everyone knows the recovery bonds are a great idea, but
| also hear lots of talk about the advantages of going and
collecting them. | even know a few gatecrashing teams
who make a good bit of their living going after them. The
only problem is most of them have had to be restored from
backup at least once.

Some will call people doing this sort of work ghouls
and worse, but you don't hear anyone who's been rescued
by one of these teams talking that way. | don't see
anything wrong with looking for bonds, except that it's an
awesome way to lose both your morph and your stack. The
downside to recovery bond missions should be obvious:
they've already left someone dead or helpless. Sure, they
might have been stupid, but if they could afford a decent
recovery bond, they could also likely afford equipment as
good as yours, and maybe they weren't all that stupid.

A recovery mission to a destination where at least one
team of gatecrashers have visited and returned safely
can occasionally be a good deal, if you're really careful.
However, a mission to recover a first-in team is bait for
greedy idiots. Some insurance companies won't issue
bonds to recovery teams going to destinations that no
one has come back from, and the few that do require at
least double the normal payment. If you make it back, you
may end up a hero, and you'll have both the bond reward
and a claim to any rights the exoplanet has to offer. You're
also likely to get the previous teams' data and artifacts as
salvage, so it's a great way to visit a new destination, if
you don’t mind the fact that it has already proven itself to

crashers for crimes committed on first-in missions, if
just to lay the groundwork for their extrasolar legal
authority. In certain cases, gatecrashers have even
been subject to psychosurgery and virtual interroga-
tion, among other investigative methods.

FOLLOW-UP MISSIONS

The success of the first-in mission is often key to
determining if an extrasolar gate will ever be visited
again. Though one would suspect that whomever built
the gates chose each location for a reason, this is not
always apparent. It is possible that the reasons are
long gone, buried, or simply unapparent to an non-
advanced species like transhumanity. The majority of
gatecrashing trips have found nothing of interest, or
been to locations too hostile and dangerous to fully
explore. Those that hold something of value to trans-
humanity are not always immediately recognizable,
and so even the sites that show no promise at first are
evaluated for potential follow-up missions.

Before any follow-ups are launched, the data
from the first-link and first-in missions is carefully
analyzed. Each gate is then ranked according to its
potential value, with higher-rated sites given priority.
Sometimes the analysis of scans and samples turns up
something the first-in operation missed, bolstering its
chances for a second look.

Follow-up missions have the advantage of being
more directly geared towards the environment and
likely use of the extrasolar world. These missions
often involve setting up a semi-permanent base
camp from which further exploration can be under-
taken. They are more likely to bring vehicles along,
specifically to search further afield. Some follow-up
missions even involve exploring other worlds beyond
the one the remote gate lies on, and so require
bringing through spacecraft. Secondary priorities typi-
cally include acquiring a more detailed map of the
exoplanet and setting up a satellite network in orbit.
The satnet facilitates communication and mapping
and reduces risks. Though expensive, they are often
considered vital to further exploration.

Many gate corps farm out follow-up mission logis-
tics to contracted hypercorps, particularly if the world’s
usefulness is beyond their primary agenda. In some
cases, the rights to a world or find are sold outright.

MI3310N DANGERS

Exploration missions are notorious for their high
casualty rates. There could literally be anything
waiting for a gatecrasher on the other side of a gate,
from a horde of TITAN death machines just over
the horizon to an active volcano about to dump
hundreds of tons of ash on the expedition. The
various dangers roughly break down to categories:

be deadly.

natural threats, stellar phenomena, accidents, and
unnatural dangers.

Risks from nature include everything from preda-
tory local wildlife to dangerous environmental condi-
tions. Weather systems on exoplanets are notoriously
difficult to predict; more than one expedition has
found themselves suddenly endangered by hurricane-
strength storms, flash floods, or extreme temperature
changes. On an even larger scale is the threat from
regional astrophysics, whether that be lethal doses
of radiation emitting from a neighboring gas giant,
periodic asteroid bombardments, or communication-
killing solar flares at a critical moment.

Far too many gatecrashers succumb to lethal acci-
dents. The skills required for gatecrashing operations
are numerous and complex, and despite Al help and
built-in safety features, issues with vacsuits, tempo-
rary shelters, or heavy equipment can bring a quick
end to a mission.

Though much rarer, there are other risks not origi-
nating from carelessness or the environment. Traps
left by dead civilizations, hypercorp mercenaries
protecting a secret claim, or mutating TITAN nano-
swarms—gatecrashers never know what to expect.
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RECOVERY BONDS

One big topic among folks who are both fortunate
enough and crazy enough to gatecrash regularly are
recovery bonds. They aren’t much talked about with
outsiders, but the basic idea is simple. You take out an
insurance policy on yourself, you pay the insurance
company a hefty premium, and if you don’t come
back within a stated time period, anyone who comes
after you and retrieves you, or at least your intact
cortical stack, gets the reward. Of course, if you come
back on your own, the company keeps the money you
paid them.

The higher the pay-off, the more recovery teams
are likely to come after you, but the more you’re
going to be paying. I’ve never seen much need for
an expensive bond. If a world turns out to be a
complete death-trap, no amount of money is likely
to get you back, and if it’s not then you’re not going
to be the last gatecrashers going there. That said, a
moderate bond is a wonderful incentive for someone
to take time away from survey work or treasure
hunting to look for you or your remains and to do
so in a fairly speedy fashion. If you can afford to
go gatecrashing, you can afford to pay for a bond

that makes getting you back worth someone’s while.
Anyone who thinks they’ll never need one is a fool.

There can be something bigger, badder, and hungrier
than you’ll ever be on the other side of any gate
you walk through, and everyone’s luck runs out
sometime or other.

EATRASOLAR ENVIRONMENTS

Posted by: Dr. Stev Unruh, Physicist <Info Msg Rep>

One never knows what to expect at the remote end
of a gate wormhole. Though the majority of Pandora
gates lead to exoplanets of various types, or similar
bodies such as moons, there are many exceptions. As
a result, gatecrashers need to be prepared for dealing
with an array of environments, most of which are
simply unsuited for transhuman life. The simple truth
is that the environmental range that unprotected and
unmodified transhumans thrive in is severely small,
and thus quite rare. Thankfully various synthetic
shells and bio-modifications expand the environ-
mental ranges that transhumans can exist and even
thrive in, though such conditions often have a major
impact on the lifestyle of transhumans that do so.

There are literally hundreds of billions of exoplanets
in the galaxy. Despite advances in exoplanetary
research via long-range astronomy, and the direct
experience with thousands of extrasolar systems
via the Pandora gates, transhumanity still has
much to learn regarding the origins, evolution, and
environments of exoplanets. This is in fact, a major
component of gatecrashing programs, collecting and
cataloging data on new systems. Some lessons can be
drawn from the existing data, however, providing gate-
crashers with a small measure of what to expect—with
the caveat that nothing is certain. For all that we know,
the Pandora gates may be placed around systems that
are unusual or exist outside of standard norms.




EROPLANET CLASSIFICATIONS

Most exoplanets that gatecrashers come across orbit
main sequence stars, similar to our own sun. This
is because other star types tend to have had condi-
tions that were detrimental to planetary formation
or underwent changes (such as a supernova) that
destroyed any planetary bodies in the vicinity. The
most common stars (~75%) are M-class red dwarfs,
with the rest usually being yellow-white F stars, yellow
G stars (like Sol), and dim, orange K stars. There are
occasional exceptions, such as the cryoplanets around
brown dwarf stars, rogue planets, and non-main
sequence stars and other stellar bodies.

Many of the known exoplanets can be grouped
into typical categories, described below. It should be
noted that these are just some of the larger and most
notable groups—they are many exceptions on record.

GRS GIANTS

These massive planets, often easily ten times or more
the mass of Earth, are known for their dense atmo-
spheres and turbulent cloud layers. They are uninhab-
itable by transhuman standards, with unbreathable
atmospheres and severe radiation, and even their core
surfaces have crushing atmospheric pressures and
high gravity. Though several remote gates are believed
to open into a gas giant’s hellish depths, they remain
unexplored. Gas giants commonly have a large
number of moons, however, some of them reasonably
habitable. Numerous gates are situated on gas giant
moons. Transhumanity's primary interest in these
gates is resource extraction from the gas giant atmo-
spheres (notably helium-3), mining of heavy metals on
the moons, and colonization.

Gas giants can be broken down into four categories:

Cold Jupiters: Much like Jupiter and Saturn, these
massive gas giants have cold outer system orbits.
They feature thick, heavy atmospheres of helium and
hydrogen swirling above dense rocky or metallic cores.
Their planetary system typically features numerous
moons and sometimes rings. The moons are often more
habitable, though the region is plagued by radiation.

Ice Giants: Sometimes called cold Neptunes, these
are large planets, much more massive than Earth,
with far orbits that make them quite cold. Their
thick atmospheres tend to be heavy in hydrogen and
helium, and sometimes nitrogen and hydrocarbons,
with numerous cloud layers. Upper clouds tend to
be methane, giving them a blue color. Their rocky
surfaces feature solid water, ammonia, and methane
ices. They commonly have ring systems, a magneto-
sphere, and multiple moons. Eccentric orbits around
their parent star are not uncommon.

Hot Jupiters and Hot Neptunes: Hot Jupiters are
simply cold Jupiters and ice giants whose orbits have
migrated closer to their parent star. They tend to have
a much higher surface temperature as a result, in addi-
tional to bleeding their atmosphere away (eventually
becoming chthonian planets).

TERRESTRIAL PLANETS

Terrestrial planets tend to have orbits closer to their
parent star and are composed of either silicates or
carbon rocks. Much like the planets of the inner
solar system (Mercury, Venus, Earth, and Mars), they
feature a solid metallic core (usually iron), a rocky
surface mantle, and a thin atmosphere (compared
to the gas giants, at least). The larger the planet, the
more likelihood there is of volcanism and tectonic
activity due to the planet’s internal heat.

Most terrestrials lose their primary atmospheres
(the hydrogen and helium accumulated from the
accretion disk in their star system’s formation) over
time. The larger terrestrials will develop their own
secondary atmospheres thanks to volcanism and
comet impacts, as icy materials in the surface subli-
mate. These atmospheres vary greatly in composition,
but are usually dominated by nitrogen or carbon
dioxide, depending on various factors, though
methane and ammonia atmospheres are also possible.

Terrestrial planets that lie within a solar system’s
habitable zone are the best candidates for finding
extraterrestrial life. Even if the conditions are not
Earth-equivalent, terrestrial planets are much more

FIRST-LINK REPORT: GAS GIANT MOON

[Planetary Science Panel Review Transcript]

White: This gate seems to be situated on a minor
moon orbiting a gas giant. At first look, it appears
to be close to its companion star and probably
rapidly losing its atmosphere. There’s a chance it
could be well on the way to becoming solid, but |
wouldn’t hold my breath.

Moira: Sweetie, you're an infomorph.

White: Figure of speech. The telescope is already
picking up signs of other moons. There's probably
dozens of them.

Cadbury: Initial scans tell me there’s plenty of
hydrogen and even some water in the gas giant's

atmosphere. However, I'm detecting a not-insignif-
icant amount of radon. That means there’s a lot of
radium on the planet itself. Actually, I'm getting
signs of radium 226, which means uranium 238,
which means over a millennia of radioactivity. I, for
one, wouldn’t even bother with this place. I'm not
saying we couldn’t do it, it's just too much work
when we have better options available.

Moira: Agreed. It's a bunk planet, | don’t expect
to find much here.

White: You can’t win them all. Maybe the first-in
team will find some pretty artifacts. Choose the synth-
morph-heavy team. Tell them to pack lead aprons. B
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FIRST-LINK REPORT: QUATERNARY SYSTEM

[Planetary Science Panel Review Transcript]

White: This is interesting. We seem to have a
quadruple star system here. That looks like a ring
around the two stars too—probably the inner two.

Moira: It's terrestrial, at first glance, and of a rea-
sonable temperature. It's cold, but | wouldn't say it's
any colder than Mars before the terraforming efforts.

Lyden: Hrm, if those dust rings have ice, they’ll
provide a renewable source of water.

Cadbury: That means easier terraforming. But
how would the multiple suns affect it?

White: The atmosphere looks thin, so we should
expect cool temperatures and higher levels of solar
radiation. It's an interesting shade of pink.

Cadbury: It's extremely alkaline. | could see modi-
fied desert plants here.

Lyden: The pressure is low, though. That might be
a chief concern for any terraforming efforts.

White: That’s not a massive endeavor. It's not
unlike what’s going on with Mars right now.

Moira: Look over there, on this sensor feed. |
think that's a lake. Its composition is questionable,

but my readings tell me we’'re right above 0 Celsius.

Lyden: I'm guessing the planet has an almost perpet-
ual daytime situation because of the four stars, with
only a minute fraction of the year under true darkness.

Cadbury: That could lead to interesting situations
for the plant life. | don’t even know how we’'d
approach something like that.

Lyden: It's a hotbed for experimentation.

White: Moira, has the probe run a test on the
water yet? Cadbury, look into the radiation trends.

Moira: The water is water. It's full of minerals, but
probably nothing harmful that couldn’t be filtered out.

Cadbury: Radiation is present. It's not in force.
Minor alpha and beta decay. | wouldn’t camp on
the soil, but it shouldn’t be anything a morph can‘t
handle for a short period in a rad suit.

White: Take samples. That’s an important distinc-
tion. If it's safe, we're in luck. If it's not, we can
write the planet off for a worthwhile expenditure
of resources.

Cadbury: Preliminary work looks good, but I'll tell
the first-in team to be comprehensive. ||

FIRST-LINK REPORT: TERRESTRIAL WORLD

[Planetary Science Panel Review Transcript]

White: Holy shit! Are you seeing this?

Moira: | know | am. That’s a damned heavy atmo-
sphere. Those colors, it's unmistakably nitrogen
and hydrogen, probably some oxygen. | can’t place
what else it might be.

White: And you know what that means?

Lyden: Might be habitable without drastic intervention.

White: How do you manage to make everything
sound less exciting, kid?

Lyden: Sorry, I'm just not thinking straight. This
could be a revolutionary find.

White: And most importantly, it's a revolutionary
find we're going to be sending a team through to
in just a few minutes. Let’s pick a team heavy in
biomorphs. Standard vacsuits should do them fine.

Moira: Surface air is registering at 8 C!

White: We've stumbled on a god-damned gold
mine. These crashers better not be fuck-ups.

Lyden: Scanners are showing trace signs of life.
Nothing more than a cell.

White: Trace signs are trace signs. Tell the sensor
team to prioritize the samples. We want air and
soil composition reports, and we want them to
identify and categorize these life patterns. | want
to know if the planet supports greater life.

Moira: The sample reports are coming in now.
There's a heavy level of carbon dioxide in the air,

and more sulfur than I'd subject a flat to. There's
a lot of nitrogen, oxygen, with trace hydrogen. |
think the heavy gases are why the planet’s as warm
as it is. If we were going to openly terraform, we'd
have to supplement the atmosphere because trees
would eat right through this. If we could introduce
a heavy contingent of O, to the atmosphere, and
maybe some water vapor and methane, we could
emulate a pre-Fall Earth atmosphere | think. Due
to the planet’s location, it'd need to be dramati-
cally thicker though, so it'd be a sensitive job if we
wanted to take it that far.

Lyden: That soil is nitrogen-rich, likely due to sin-
gle-celled organisms. Without further analysis, I'd
say this particular land is a glacial till, which means
the planet’s not on its earliest stages of having
atmosphere or water. There's iron, manganese, and
silicon, with a lot of sulfur on the top layers. It's
a strong combination. I'm surprised we don‘t see
plant life. | see no reason this soil couldn’t support
traditional plants.

Cadbury: I've got an answer for that: life isnt
there yet. These organisms are basic; | would be
surprised if we found anything even approaching
advanced. Give it a few million years; we’'ll prob-
ably see plant life. It's good, though. It's a nice,
clean slate to work on. It also means we won't be
stepping on toes. |




habitable than others, and so are ideal for coloniza-
tion and resource exploitation.

Super-Earths: Several examples of “super-Earths”
have been found via the gates. This rare type of
terrestrial planet is significantly larger and more
massive than Earth. They are rocked by more
vigorous geological activity (volcanoes and earth-
quakes) and have higher surface gravity (typically
between 2 and 3 g).

Chthonian Planets: When a hot Jupiter or hot
Neptune is drawn closer to its star, its hydrogen and
helium atmosphere is slowly stripped away over time.
The remaining core planet is similar to terrestrial
planets, though more like Mercury than Earth. The
chthonian planets discovered so far have been ideal
sources for heavy metal mining.

DWARF PLANETS

Dwarf planets occupy the gray area between asteroids
and planets. By definition they are massive enough to
be rounded by their own gravity (usually meaning
they are at least 400 kilometers in diameter) but have
not cleared their orbits of asteroids and other debris.
Dwarf planets are rocky, lack atmosphere, and are
notable only for their potential metals or silicates.

Ice Dwarfs: This sub-category of dwarf planet is built
around an ice core and lies in an orbit far from its star.
They are colder and even less interesting than dwarf
planets, but there seems to be far, far more of them.

OCEAN PLANETS

Though rare, the Pandora gates have confirmed the

existence of several ocean planets. Unlike terrestrial

planets, ocean planets began as icy proto-planets far
from their parent star that lacked the mass to grow into
ice giant status and migrated to an inner orbit. As the
ice melted, they were transformed into water worlds
with vast, exceptionally deep oceans—as much as
hundreds of kilometers. Below their crushing liquid
depths is a small rocky core with a mantle of ice VII (an
exotic form of ice that forms under intense pressure).
Above the oceans is a thick helium and hydrogen
atmosphere, hot with greenhouse effect. Like terrestrial
planets, ocean planets are good candidates for finding
alien life, given the availability of surface water.

THE RARITY OF EARTH-LIKE CONDITIONS

One thing that gatecrashing has so far indicated is the
rarity of exoplanets with Earth-like conditions—that
is, an atmosphere, temperature, and gravity that
would allow an unequipped and mostly unmodified
transhuman to survive. Though they are not entirely
absent, such Earth-like worlds are the gems in the
extrasolar collection.

Statistically, this is not unexpected. When you look
at the long history of the Earth and its capricious
surface conditions, it has only existed in a state habit-
able to humans for about 1% of its lifetime. On top of
this, there are many other factors that affect a planet’s
habitability. First is simply being in a habitable zone

FIRST-LINK REPORT: OCEAN PLANET

[Planetary Science Panel Review Transcript]

White: Next on our agenda is an ocean planet.
The bugger’s smaller than we're used to seeing
in Jovian planets, and the surface density says it's
definitely water, with a hydrogen atmosphere.

Moira: It appears cooler than most water worlds.
Interesting, since it's so close to its parent star.

Cadbury: But the star is small. It probably
couldn’t support a big enough system for any real
variance or extreme heat.

Moira: You're probably right, Cadbury.

Lyden: It's like a Lil" Neptune. | recommend
novacrab morphs for the first-in team.

Moira: The view on the visual sensor feeds is
beautiful. The sunlight cascading through the
water, it's like the water itself is orange. I've never
seen anything like it!

White: | don't think the conditions are suitable
for terragenesis.

Lyden: You're probably right. Underwater habi-

tats might take advantage of the water pressure
and its extreme heat as a backup energy source. If
you put highly pressurized and hot water through
an opening, it’ll turn to steam and can move
almost anything. With only simple machinery, the
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habitats would have a backup if their main power
plants fail.

Moira: But the planet’s atmospheric loss rate is
alarming. | probably wouldn’t advise adding habi-
tats, because the conditions will change rapidly
enough that settlers would need to adapt their
habitats in relatively short order.

Cadbury: I'm also curious if there’s any use for all
this ice VII. There’s also some amorphous ice. While
this planet consists almost entirely of water, it has
a fascinating spectrum of ice phases, thanks to
the shifting pressure and the unique convections
caused by its composition. I'd consider floating
habitats, but the atmosphere is just not conducive
to a lasting environment.

Moira: But there’s a lot of potential, here. It's not
ideal, but | would say it might even be more forgiv-
ing than the Uranus system’s moons. Getting the
resources in place to establish a habitat might be
difficult, but | think it'd be a great expansion.

White: | don't see a lot of difference. It's too hot
and the pressure is too intense for carbon-based
life. We're fooling ourselves if we think this planet
is any more valuable than others. We should priori-
tize others. |
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of the galaxy; in other words, not in a part of the
galaxy that is lethally irradiated like the core, in a
heavy-metal poor area like most of the galactic rim,
or in the path of a supernova, black hole, or other
cosmic threat. Second is being in the habitable zone
in that star system, the orbital region where a planet’s
temperature is conducive to maintaining surface water,
like on Earth (whereas Venus was too hot and Mars
too cold, so the water boiled or froze respectively).
Water is a solvent for carbon-based life, and thus a
critical component in its evolution.

Finding an exoplanet that exists within this range,
at the proper time period of its planetary evolution, is
thus an uncommon occurrence. Nevertheless, the place-
ment of Pandora gates does seem to be skewed in favor
of habitable planets, such that a higher percentage of
them have been found via the gates in relation to their
expected distribution throughout the galaxy. Still, most
gatecrashers are unlikely to find Earth-like exoplanets
on their expeditions; those that do are lucky.

UNUSUAL REMOTE GATE EAVIRONS

Not all gates open onto exoplanets as described above.
Some gates are situated on rocky asteroids, comets, or
stranger places. Some are free-floating in space, perhaps
orbiting nearby stars or planets, though just as likely
buried deep within nebula of interstellar gas and debris.
A few of these unusual locations deserve mention.

PULSAR PLANETS

When a star goes supernova, the blast of its detona-
tion is likely to be lethal to nearby planets. If the
massive shockwave produced by the dying star does
not destroy a planet outright, the planet is likely to
be scorched and transformed into a lifeless rock.
Nevertheless, several exoplanets have been found
via the gates in orbit around pulsars, the spinning
neutron stars that were left behind in the wake of the
supernova. It is possible that some of these planets
may have accreted from the debris left behind in the
supernova’s explosion. The ionizing radiation emitted
by the pulsar ensures that no life will ever develop,
and is dangerous to gatecrashers who venture here.

Why at least two gates were built in such a hostile
environment remains a mystery.

ROGUE PLANETS

At least one remote gate has been found on a rogue
planet—a proto-planet that was long ago ejected
from a forming star system and flung into space. This
particular planet survives in deep space, far from a
companion star to give it warmth. It is suspected that
the lack of a star helped it to keep its thick hydrogen
and helium atmosphere. Internal heating from its
own geothermal energy and tidal forces from a
large moon were sufficient to melt water ice on the
surface, enabling water oceans. Though this particular
example was lifeless, it was tectonically active, and the
presence of volcanoes could mean that similar rogue
planets might harbor the pre-requisites for life.

BROWN DWARF CRYOPLANETS

Brown dwarfs are stars that are not massive enough
to maintain fusion in their core, and so are dim and
cold. The frozen planets circling stars tend to be
unlikely places to find life, but a few have been found
with oceans beneath their crust that are kept warm by
tidal forces, much like Europa.

RENOLIFE

Posted by: Reggie Higginbotham, Astrobiologist

<Info Msg Rep>

One issue that needs to be addressed that a lot of
crasher teams overlook is what to do about xeno-
biologicals, and by that I mean native xenoflora and
xenofauna—alien plants, microbes, and animals. A lot
of early first-in missions would kit up, wait for the
mappers and robots to do their thing, and then pop
on through, good as you like. If the immediate area
around the gate is a high-density biome, this can be a
problem. Endowi’s advice of “look before you touch”
is a good rule of thumb, but for the sake of clarity
I feel it’s worth outlining some of the more detailed
aspects of xenobiology.

MICROBIAL KENOLIFE

The most immediate concern when you step through
the gate and encounter your very first alien species is
the preeminent danger of bacterial or viral contamina-
tion. The overwhelming majority of xenolife is micro-
bial in nature, which means that disinfecting yourself
and your gear, either with chemicals or nanotech, is a
high priority. Microbial xenolife is a major threat to
transhumanity simply because transhuman immune
systems have never been exposed to these new life
forms and thus have never had the opportunity to
develop resistances. On the technological side of
things, because we have not had the time to accurately
identify the staggering variety of different alien micro-
bial species, we have not been able to create selective
technological responses. In other words, when you
crash into a new environment, you can either wear
a suit that is hermetically sealed or you can risk
exposure to xenomicrobial contamination.

Because bacteria commonly engage in horizontal
gene transfer with other bacterial species, we need
to be aware that there may be plasmid exchange
between species of xenobacteria and the Earth-origin
bacteria that lives in and on crashers’ bodies. While
most organizations that control the Pandora gates
have a good system of decontamination in place, one
cannot be too careful about what you may inadver-
tently bring back from another world. The often-
mocked threat of a system-wide countermeasure-
resistant pandemic becomes terrifyingly real once you
realize that many crashers by accident or by design
carry xenobacterial plasmids within their own native
bacteria. We simply do not know how alien genetic
material will interact with ours on that scale. Every
crasher that returns from another world without
undertaking absolute decontamination increases



SOLARCHIVE SERRCH: SUNRISE WHIPLASH

The whiplash is a highly motile planimal
species native to the exoplanet Sunrise.
Similar to a terrestrial sundew, this
species grows in and migrates through
tree boughs. When fully mature, it
extends a sap-covered vine towards the
arboreal floor. Once a creature is caught
in the sap, the vine rolls up and draws
the creature into a digestive sac, which
slowly excretes complex acids that

dissolve the creature over a matter of
days. The whiplash is the largest carni-
floral species discovered so far and the
first that actively preys on non-arthropods.
Its diet consists mainly of small birds and
lesser ground-feeding mammals that are
attracted to the sweet-tasting sap. It is
estimated that the whiplash could grow
to a size that could feasibly dissolve and
digest a large dog.

A group of enterprising genehackers
has experimented with implanting
whiplashes with a cyberbrain. While
non-intelligent, planimal species like
the whiplash are minimally aware of
their surroundings, they have taken
extremely well to cyberbrain technology.
With enough engineering, this particular
species of carniflora will be suitable for
pod development in the near future. &

the risk of a cataclysmic system-wide pandemic. I
recommend dropping a bio-defense unit at your
feet before you head home and comprehensively
decontaminating on the other side, just to be sure.
(P'm extremely paranoid about bringing back some
kind of superdisease, so I have my stack pulled in
a sterile environment and my morph torched every
time I come back through a gate.) It doesn’t destroy
the plasmids that are already transferred, but it gets
pretty much everything else. Don’t take any risks.

HENOFLORA

Xenoflora is usually the first thing that crashers notice,
but not always. For most destinations that have breath-
able air, decent water presence, and a comfortable
climate, there’s bound to be some evidence of xenoflora.
When you step through to a destination like Bluewood,
the xenoflora is everywhere. Even in harsh xeno-envi-
ronments with incredibly low temperatures, xenoflora
can hide and thrive in warmer places like submarine
geothermal vents or inside colonists’ structures.
Xenoflora usually poses no major threat to crashers. It
might grow and get into everything but there’s no real
danger unless it is ingested in large amounts or exudes
toxic compounds. This is not an excuse to let your
guard down, however. While we are familiar with the
threats posed by Earth-native flora, the kind of exotic
botany that we’re discovering on a daily basis is merely
the tip of the iceberg when it comes to what’s actually
out there, and that means we need to be prepared for
every eventuality. With the exception of a particular
species of Sunrise carniflora, we’ve yet to encounter
maximally motile xenoflora, so the main threats I want
to note are those that have direct harmful properties.
Certain xenoflora tend to be anti-herbivorous,
which is a fancy way of saying they’re generally
sharp, pointy, poisonous, or otherwise unfriendly
to those who would want to disturb their normally
peaceful existence. Thorns, spikes, and other passive
defenses are easily avoided by the prepared and the
perceptive, but it should be noted here that in many
cases the defenses are simply a delivery system for
toxins. Many biotoxins borne by such xenoflora

are easily countered by our current medichines and
toxin scrubbers, but there have been instances where
these toxins have slipped past some of the low-end

scrubbers used by novice crashers, causing serious
medical emergencies, and in a few cases, body death.
An interesting side note is that if you encounter such
anti-herbivorous plant life, it’s a sure-fire indicator
of complex herbivorous xenofauna, with the size of
the xenofauna roughly proportional to the size of the
physical defense employed by the xenoflora. Small
thorns or spikes tend to indicate smaller herbivores,
while larger defenses indicate the presence of larger
xenofauna species. Be aware of this, as these herbi-
vores themselves may pose a threat; you are, after all,
interfering with their food source.

Pollen and histaminics are easy to overlook as a
threat. Our biologies, no matter how tailored they
may be, just aren’t accustomed to receiving foreign
pollen and other histamine triggers. In other words,
allergies can be a big problem. It takes some time
for us to document and catalog each individual
histaminic trigger, which means it will be some time
before we can deliver a broad-spectrum technological
solution to alleviate the allergy issue. Until that time,
recommend that crashers be aware of airborne pollen
and microseeds and not disturb flowering plants
unless taking scientific samples. One recent first-in
mission through the Pandora Gate resulted in a team

UNUSUAL LIFE

Much of the xenolife so far discovered on
remote exoplanets has been carbon-based,
with water as a solvent in their biochemistry.
Though rarer, life forms with biochemistries
based in other elements has also been discov-
ered. This includes life built upon silicon, a ni-
trogen and phosphorous combination, or even
arsenic rather than carbon. Solvents such as
ammonia, hydrogen fluoride, or various hydro-
carbons are also used as a substitute for water.
Most of this life has existed only in the simple
microbial range, though there are several
examples of the evolution of more complex
flora and fauna. Many of these survive not on
oxygen but on elements such as sulfur, chlorine,
ammonia, or nitrogen dioxide. |
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€ Mem, remember that gate trip to Nova York, the
one with the specially-bonded PrivaCor courier?
D The one who disappeared?

€ Yeah, the one with the customized morph.

Had that swept-back face with those thin
purple ripples sculpted on his forehead and
jaw, the extra eyes, and the long ears.

P How could | forget? That was trippy. |

remember you stepping through, him step-

ping through, and then me right after. Then
on the other side you and | are just looking

at each other with that confused “where'd
he go?” expression. That was freaky. It still
weirds me out every time | pass through a
gate. | wonder if they ever found that guy. |
suppose they just booted him from backup.

€ It gets weirder. Check this footage out. [Link]

D Merde, is that him?

€ It certainly looks like him. And that morph was
a custom-job, sculpted by a famous high-end

biosculptor on Venus. It's a one-of-a-kind design.

D Where was this taken? Who's he with?

@ That's the weird thing. This was taken a week
ago on Takshaka 9, a backwater colony. A
group of gatehoppers showed up, stayed for
a few weeks, and then departed again for
destinations unknown. That courier seems to
have been with the gatehoppers.

D But, wait, he didn't check in, tell anyone he'd
been lost, or anything like that?

€ No, for all intents and purposes, he seems to
be integrated with the gatehopping group.

D | wonder if he ever delivered his payload? ¥

succumbing to toxic pollen that triggered a hallucino-
genic response. While this toxic pollen has since been
synthesized and is now making its rounds on Venus as
a high-end party drug, this reinforces the very simple
idea that you should always err on the side of caution.
Since first-in missions are going in blind, if you must
disturb any kind of xenofloral entity, don’t assume
your biomods and medichines will protect you.

Some xenoflora are carnivorous and actively
consume suitable fauna that would trigger their sensing
apparatus. Contrary to what a lot of old fiction will
tell you, carnivorous plants aren’t a big threat to trans-
humans. That said, be aware that not all carnivorous
plants are alike; just because we don’t know of a carni-
floral threat at present does not mean they don’t exist.
While we have an extensive library of data to draw
upon from Earth, the kinds of carnivorous plants that
we are encountering on Sunrise and other xenoflora-
abundant worlds are extremely diverse, even from an
Earth standpoint. Many older models of carnifloral
behavior need to be rewritten.

The color of plant growth is dependent on the type
of sun and the exoplanet atmosphere, each affecting
the wavelengths of sunlight that are available and
most promising for photosynthesis. Anyone familiar
with gatecrashing X-casts knows that the common
colors for xenoflora are yellows, greens, and oranges,
with reds, purples, and blacks being less common, the
latter typically indicating flora that feeds on a wide
spectrum or even infrared wavelengths.

RENOFAUNA

Perhaps of more interest to the layperson is xenofauna.
Simply by virtue of accessing other life-bearing worlds,
we have expanded our biological knowledge by magni-
tudes. Many existing theories of primordial life needed
to be rewritten, with new discoveries coming thick and
fast. With every new world explored through the use
of the Pandora gates, we expand our genetic database.

This has both good and bad repercussions.

It shouldn’t need repeating, but you really, really
shouldn’t interact with xenofauna if you can help it.
There are a whole host of issues that come into play
if you interfere with xenofauna in its natural habitat;
cross-contamination of microbiologicals and disease,

ecological disruption, and direct physical harm (to
either party) are just a few of the problems that can
pop up. Xenofauna is much more likely to cause body
death in crashers than xenoflora, so everything you
have been taught about avoiding unnecessary contact
with xenoflora goes doubly so for xenofauna.

Complex xenofauna are both easier and more
difficult to deal with. Many species of xenofauna are
somewhat similar to Earth-native fauna, so we tend to
deal with them in the same way. In the first few crashes
to life-abundant worlds, sampling life forms was a
priority, which meant that those early crashers did
what any pioneering, foolhardy explorer has done for
the past ten thousand years: they ate a lot of strange
critters. Given my earlier statements about xenobac-
teria, you can understand how terrified this made
me. Still; I admire their tenacity, if not their temerity.
Complex xenofauna runs the gamut from microscopic
arthropods to aquatic and terrestrial creatures larger
than anything ever seen on Earth. Documenting the
xenofauna of different worlds is a massive undertaking,
with the complete ecology of even a single world
providing a transhuman lifetime of research data.

On worlds such as Bluewood and Echo IV, where
the terrestrial ecology is primarily arboreal, small
mammals and avian creatures are dominant, with
reptiles and amphibians filling in the ecological
gaps. On worlds where the terrestrial ecology varies
more substantially, the dominant species tend to vary
between biomes. The hidden gem of these alien ecolo-
gies is the aquatic life, with a simply staggering array
of life hidden beneath the waves, from air-breathing
aquatics to cyanobacteria dwelling on ocean floors.
Worlds with large, Earth-like oceans are popular with
octomorph crashers, for obvious reasons. They are
eminently suited to investigating and documenting the
biomass beneath the waves, and it is expected that as
more octomorph gatecrashers make good use of their
unique physiologies, our understanding of aquatic
xenospecies will accordingly blossom.

BIOERPLOITATION

With any exploration of a new ecological region, there
comes the risk (some might say opportunity) of biolog-
ical exploitation. For each new world’s xenofloral and
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there are hypercorporations looking to make money on
the discoveries. Many xenofaunal (and one xenofloral)
species have already been developed for use as pods.
Countless new pharmaceuticals have been developed,
for both medicine and for pleasure. New metamaterials
based on biological compounds are being developed
with exciting potential uses in the future.

A major concern for preservationists is that many
crashers may be covertly operating for hypercorps or
other organizations with an interest in acquiring the
genetic biodiversity of other worlds. There has been a
bigger push in recent months to accurately document
and delineate hypercorp interests with regard to the
biological resources of other worlds. Some of these
interests are totally overt, such as through Gatekeeper
or Pathfinder. Others are a little more gray-market.
The Go-nin Group, for example, relies on ultimate
mercenaries to hold the Discord Gate, and as we all
know mercenaries by their very nature sell to the
highest bidder. This has resulted in a gray market of
xenobiological material flowing from the Discord
Gate to various interested parties, with the Go-nin
Group seemingly unaware of the transactions taking
place (at least according to the ultimates who are
selling the material). However, it is my estimation
that the Go-nin Group are cherry-picking the material
to make sure that they have the best samples before
allowing it to be sold on to other hypercorps.

Individual marketeering of genetic samples is
endemic among teams that do not have strict policies
in place. It doesn’t take much to pocket a few seeds

organizations running them are not absolute in their
decontamination policies, samples will slip through the
gaps (and Ecologene wonders why their proprietary
xenobiological sample data was all over the mesh in
the early days). Often, these samples are small and not
of particularly high quality, but can still fetch a good
price in the inner system for those looking to offload
them quickly. Thankfully, the hypercorps are really
clamping down on loose xenobiologicals these days,
but for a while after people started crashing, it was
pretty much the Wild West, at least as far as ethically-
challenged xenobiologists can be considered cowboys.

COLORIZATION MISSI0NS

Posted by: Narayanan Ramachandran, Freelance

Consultant <Info Msg Rep>

Colonization projects are pursued and sponsored by
hypercorps, scientific institutions, governments, and
even powerful (and insanely rich) individuals. Divided
as transhumanity may be, many factions are actively
involved in or preparing for one colonization project
or another. These can range from hypercorp inden-
tures hoping to establish a new life for themselves to
brinkers literally pushing the boundaries of isolation
even further to ambitious mercurials attempting to
create their own society, and everything inbetween.
The Planetary Consortium seeks to claim the galaxy
for their own one colony at a time, while the autono-
mists try to prevent exactly that from happening.
Terraforming hypercorps research new ways to turn
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a piece of rock into a habitable environment, hackers
and rogue scientists seek places to experiment in safety
and isolation, and crime syndicates set up secret bases
to do god-knows-what. Rich oligarchs stake out their
own private fiefdoms, while those concerned about
transhumanity’s collective future spread out to the
stars just to make our species harder to extinguish.

The five Pandora gates within the solar system
serve as a chokepoint for these efforts, giving definite
advantages to certain actors and impeding others. The
Pathfinder Colonization Initiative is the juggernaut,
founding new colonies on a monthly—and soon to
be weekly—basis and maintaining an infrastructure
on Mars to support the dozens that have already
been established. In the race for new lebensraum,
the Morningstar Constellation and the Titanians lag
behind the Consortium, followed by the autonomists,
numerous hypercorps, and other factions. Among the
most under-represented are the LLA and the ultra-
paranoid Jovian Republic, each maintaining nothing
in the way of extrasolar colonies.

WHERE T0 START

Colonization missions mean two things—someone
before you had all the fun exploring the unknown,
then someone else decided to set up a permanent camp.
While preparation is essential, the actual planning,
creation, or acquisition of gear and other resources
differs from one project—and also from one sponsor—
to another. While the Consortium has access to almost
every possible resource you can think of, acquiring
the components and nanofab blueprints for certain
colony necessities can be a challenge for the Love and
Rage anarchist collective controlling the Fissure gate.
Likewise, the Consortium and hypercorps have a seem-
ingly inexhaustible supply of indentures to employ
as near slave labor simply by promising a body and
a home, whereas the autonomist and others rely on
finding intrepid individuals willing to set aside every-
thing they know and step boldly into the unknown.

FILLING THE ROSTER

Once a colonization project is approved, the
sponsors select the cadre of first-generation colonists.
Depending on the colony’s future purpose and the
resources allocated to the colony, selection processes
range from thorough evaluation of required skill sets
and psychological profiling to downloading random
indentures into cheap synthmorphs and throwing
them through the gate to lay the groundwork. Vacant
scientific, managerial, or even therapeutic positions
or missing skill sets are bought, programmed, requi-
sitioned, or even confiscated and added to the roster,
given adequate funding.

The final mission selection typically consists of a
variety of scientists, technicians, engineers, manual
laborers, and security experts, accompanied by a small
team of doctors and psychologists. An average first-
gen colonization crew runs between twenty to sixty
people, not counting any indentures or Al brought

onboard for simple manual labor and administra-
tive tasks. Given the extensive (and lucrative) media
coverage, aesthetics as well as social and rhetoric skills
are given higher priority in many Consortium- or
hypercorp-sponsored projects.

LAYING THE FOUNDING

Despite nanofabrication, minifac capabilities, and
automated habitat construction options, erecting
and maintaining a colony is hard work. To stabilize
a habitat or fortify an initial complex of shelters as
quickly as possible, colonists rely heavily on construc-
tion drones and robots controlled by Al infomorphs,
and manual laborers sleeved in synthmorphs, worker
pods, or other morphs more fit for the particular
exoplanet environment.

The first priorities for any new colony are shelter,
security, sensors, and communication. Pre-fabbed
or auto-erecting habitats provide limited living and
work space until larger facilities can be constructed.
Pioneering colonists can expect their quarters to be
cramped and crowded at best. As the colony grows,
new additions are tacked on in an organic fashion,
though any extra space these might provide is often
occupied by secondary waves of colonists. Security
and sensors both keep an eye on the safety of the
colony and nearby gate, while recording as much
data on the exoplanet as possible for long-term study.
Where possible, satnets and mesh routers are put into
place so that colonists may constantly keep in contact
and monitor their new environment.

SUPPLY CHRIN AND LOGISTICS

Though colonies become more independent over time,
few are self sufficient. To ensure a colony’s survival, a
well-coordinated supply chain needs to be set up to
source, coordinate, and distribute whatever goods,
minerals, equipment, technology, or other resources are
needed. In a worst-case scenario, a colony’s logistics
must be prepared for a communication breakdown or
gate malfunction isolating them from the basecamp on
the other side for an extended period. Despite mapping
missiles and surface scans identifying available natural
resources, many colonies have to improvise with what
they brought with them through the gate and send
out scouting parties to hopefully find local resources
identical to or similar enough to elements known to
transhumanity. Managing the local logistics associated
with local mining, farming and harvesting, or even
chemical processing is another challenge for which a
colony needs to be prepared and equipped.

While most settlements are centered in the gate’s
immediate vicinity, special circumstances might favor
a colony to be erected further away. Archeological
sites located around the ruins of an unknown alien
culture or mining camps erected nearby significant
natural deposits often become permanent colonies and
outposts from which transhumanity expands further.

When supplying remote colonies, a semi-permanent
base is erected close to the gate as a logistics and
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€ Please tell me your name.

D Kyla Free Aster.

€ And your birthday?

9 December 27, 1983.

€ Where were you born?

9 Chicago. Lived there most of my life.

€ In the city itself or the suburbs?

9 City. Rogers Park, with all those lakefront liberals.
<laughs> | still managed to be to the left of them!
€ Do you remember what you did during the Fall, Ms.

Aster?

D The Fall? Like Autumn? Well, |—

€ No, the Fall of Earth.

D I'm afraid | don't know what you mean. | remember
the war, of course. Did something happen to the
Earth?

€ Can you tell me how you ended up with the group
of gatecrashers on Skoyz, Ms. Aster?

D No, like I told them, I'm not sure what happened. |
remember some, some sort of machine landing on
my shoulders, but then—

€ This happened on Skoyz?

D No, no, | was in Chicago. | was headed home, there
were alarms. And then somebody's robot landed on
my head. After that, well, everything's a bit fuzzy.
Somehow | ended up in, um, Skoyz, | guess, with
that group of people. The gatecrashers, as you call
them.

€ According to the first-in team, there were four
of them when they stepped in to the gate and
five when they stepped out. They said you just
appeared in the middle of them, stepped through
the gate like you were one of them, but then claim
to remember nothing.

31, uh, yeah, | don't know. I'm not sure what's
happening, really. This whole gate thing is new
to me. Look, I'm a bit concerned. Did something
happen to the Earth?

€ Yes, Ms. Aster, it was lost. Ruined and left to the
machines. We call it the Fall. That was 10 years ago.
According to our records, you never made it off the
planet.

D What ... what are you saying? Are you saying that
|—that | died on Earth? During this war?

€ That seems to be the case, yes. Ms. Aster, perhaps
you can tell me one thing?

D l—yes?

€ Where did you get that body?

9 This body? Is something wrong with it?

€ There's nothing wrong with it, but it is most defi-
nitely not yours.

D I've never resleeved. I—I thought something felt
weird. But it's all been so confusing. Wait. W-whose
body is it?

€ Funny that you should ask that, Ms. Aster. It's mine.

*»

supply hub. Loading and transportation equipment

is used repeatedly for each supply run to the colony
and then secured for storage until the next delivery, or
left with the colony in case of deliveries inward from
the gate. Transportation mostly consists of all-terrain
ground vehicles or skimmers, in rare occurrences a
small spaceport is established for colonies on nearby
moons or asteroids. As of yet, no (known) colony has
become big enough to warrant the construction of a
space elevator.

RUNNING A COLONY

Once a colony survives the initial labor pains, don’t
assume its existence will get any easier. Keeping a
colony alive can be as difficult as establishing it, maybe
even more so. Over time, colonies can be afflicted with
all manner of crises. Gate malfunctions may cut them
off from their home base for indefinite periods of
time, leaving them without critical supplies. Tensions
between people living in stressed, cramped conditions
may erupt into civil disturbances or violence. Sudden
environmental changes like volcano breakouts or
tectonic shifts could threaten their very existence.

SUSTAINABILITY

With the exception of a few colonies specifically
tailored for synthmorphs, most colonies have at least
some biomorphs who are dependent on the habitat’s
life support functions; should it fail, they would be in
extreme danger. For this reason, and given the many
indentures found in colony populations, many colonies
have high percentages of synthmorphed personnel.
This also has the benefit of reducing the supplies the
colony requires. Those who do sleeve in biomorphs
often choose biomods that are less resource-intensive
and customized for close quarters living.
Nevertheless, many colonies seek to create sustain-
able living for biomorphs to limit supply needs and
to be better prepared for emergencies. Greenhouses
and faux-flesh carniculture vats are common, and
when possible local sources of water are tapped (often
by harvesting and melting ice). Even in hypercorp
colonies, community makers are common, and cornu-
copia machines are often pre-loaded with major blue-
print libraries and less restricted than within the inner
system, in order to fulfill the colony’s early needs.
Energy sources range from solar cells to nuclear
batteries and fusion reactors, often in combination and
with backups. Some colonies use power plants that
take advantage of abundant local fossil fuel supplies.

SECURITY

Depending on the sponsor’s resources or the colony’s
expected profitability, security might vary from a few
hunter-killer drones to a platoon of combat morphs
and an Al-controlled military satellite network.
Besides protecting the colony itself, guarding supply
convoys between the settlement and the gate is the
second main task of security forces. Security teams

also specialize in guarding long-range expeditions for
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matters like resource surveying, scientific studies, and
xenoarcheological digs.

Protecting a colony from outside threats isn’t the only
thing security is on hand for, of course. Mining colonies
and other settlements with large numbers of indentures
often boast additional physical security to act as a
police force, keep the labor force in check, and prevent
internal strife and dissent among the population.

Most sponsors subcontract out security operations
to hypercorps or freelancers that specialize in these
services. This work can be tricky, as security contrac-
tors often find themselves embroiled in disputes
between workers and management or between
hypercorps fighting over resources or property. In
Pathfinder/Consortium-linked colonies, security
forces and colonial regimes are expected to abide
by Consortium laws. In others, local laws or simple
frontier justice may apply. Autonomist outposts are,
of course, self-policing.

PSYCHOLOGICAL EFFECTS

Living in a smelly, overcrowded tin can on a snowball
circling an alien sun for months on end can be stressful
for everyone involved. Add in the fact that you are light
years from the nearest other transhumans, connected
only by a device that everyone fears and few trust, and
maintaining a positive attitude can be a challenge. Add
in the social fault lines inherent in indentured servitude
and similar hierarchical relationships and cultural divi-
sions, and it is not uncommon to see tensions between
different colonist sub-groupings come to a boil.
Various colonial initiatives seek to remedy these
problems with regular psych profiling and counseling

Last year we initiated a new project to catalog information on “lost

extrasolar colonies. Rumors of various lost colonies had been circu-

lating for years, with Firewall being aware of several actual incidents
of disconnection, both accidental and intentional. The reconnection

with the Synergists brought even more attention to this phenomenon.
The various gate corps have kept most such situations under wraps,

for fear of bringing negative light on extrasolar exploration and

colonization. Our archives now contain correlated and verified infor-

mation on all known lost colony situations, which our scanners will
consistently update.

There are some things that all proxies should know. First, there
are indeed multiple accounts of wormhole connections no longer
being able to be made to established colonies. At current count, we
are aware of fourteen such incidents; there may well be more. It
is highly possible that many, if not most, of these colonies are still
operational, and that a link may someday be re-established. The
manner in which these connections were lost seems almost entirely
to be based in anomalous gate behavior. There is no indication of
the cut-offs being due to some sort of threat or hostile intent—or at
least a consistent one.

Aside from Synergy, there have been three other colonies to which
contact was temporarily lost but later regained. For one, the address
simply began working again, and the colonists were rescued despite

"

as well as offering numerous media diversions, espe-
cially VR. They also often turn their heads to less
savory reliefs, such as recreational drugs, prostitution,
and gambling. The costs of gate transfers usually
inhibit options like rotating staff or mandatory vaca-
tions. A few strict colonies employ more controlling
measures, such as mandatory psychosurgery sessions,

implants, or drug regimens.

PRODUCTIVITY

Though some colonies are established purely to beach-

head transhuman expansion and grow new population
centers on extrasolar worlds, the majority of them
are founded with additional purposes in mind and
are effectively support bases for resource exploitation,
archeological digs, scientific labs, and similar projects.
This means that the colony is not only dependent
on that project’s success, but that it is answerable to
whoever sponsored it. If a colony becomes too expen-
sive, doesn’t meet production quotas, or threatens
to become ungovernable, there is a very real chance
that the plug will be pulled. There are already dozens
of failed or deliberately abandoned colony attempts,
leaving behind littered traces of transhuman settle-
ments on various exoplanets. A few of these have been
resettled by other sponsors, but many remain unused.
The primary drawback to answering to remote bosses,
of course, is that those in charge usually know very little
about the colony’s actual conditions. Sometimes this is
deliberate, through careful management of information
sent back home by colonial administrators. In practice,
this means that orders suddenly come through the
gate that are exceptionally inconvenient or otherwise

some casualties from severe stress and hunger-related health issues.
For the second, contact was accidentally re-established via an excur-
sion through another remote extrasolar gate. In the third incident,
however, contact was re-established via the original gate, only to find
the settlement intact but completely abandoned. The colony’s mesh
was intentionally wiped, and there is no evidence of what became of
the several hundred colonists there.

On top of these incidents, we are aware of several other colonies
labeled as lost that were, in fact, intentionally cut off. One was a
Pathfinder colony that underwent an autonomist revolt. When an
initial attempt to pacify and reclaim the colony met with stiff resis-
tance, Pathfinder instead opted to lock the colony out. Pathfinder
forbids any wormhole connections to be made to this colony via any
gate under their control. Their intention seems to be to starve and
weaken the colony to seize it at a later time.

The final two incidents are more disturbing and of more direct
interest to Firewall. According to the records of both affairs, routine
contact with each colony suddenly became anomalous. When the situ-
ations were investigated further, evidence of widespread TITAN and/or
exsurgent activity was noted. Following protocols, contact was imme-
diately withdrawn (though in one case, a nuke was shoved through
right before the gate was closed). These addresses are now restricted.

For further details on these incidents, please check our archives. ¥
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First-Link Report #75432587k

[Begin Audio Transcript]

Operator 1: Wormhole engaged. Deploy initial probe.
Operator 2: Probe inserted.

Operator 3: Jupiter's Balls, are you seeing this? That's one hell of a crater.
Operator 2: Looks like the remote gate is smack in the middle of it.

Does the insertion height seem off to you?

Operator 3: Check the gate’s base. See that? Looks like the ground
melted at one point and the gate sank into it.

Operator 2: You're right. It survived an asteroid strike?

Operator 1: | have a suspicion it survived worse than that. Run the
rest of the scans, | want to get the full sensor package in there.

Operator 2: Is that machinery? There, in the shadows?

Operator 1: Let's get a bot over there to see.

Operator 3: Careful, it could be weaponry.

Operator 5: Excuse me, sir. See those small impact craters, in the
highlighted quadrant? Those look like high-speed projectile
impacts. And that striation there? I'm guessing energy beam
weapons fire.

Operator 1: How old do you think those markings are?

Operator 5: Hard to say, but given the likelihood of local weather
patterns, I'd hazard an initial guess of quite recent.

Operator 4: I'm picking up radar echoes. Strike that. We're being pinged.

Operator 1: Find the source.

[Transcript Break]
Operator 3: Are you thinking what I'm thinking?

rebuilt itself.

problematic to the colonists. No one likes being told they
have to double their resource extraction in the middle
of an ice planet’s blizzard season, or hearing that their
water supply will be rationed until their mother hyper-
corp gets around to sending a new water filtration plant
through, or receiving orders to delay a project critical to
the colony’s well-being in order to pamper an oligarch’s
nephew who is visiting the colony for an adventurous
lark. These sorts of disconnected priorities and interests
between colonists and remote sponsors are a leading
source of unrest, sabotage, and even outright revolt.

COLONIAL MEDIR

While exploration gatecrashing missions draw an
impressive amount of consumer media interest, there
is just as much public attraction to the lives and daily
circumstances of extrasolar colonists. Many colonies
contract with media hypercorps that chronicle the fate
of the colony in high rez detail in serialized install-
ments. Embedded journalists produce local news
reports that are periodically distributed back to the
solar system and even back out to other extrasolar
colonies. The gate corps are known to use Als to
review, edit, and censor these reports, however. A
select few colonies are in effect reality experience
shows, with key colonists X-casting their lives, all
bundled and sold as an entertainment package to
audiences back in the solar system.

Many colonies are a calculated investment risk

for their hypercorp sponsors, so it is no surprise that

they go to great lengths to make colonial affairs seem
exotic, dramatic, and just dangerous enough to be
adventurous and thrilling but not scary. Among the
Consortium media, in fact, expensive ad campaigns
extol the virtues and glamor of being a colonist,
co-sponsored by the Pathfinder Colonization

Operator 2: Probe 2 deployed. Sensor activated. Scanning.
Operator 4: Radioactivity is through the roof. Gate's in a hot zone.

Operator 1: I'm thinking a bomb. Something detonated here, left a
crater full of molten slag. Gate survived but settled in, or maybe

Operator 2: Did that thing just move?

Operator 3: I'm detecting nearby energy transmissions. Al says the

probe has been locked. We're under attack!
Operator 2: Holy fuck look at that thing!
Operator 1: Kill the link! Kill it now!
[End Transcript]

Initiative. Those who buy the hype and sign up are
usually in for a shock when they end up assigned to
some backwater mining camp on the thirtieth ice
moon of a nondescript gas giant.

RESEARCH MIS5100S

Posted by: Dr. VB Pitaevskii, Theoretical Physicist
<Info Msg Rep>
Transhumanity doesn’t know everything. Indeed,
the more we discover, the more questions arise. The
galaxy is massive and full of mysteries. The Pandora
gates allow us to seek out and find new things, exam-
ining phenomenon we never could have measured
from our own solar system and running experiments
we could not have considered elsewhere.
Conservatives express distaste at much of the
extrasolar research being conducted, and sometimes
they even raise direct opposition to investments or
to specific missions. In their view, transhumanity
already has the means and the tools to live perfectly
fulfilling lives. They also view unbridled science as the
factor that nearly led transhumanity to its extinction,
bringing about the TITANs and ultimately the Fall.
So why invest effort into further, often risky, research?
First, transhumanity’s curiosity goes away when the
species does. Curiosity drives the species to success.
While it’s also driven the species near extinction, the
sheer magnitude with which curiosity improved life
cannot be ignored. Without exception, every member

of the species lives today because of scientific advance-

ments. Since the advent of fire, every step of scientific
advancement added a facet to basic existence. Every
tool broadens the pallette.

Second, increased understanding in post-Fall
existence is necessary for continued survival. As
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transhumanity discovers more evidence of outside life, general
levels of understanding decrease. Without an understanding of
these life forms and their fundamental traits and features, trans-
humanity puts itself at risk in any dealings. Knowledge is power,
and every day, transhumanity discovers that its knowledge is
distinctly lacking in many places. Since the TITANs, most everyone
recognizes that a little knowledge is very dangerous. But only an
extremist will state that a complete lack of knowledge is better
than a comprehensive knowledge.

Both of these elements play heavily into why transhumanity
insists on traveling to remote locations for research opportunities.
Ultimately, though, the reasons are as varied as the individuals (and
the hypercorps) that are resourceful enough to initiate such missions.

A TYPICAL MI5sIon

A typical mission is a misnomer. Every research mission is
conducted with express intentions in mind. Some are one-shot
experiments. Others involve placing sensor packages to be picked
up or remotely accessed later. Some require long-term basecamps
or extensive installations and are essentially colonies with specific
research studies as their goals. There are a few standards in science
expeditions, however. For example, during the first few manned
missions to a given location, travelers are encouraged to bring all
necessary supplies and resources; at least until the availability and
usefulness of local resources can be verified.

Since most research ops involve sensor scans, measurements,
and similar forms of data retrieval, the required equipment is
usually quite portable. The current state of technology is such that
the standard gear for thorough geological, biological, and physical
surveying is usually a handheld scanner. In a relatively stable
environment, nanobot swarms can not only emulate, but exceed
traditional equipment. Unfortunately, nanobots don’t take well
to intense surroundings. Where a heavily structured synthmorph
might be able to handle pyroclastic fallout, nanoswarms are just
less hardy. Depending on the research, however, the work may
involve larger sensor arrays, heavy mining equipment to sink deep
probes, larger spacecraft or robots, or similar heavy gear. With
the exception of hypercorp-backed missions and certain projects
funded by wealthy, private patrons, science missions often tend to
be underfunded and operating on extremely tight budgets. As a
result, they often cut corners on other essential equipment, some-
times impeding the safety and security of the mission.

ANOMALIES TN PHYSICS

In the 21st century, humanity expanded its space travel programs
with the express intention of using low gravity and vacuum
environments to expedite and intensify scientific exploration.
As a result, humanity discovered the differences between the
laws governing macrophysics and quantum physics. After the
Fall, transhumanity has pursued new, similar opportunities for
scientific discovery on the other sides of Pandora gates. Many
of these projects have been in pursuit of rankling scientific ques-
tions, such as “why do neutrinos have mass?” or “can the proton
decay?” or “are quarks made up of even tinier objects?” Others
investigate remote locations in which the supposed standard laws
of physics seem to break down or not apply. These anomalies may
be explainable in ways that don’t require rethinking some of the
major assumptions currently underpinning physics, or they may
result in some breakthrough or revolution in our understanding
of the universe. The true uses for these anomalies have yet to be



tapped or even conceptualized, but the potential is
evident and well worth the risk to most scientifically-
minded individuals.

A few of the more intriguing extrasolar scientific
discoveries and ongoing research projects are noted below.

GENESIS OF MASS-ENERGY

Arguably the most interesting of these points is a
pocket of space near a free-floating gate with one
important anomaly: every few seconds, a small amount
of matter comes into existence or alternately vanishes
from existence. This phenomenon occurs in time with
the pulse of a nearby star. Scientists don’t suspect the
star is causing the situation, but they do believe that
the star’s pulse has something to do with the phenom-
enon. Probes sent to the pocket come back with trace
amounts of elements that didn't exist there previously,
with no apparent explanation for how they arrived
there. These trace elements invariably disappear some
time later, only to be replaced by new elements later on.

THERMODYNAMIC EFFICIENCY

The third law of thermodynamics disallows for perfect
thermodynamic efficiency. On a frozen rogue planet
floating inside a distant nebula, however, a group of
Pathfinder scientists have documented several instances
that seem to be an exception to this law. The planet
possesses no discernible atmosphere and has an exceed-
ingly low temperature that is stable at a few thousandths
of a degree above zero Kelvin. On the surface, sampling
probes have discovered a handful of small black minerals
in “puddles” that gave inconclusive results to infrared
thermal scanners. When externally manipulated by the
probes, these minerals appear to break down into near
nothingness from an already superfluid state.

If the conditions are indeed at absolute zero, the
implications are almost infinite. Molecules at such
a state would be the greatest conductors known to
transhumanity, and may allow for differentials in
energy transference unlike anything seen before. If this
were correct, light could be manipulated, slowed and
stopped to a point where it could be directly converted
into electrical current. Unfortunately, the conditions
are so very fragile that the Pathfinder scientists are
still searching for a proposed method of harnessing or
manipulation that is even worthy of testing.

VARIANCE [N LIGHT SPEED

A team of argonauts working through the Fissure
Gate have reported an unusual phenomenon at a
remote gate location. This particular wormhole
connection leads to the interior of a dark nebula,
where the remote gate seems to be free-floating in
a densely packed cloud of debris and super-heated
gasses. Though thick with dust and plasma, the nebula
is dynamic enough that it still lacks any substan-
tial bodies or accumulation of condensed matter.
The shocking discovery made by various probes
launched here, however, was that light itself moves
slower than expected. Due to the hostile conditions

of the nebula, this anomaly is difficult to investigate.
Most probes sent through so far have lasted a matter
of minutes. If the reason for this unusual phenomenon
could be discovered, it could be a key element in the
development of faster-than-light travel.

RESOURCE ERPLOITATION MISSI0NS

Posted by: Narayanan Ramachandran, Freelance

Consultant <Info Msg Rep>

Resource extraction missions are the most straight-
forward of gatecrashing ops. Aimed at generating
maximum output/profit with minimal input, exploi-
tation ops break out the sledgehammers, shovels, and
drills once scouting teams and surveyors confirm the
existence of natural resources.

SURVEVING

Whenever an exploration mission detects traces of
exploitable resources, and the conditions for mining
seem optimal, a survey team is sent in to assess the
claim and look for others. These surveyors are often
contractors from a hypercorp focusing on such opera-
tions, though some larger corps use in-house teams.
Extrasolar surveyors are usually experienced with
working in alien environments and the fine details of
through-gate operations. They also usually specialize
in a particular field; finding helium-3 requires a
different skill set from locating precious metals.

Survey teams investigate natural formations and
geology utilizing a variety of scanning systems. Their
main tools include hyperspectral satellite imagery and
similar remote sensing tools, magnetometers to search
for magnetic anomalies in the exoplanet’s magnetic field,
Geiger counters to detect radioactivity (particularly for
uranium), geochemical surveys of soil and regolith, and
a wide range of exploratory geophysics techniques to
detect mineral deposits. Some scanners will run into
problems depending on local geology, either with condi-
tions interfering with remote scans or the inability to
positively resolve what is being scanned. In these cases,
more direct physical sampling and surveying is called
for. Sampling is a balance between time, equipment, and
storage capacity. If a team has enough time and equip-
ment, they can do a detailed analysis. A team in a hostile
environment might just be able take a dozen scoops of
soil and a few rocks prior to hustling back to the gate.

The goal of these teams is to identify resource-rich
areas, map out deposits for exploitation, and generate
specific plans for drilling and mining. A good team
will not just find the best deposits, but will come back
with a thorough plan for how to extract the resources
in a quick and efficient manner.

MISSI0N PREPARATION

Any selection of personnel and equipment to be trans-
ported to and operated on the other side depends on
the specific resource(s) being targeted. The degree of
automated technological support is higher on exploi-
tation missions than on colonization or exploration
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missions. Mining mission parameters are clearly
defined and allow a much more detailed and custom-
ized selection of tools and equipment. Depending on
remote conditions and various economic factors, ores
and other resources may be processed on site or may
be shunted in raw material form back through the
gate for refining.

The two primary concerns of exploitation mission
sponsors are sustained operability and a secure
transportation chain. Though every hypercorp is
planning for the long run, the quicker they get their
ROI (return-on-investment), the better, which in this
case means the quicker and cheaper the method of
exploitation, the better.

PERSONNEL

Mining operations require a combination of expert
personnel and non-skilled manual laborers. Trained
scientists and surveyors are needed to analyze the data
gathered from scans, mineral probes, and other means
of on-site prospecting. Though hypercorps sometimes
entrust a mining operation’s science tasks and even
administration to a cadre of Als customized for this
purpose, most still benefit from the transhuman factor
and management. When discovering unknown materials
or material compositions, analyzing contradicting or
unidentifiable scan results, or dealing with disgruntled
staff, the limits of Al programming become obvious. The
transhuman mind still possesses an advantage over pure
synthetic intelligence when it comes to the illusion of
synthetic intuition. The necessary transhuman element,
however, does not always equal a physical presence. For
cost, as much as for security and administration reasons,
infomorphs are preferred by the hypercorps as scientific,
lab, and bureaucratic personnel.

Physical labor is almost always handled by inden-
tures given cheap or utilitarian robotic shells, though
it is just as common to see drone networks controlled
by AI or infomorphs. Sometimes a single skilled
foreman will oversee and coordinate an entire work-
force of unskilled indentures or bots.

Physical on-site security is minimal and mainly
directed against outside threats and acts of internal
sabotage. In larger camps, they may be relegated to
keeping the peace among the personnel, which often
boils down to keeping the sex workers, alcoholics,
and drug abusers in line.

OPERATIONAL SECURITY

For obvious reasons (ecologic impact, disregard
for health or security regulations, etc.) exploitation
missions are the least glamorous of all gatecrashing
ops. Security surveillance replaces any media coverage
common with colonization or lottery gatecrashing, as
hypercorps don’t want details on their major revenue
streams broadcast over the mesh, alerting the compe-
tition and other vultures. After the initial discovery of
an extrasolar resource find, many sponsors go to great
lengths to keep their exploitation endeavors hidden
from prying eyes, whether by PC-sanctioned media

censorship, unsanctioned information sabotage, or
even more drastic actions.

Due to the limited and tightly-controlled mission
budgets for resource extraction gigs, low operating
costs are favored over quality of equipment, personnel,
or security. As service tenders and bidding models from
third-party service providers are used to keep the costs
for outsourced equipment, (mobile) facilities, or the
(indentured) workforce as low as possible, many missions
sooner or later must deal with data leaks or the theft of
the yield generated. Inexplicable “shrinkage,” organized
smuggling, and data theft are common problems. Most
often an inside source is involved, whether motivated by
greed, anti-corporate or extremist ideals, or blackmailed
by a criminal organization. As transportation security
and surveillance is mostly directed against outside threats,
identifying an inside source becomes more difficult (and
costly) the more parties and stopovers are involved in the
entire supply chain.

SHORT VERSUS LONG TERM

While mining outposts are often similar to other
colonies, fundamental differences often exist between
the two. Colonies are intended for long-term duration
and are usually established with growth models
in mind. They also tend to make the best use of the
exoplanet’s ecosystem to support its population’s
needs for food and energy. Mining camps, however, are
almost always established on a temporary basis, even
for long-term extraction operations. Compared to
colonies, they are brutal—sometimes reckless—opera-
tions set up for maximum output quota with little
or no regard at all for the exoplanet’s ecosystem or
environment (with the exception of some autonomist
mining operations, which aim for minimal impact).
It is also not uncommon for mining operations to
expose their own crews to toxic chemicals, bio-agents,
or radiation, all of which are considered justifiable
for a short period of time (though long-term projects
require adequate shielding or other protection for
the transhuman workforce). Though most mining
contracts provide basic medical packages and follow-
up treatments, mutations, neuropathy, and other health
problems are common among experienced miners.

MIsSI0n COMPLETE

After a deposit has run dry, surveyors are brought in
one final time to perform a last thorough scan before
the operation is disbanded. Depending on the costs
associated with a complete disassembly of the base and
equipment, the installation might be broken down and
transported back through the gate, destroyed to prevent
unauthorized use, or simply abandoned and left behind
in case none of the former options are considered
feasible. This last option is the most common for mining
outposts in toxic and unstable environments, but some-
times operational bases and surrounding habitats are
simply left behind to avoid the costs of taking them
down again. Remaining facilities are then shut down
electronically and sealed manually/mechanically.
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RESOURCE EXTRACTION: MAJOR INTERESTS

Undertaking a project like extracting two tons
of gallium from thirty-eight tons of ore typically
requires the sort of resources and backing that
the hypercorps excel in. Though some anarchist
syndicates and Titanian microcorps pursue
extrasolar resource exploitation projects (and
often admittedly in a manner more sensitive to
the exoplanet’s environment and ecosystems, at
least by nano-ecologist standards), various inner
system and Extropian hypercorps are the true
heavyweights in this field.

Fa Jing is the biggest of the prospecting giants,
along with Pathfinder, Tolstoj Mining Concern,
and M-5. These hypercorps handle all aspects of
mining operations, from surveying and extrac-
tion to refining and transportation. Numerous
other hypercorps specialize in particular func-
tions. ExoTrek and Geomatic are the prospect-
ing and survey experts, the latter holding an
exclusive contract on all ops via the Discord Gate.
Though hundreds of corps focus on different

types of extraction operations, lberon is at the
top of the heap, with KDRX and Black Crow
currently on the upswing. Omnicor, GazPro, and
Vitachem are the go-to corps for various refining
and processing facilities. ComEx and TWA are the
two biggest shipping interests.

In addition, there are the buyers and sell-
ers that may never leave the solar system but
definitely affect the industry. Starware, Gorgon,

and Tri-Cor are all in the metals market, while
Prosperity Group and ChevEx buy large-chain
organics. On the supplier side, Zbrny continues
to sell mining equipment to various parties,
though few will discuss the details of these
negotiations. Competing with them is the ambi-
tious DigGud, who not only make mining, drill-
ing, and digging equipment but also sensors
and transportation options. TerraGenesis is a
major provider of the soil sampling and satellite
imaging systems upon which prospecting gate-
crashers often rely. [ |

NEW RECRUIT

€ Welcome to your orientation, Gema. I'm Sgt. Bartumeu and I'll be so rare, but with all those asteroid miners it isn't the amazing find

leading you through an overview of what we do here, how we do
things and what you'll be doing. | see you've done plenty of merc
work in the past?

D Yes, sir, | contracted with Gorgon for just over a dozen remote gate ops.
€ Excellent. That's a fine outfit, but we'll be doing things a bit differ-

ently. You'll be running security, but let's be clear, this is not a mili-
tary outfit, it's a surveying concern. We don’t do exploration, we
don't do colonies. We trek out into the alien wilderness and look
for resources to harvest. Our customers are hypercorps, govern-

it used to be. Now we keep an eye out for some of the old stan-
dards: gold, uranium, wolfram/tungsten, silver, and so on. Helium-3
has a good market, and hydrocarbons are always popular. On the
hydrocarbon side, we look for the big molecules. Methane's pretty
easy to come by, so making other hydrocarbons is possible. We just
have to find stuff that is cheaper to extract than it is to make. The
break point is generally around octane, but it can really depend
on the hazards involved and how remote it is. The bean counters
figure that out.

D That all seems straightforward.

€ It is, but every so often we get asked to go after something weird—
or something weird finds us.

D Something weird, sir?

€ Yeah. We don't get called in for alien artifacts or ruins—other
corps handle that side of the biz. But sometimes we'll be

ments, organizations, and individuals, all of whom think they've
found something interesting. They hire us to take a closer look,
verify the worth of exploiting it, and come up with a plan for doing
s0. Oh, and see if we can find anything else worth digging up while
we're out there. Our teams are composed of scientists, navigators,
scouts, transportation, surveyors, and security—that's you—to

UniLuviinuiiiu vi v

protect everyone else. contracted to review the possibilities for harvesting organics. b
D Will this be previously-explored territory or new ground, sir? Exolife biomasses. Plant life. Weird goo with strange properties.
€ In most cases, it's been mapped and scouted only once by the There was even a job where we assessed some large growths of .
first-in teams. Sometimes we'll get gigs in areas that have been potential non-organic life. We haven't stumbled on the Holy Grail
more thoroughly traversed. yet, though. 2.2
9 What are we looking for? 9 Holy grail, sir? =
€ Depends on what our clients are looking for. Trace metals turn us a € Computronium. Matter optimized for computation. That, my friend,
good profit. Tantalite ore, for example, you just can't find much of is the ultimate treasure hunt. *» \
that stuff. Funny, when I lived on Earth, iridium and osmium were \ﬂ'
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= RENORARCHEOLOGICAL MI3sl0Ns

In most cases, surprising little evidence of these once-
thriving species still exists. Their achievements have

Posted by: Dr. Alozie-uwa Oboyomi, Xenoarcheologist ! been erased by the passage of time, broken down by

<Info Msg Rep>

Xenoarcheology is perhaps one of the most over-
hyped and under-appreciated fields of science that
transhumanity studies. Anything coming from an
extrasolar world is bound to be gazed upon with
awe and wonder, even if it is the simplest of trinkets.
Of course, some of this awe is warranted; less than
ten years ago, we were alone in the universe. We
all remember where we were when we first heard
that transhumanity had made contact with another
sentient race, the Factors. We all remember where we
were when we heard about the first extrasolar ruins,
proving that the Factors were not the only game in
town, and that our solar system was but one of many
inhabited and inhabitable places.

Since those days, the awe among xenoarchaeolo-
gists has faded, but the excitement is still there. While
the general public may look upon our profession
as a sort of secret fraternity, gifted with knowledge
and insight that none may ever possess, we all know
that’s not true. We are simply detectives, examining
evidence and assembling facts to provide a narrative
of who lived where and when. My particular focus
within xenoarchaeology is bioxenoarchaeological
artifacts (or as most system press terms them, relics).

A number of corporations, universities, and research
groups sponsor archeological digs, often in conjunction
with each other. The argonauts, Titanian Autonomous
University, the University of Mars, and Oxford-
Shackleton are some of the largest sponsors. Several
anarchist archeological collectives are sponsored by
the Love and Rage Collective. A few inner system
oligarchs—notably Exotech’s Morgan Sterling—have
also taken a personal interest in this area, investing
their resources into operations pursued by some inde-
pendent big-name xenoarcheologists. The majority
of xenoarcheology missions originate from the
Pandora or Fissure Gates, as the fees charged by the
corps controlling the other gates are too prohibitive.
Gatekeeper Corp sponsors and even funds a number
of archeological missions with argonaut support.

PLANETS OF THE DEAD

The Fermi Paradox continues to haunt transhumanity.
With so many star systems, so many planets, and so
many opportunities for intelligent life to develop, the
question remains: where are the sentient aliens? By
simple math alone, we should have encountered far
more alien civilizations by now.

In truth, we have found those civilizations, or at
least some of them—and so far, with the exception of
the Factors, they are all dead. To date, we have found
evidence of at least eight extraterrestrial civilizations
that once existed, but that now seem to be extinct.
The majority of these seem to have reached a level of
technological advancement equal to or greater than
transhumanity. At least one of these dead cultures, the
Iktomi, seem to have used the Pandora gates before us.
Every one found so far has been dead for centuries.

the elements and destructive forces of nature, buried
under the slowly shifting landscapes of forgotten home-
worlds. Some of their ruins have been so thoroughly
leveled that it would seem to indicate that some force
intentionally wiped them out, doing as thorough a job
as possible in eradicating all traces of their existence.
It is possible that similar but even more thoroughly
wiped civilization remnants might exist on exoplanets
we currently occupy, without us being the wiser.

These planets of the dead offer us many challenges
and possibilities. We study them to determine what
these alien creatures were like, how they evolved, how
they thought and acted, in order to better understand
our own evolution and the possibilities of finding
more xenolife elsewhere. We investigate the causes
of their downfall, to determine if there is some chal-
lenge or threat that transhumanity may yet have to
face, that could destroy us just as thoroughly. We
research their lives, interests, and arts, to understand
the essence and meaning of intelligent life.

THE PROCESS

Digging up relics from long-dead civilizations can be
really, really dangerous. There’s a romantic view of us
in the press back home that has us swanning around
in cargo pants and t-shirts, recklessly tromping
through ruins, picking up whatever looks pretty or
interesting. The reality is far less glamorous. Unless
a site is clearly benign, a lot of the time we have to
use digger pods to go into a site and trigger any safe-
guards that may have been left behind. We don’t get a
lot of booby-traps or deliberate acts of alien sabotage,
but it happens, and we need to play it safe.

Once we make sure a ruin is clear and the work
area is stable and safe, we go in. If possible, we make
the area breathable to facilitate work, erecting domes
to maintain a consistent environment. This also helps
protect the dig site from any environmental factors
that might disrupt the operation or damage unearthed
structures and items. Xenoarchaeology isn’t a one-day
thing, so while we’re waiting for the pod operators
to do their job we set up camp a good distance away
(any given dig site of note is a long-term gig, so we
tend to make ourselves at home). When we get the
all-clear from our crew chief or dig leader, we head in.
We found out early on that some relics are sensitive to
electromagnetic fields at close ranges, so we tend to
use a lot of low-tech or shielded equipment. For the
most part, we use the same tools archaeologists have
used for hundreds of years: shovels and brushes.

I should clarify that the use of digger pods is by
necessity rather than by choice. If we had our way, we’d
go in with synthmorphs all the way, simply because
they’re cheaper and easier to maintain; it’s simpler to
replace a severed wiring bundle than to repair a broken
leg, even in our technologically-enlightened time. As I
noted, however, many ruins are electromagnetically
sensitive, which for the most part eliminates fully
synthetic morphs as a good medium for initial site



exploration. When we were first digging out Sunrise,
we used modified pleasure pods of all things. We found
that their limber nature worked well when exploring
a site for the first time, that their mostly biological
makeup wouldn’t trigger electromagnetically sensitive
locations, and the fact that we could run them remotely
using their puppet sock. We simply jacked in and drove
them around like cars. Over time, we’ve tweaked the
design a bit, mostly to be more unobtrusive, and many
teams in the field are using actual digger pods for the
first time with great success.

Once we’ve cleared a site and isolated items that we
feel are worth investigating a bit more, we first give
them a scan to see if they’re sensitive to particular
frequencies of sound, light, and electromagnetic radia-
tion that we may use in everyday situations. If it appears
to be an electronic device, we then hook it up to an
adaptive interface to see if we can discern its nature
and perhaps map out any circuit paths. Items deemed
electromagnetically-sensitive are usually studied on site.
Other relics are carefully removed from the dig site,
packaged in inert containers, and shipped back through
the gate so they can be better studied on the other end.

In reality, even identifying an alien device as a relic
is sometimes a challenge. We simply do not under-
stand the creators of these artifacts enough to fully
understand the initial purpose of many relics we
uncover. Some of the things we dig up may for all
we know be worthless trinkets, the alien equivalent of
kitsch and kipple. Others may be smaller components
of larger items, whose purpose we are unlikely to ever
determine without finding other parts and piecing
them together. Still others may be highly-advanced
devices that to our inexpert eyes seem as innocuous
as paperweights or doorstops. So our approach is to
research and catalog everything we find, no matter
the mystery it presents. It is our hope that through
detailed study and further exploration, our picture
of the alien species and their culture becomes clearer.
Usually this starts by piecing together a picture of
their anatomy based on how they designed and used
items, and then building onward from there to guess
at what purposes these devices may have had or what
the characteristics of their society was.

TITAN SITES

Though most evidence of TITAN activity is treated as
a hostile contact and either avoided, quarantined, or
actively destroyed, a few sites have been set aside for
research. Those conducting the research have made the
argument that it is important—possibly even crucial
to transhumanity’s future survival—to have some idea
of what the TITANs have been up to since they left
the solar system and where they may have gone. Each
of these sites is heavily guarded and restricted, often
with a military unit nearby on standby, and usually
investigated remotely using shielded synthmorphs.
There are also some less-ethical xenoarcheologists
that treat sites that are clearly TITAN in origin as
simply another dig site to be explored and exploited.
While relics that come out of these TITAN sites are
clearly illegal in most political entities, I have it on good

authority that there is a burgeoning trade for them on
the black market, especially since some of the factions
holding the Pandora gates are not particularly rigorous
with their artifact screening procedures on the home
side of the gate, either through ignorance or by design.

GATES AND COMMUNICATIONS

Posted by: Starlink, Comms Hacker <Info Msg Rep>

Because the wormholes that the gates create are theo-
rized to fold space-time together, they allow for a form
of faster-than-light (FTL) travel. What this means, of
course, is that gate travel exceeds the speed of standard
electromagnetic communication channels, such as radio
and laser commlinks. If a gatecrasher leaves from the
Vulcanoid Gate, stepping through to the Martian Gate,
and a radio message is beamed outside of the gate from
the Vulcanoids to Mars at the same time (the physical
distance being close to 12 light minutes), the gatecrasher
will arrive approximately 12 minutes before the radio
message. This is not time travel, it is merely a conse-
quence of the vast scales involved in communicating
across space. The same result can be simulated using
FTL quantum-entangled communicators.

The unknown fields at the mouth of each wormhole
prevent electromagnetic communications from passing
through. What this means is that even if a gate is open,
connecting Mars to an exoplanet, for example, you
could not send a radio signal through the gate in the
same manner as you can send a gatecrasher. The only
way to achieve FTL communications using the gates
is to pass some sort of physical link through, such as
a fiberoptic cable. It is thus possible to pass a cable
through the gate, connected to a repeater or similar
communications device on the other side, so that
data passed through the cable and the gate may be
broadcast once reaching the other side. Most colonies
and exoplanets with regular traffic have a repeater
stationed at the remote gate for exactly this purpose.

EROPLANET MESH NETWORKS

Every colony has their own local mesh network, but
by its remote nature this mesh is isolated from the
networks of the solar system back home (or other
exoplanets). Any messages or other data to be sent
back to the solar system (or to any other transhuman
settlement in the galaxy) is simply queued up. When
the periodic wormhole connection is made back to the
solar system, these messages are passed through (via a
physical cable connection). Likewise, any messages to
that colony are saved up and stored at the gate, and
passed through when the next scheduled link is made.

This means, however, that whoever controls the
gate has the capability to intercept, scan, and even
filter or censor unencrypted communications that
pass through these channels. Pathfinder is known to
do this, censoring any news from its colonies that it
deems too negative, as well as cutting out anything
subversive or pro-autonomist.

Occasionally exoplanet colonies will open connec-
tions to each other, so in this manner the chokepoint
of information at the solar system gates is bypassed.
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GETTING USED TO [SOLATION

One problem that plagues many newbie gatecrashers

Sometimes, however, the other gate is able to extrapo-
late an address that will work with their settings, or they

is the lack of deep mesh access. When you walk ! may have already reached that location independently

through that gate to a new alien world, you will find
yourself suddenly deprived of the immediate access to
information you have been used to for much of your
life. Your mesh searches will be limited to the local
network carried by you and your team, and whatever
data sources you happen to bring along. Now, this
is not always problematic, given the capabilities of
modern electronic storage. Many gatecrashing teams
are careful to bring along storage units with detailed
archives on important topics that are likely to be of
relevance to the mission at hand. Even so, there will
be many information queries that you will be unable
to process thoroughly, given restricted resources.
Similarly, you will be cut off from real-time interac-
tion with your social networks. This means that any
positive or negative scoring will be queued up until
you regain connection with an established mesh
network and they can propagate through the social
network. If you happen to run across or interact with
other transhumans, you will be unable to access their
full socnet records, and will have to make do with
whatever profiles they make directly public.

EMERGENCY PROTOCOLS

Posted by: Alisha Endowi, Gatecrasher <Info Msg Rep>

Gatecrashing is dangerous business and all manner of
unexpected troubles can happen. We don’t pretend to
have answers for everything and once you walk through
a gate there are no guarantees that you’ll ever manage
to find your way back to the solar system. However,
gatecrashers and the groups running the gates have
learned to manage many of the most common problems.

GATE FAILURE

One of the biggest fears of any gatecrasher is gate
failure. On occasion, a gate refuses to open to a previ-
ously-visited destination, like the place you currently
are. Such incidents are fortunately rare, and in most
cases, the connection can be re-established within 48
hours. However, occasionally reopening the gate takes
far longer, and a few have yet to be reached again.

If you’re on the remote side of a gate and the
incoming connection that you’re expecting fails to
occur on schedule, there’s a fairly standard series of
protocols to follow. The first step is one of the major
reasons that all gatecrasher teams are advised to bring
along QE comms—Ilet the gate crew know that you are
still there. They now know your gate didn’t suddenly
explode and you know that the problem is gate failure
and not that the TITANS ate the gate operators.

Some of the gate operators have a mutual agreement
to help each other out. If Gatekeeper fails to make a
connection within 48 hours, for example, they will
quite often turn to either TerraGenesis or Love and
Rage to see if either of those gates can access the remote
destination. This usually doesn’t work simply because
the address to an extrasolar location from one gate
is usually not functional when used at another gate.

and so already have it in their library.

If you happen to have a portable gate control
unit with you, you can of course attempt to open
a connection from the remote side. This sometimes
works, but just as often does not. If that fails, you can
try making a connection to another extrasolar gate.
If this works, you’ll have revealed a new pathway
between two known worlds and may get a bonus.
Depending on where this takes you, however, this may
not be the end to your problems. You will at least
have the option of escaping from a hostile environ-
ment, if you aren’t equipped or capable of staying
there for long. At this point, however, you’re playing
gate roulette. You might find a more hospitable world
or even another extrasolar colony, or you may just be
taking the first step on a long journey of wandering
aimlessly through the gate network, perhaps never to
see any signs of transhumanity again.

If you do head through the gate to another setting,
or if for any reason you need to leave the vicinity of the
remote gate you’re at, protocol states to leave a record
behind with details on where you’ve gone. This allows
any potential rescuers to follow your trail and poten-
tially rescue you. The common methods to leave a note
like this are to use a solar-powered radio broadcasting
unit, place a well-marked document printed on durable
plastic, or etch it with a laser into a rock.

Barring these options, the recommended course of
action is to establish a camp near the gate and wait
it out. If you’re equipped with a cornucopia machine
and decent shelter, you may be able to survive indefi-
nitely, barring boredom and other problems.

For colonies facing this sort of gate failure, plans
are usually prepared in advance for food, energy, and
resource rationing, especially if the colony is not self-
sufficient. Action plans and protocols vary by sponsor.
In severe circumstances, radical measures may be
called for such as life support-induced hibernation or
even voluntary/lottery-selected suicide.

HOSTILE OATE USERS

Though transhumanity has yet to make contact with
any intelligent users of the gate network, there is an
ongoing concern that we might encounter hostile
entities who might employ the gates as a vector to
assault transhuman colonies, or even our home solar
system. In the off-chance this occurs, plans have been
put into place to counter the threat.

Luckily, the gates themselves are effective choke-
points, as they can be programmed to block out
incoming connections. There is a concern, however,
since our understanding of the gate control systems is
incomplete at best, that a hostile entity might know
or be able to devise a method to remotely disable
such defenses. To counter this, there are options to
destroy the gate’s functionality. The first is to take
down the gate’s operating system, theoretically leaving
the gates intact but nonfunctional. The other is to
simply destroy the gates themselves. This would take



OPPOSITION TO GATECRASHING

Not everyone supports the use of the Pandora
gates. Several political and ideological factions
argue that the gates are a potential threat, while
others protest the exploitation and contamination
of alien biospheres.

BIOCONSERVATIVES

To the mildest biocons, the Pandora gates are
TITAN technology and thus Not To Be Trusted. To
the more conservative elements, they are an active
threat, an open door through which planet-eating
Al war machines might enter at any moment. To
their eyes, use of the gates is the equivalent of a
child playing with a nuclear bomb, and yet another
sign that transhumanity is not mature enough to
handle the technologies at our command.

The Jovian Republic, the most dominant bio-
conservative voice in the solar system, regularly
denounces the use of the gates as an invitation to
TITAN or alien invasion. Some extreme biocons take
this quite literally, spurring some cults and terrorist
cells to view military action against the gates and
gatexploitation corps as justified. These same bio-
conservatives also proclaim that continued xenoge-
netic research will complete the transformation of
transhumanity into something (genetically) inhu-
man or unleash an alien plague within the solar
system. As a result, several hypercorps and research
groups focusing on astrobiology have suffered
from protest, sabotage, and armed attacks.

PRESERVATIONISTS

Preservationists are primarily concerned with pre-
serving the pristine nature of exoplanet ecosystems.
Their primary cause is arguing that transhumanity
may be contaminating, interfering with, or other-
wise despoiling indigenous life on alien worlds by
our mere presence there, especially in environments

particularly potent weapons, which have the benefit of
likely destroying any force invading through the gates.
This sort of scorched-earth policy would unfortunately
destroy our own gate capabilities, but this measure
might be necessary to buy us time to prepare defenses
against a more capable foe. It is assumed that destroyed
gates will rebuild themselves as the Discord Gate did,
so such measures are temporary at best anyway.

RESCUE OPERATIONS

The standard response when a first-in team or other
expedition fails to check-in at a pre-established time is
to send a search-and-rescue bot through. If this bot fails
to return, finds evidence of the team’s demise, or finds
nothing, the typical response is to write the gatecrashers
off as lost, pull their backups, and flag that extrasolar
location as potentially dangerous. If the bot finds that
the team is alive but in danger, and is unable to help,
then a rescue mission may be called in (also assuming

where we spread our own microbes, germs, and
other forms of life. They argue that we should be
respecting the diversity of other forms of life by pro-
tecting it and studying it carefully, rather than inter-
acting with it directly and exploiting it. They argue
that we may be even be affecting forms of life that
we don't yet recognize. Some liken transhumanity’s
efforts to genocide and ruthless genetic imperialism.

Hardline preservationists see it as their duty to
act as the defender for alien life that cannot pro-
tect itself from transhumanity’s excursions. Some
of these have actively infiltrated hypercorp and
gatecrashing operations in order to sabotage
them from within. Preservationist cells have also
been blamed for mesh warfare, attacks on auto-
mated convoys to remote extrasolar outposts, and
even kidnapping xenogenetic researchers. In one
infamous action, a preservationist sympathizer
managed to delete the gate address to a Fa Jing
extrasolar mining operation, effectively cutting off
the camp and personnel from contact with trans-
humanity. Preservationist saboteurs are known to
be active on at least two extrasolar worlds rife with
xenolife, hoping to protect these alien species from
further contamination or exploitation.

NANO-ECOLOGISTS

Though supportive of gate exploration, resource
exploitation, terraforming, colonization, and similar
activities, nano-ecologists are critical of unrestricted
operations that do not temper transhumanity’s
impact and balance it with other concerns. Nano-
ecologists try to occupy a middle ground between
transhumanity’s needs and preservationist concerns,
arguing for a measured and ethical approach to
these matters. Quite popular even in hypercorp
circles, the nano-ecologists nevertheless fall in a
position where they are attacked by both sides. W

that a rescue is in the sponsor’s contract and they are
willing to pay the exorbitant costs). On rarer occasions,
rescue missions will be sent in to search for lost teams
on exoplanets that look particularly promising for one
reason or another and are likely candidates for revisiting.
Occasionally, sponsors will pay for their own rescue
missions rather than relying on the gate operators’ forces.

The current school of thought governing rescue
missions is, quite simply, overkill. If there is the possi-
bility of encountering a hostile presence, it is better to
overwhelm that obstacle with numbers and firepower.
To this end, rescue missions are usually led by a platoon
of mechanized infantry. Combat morphs, battlesuits,
armored vehicles, and heavily-armed combat drones
will swarm through, bearing an assortment of offensive
options, with the intention of securing the area, rescuing
the survivors or their remains, and bugging out. Any
opposition is faced with overwhelming concentrated
fire to buy time for an orderly rescue and escape.
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Source: The Entirely Unofficial Gatecrashing Wiki [Link]

JOLAR SYSTEM GATES

There are five known Pandora gates within Earth’s
solar system, each controlled by a separate entity:
the Vulcanoid Gate (TerraGenesis), the Martian Gate
(Pathfinder), the (original) Pandora Gate (Gatekeeper),
the Fissure Gate (Love and Rage Anarchist Collective),
and the Discord Gate (Go-nin Group). Each gate
installation is set up differently and though operations
are often similar, there are some fundamental differ-
ences, noted below.

THE VULCANOID GATE

Posted by: Angelique Sjoholm, terraformer

<Info Msg Rep>

As one of only two gates within the inner system,
and the only one of those not controlled by the
Planetary Consortium, the Vulcanoid Gate holds an
interesting position in inner system and hypercorp
politics. TerraGenesis’s willingness to work with
almost any partners, regardless of political affilia-
tion, provides access to a gate for those inner system
entities outside or even hostile to Consortium inter-
ests. Despite the restrictions placed on gate ventures
due to a recent attack on the facility, the Vulcanoid
Gate remains the go-to place for those concerned
about Consortium interference.

HISTORY AND QVERVIEW

The Vulcanoid Gate was discovered in the polar
region of an asteroid known as V-2011/Caldwell.
Though originally discovered decades earlier (being
in fact the first confirmed and cataloged Vulcanoid),
Caldwell remained unvisited and untouched until
after the Fall.

Exactly how TerraGenesis came to own the
Vulcanoid Gate is a murky affair. The official story is
that the gate discovery was sold to the ecosystem and
terraforming cooperative by the team of Venusian
prospectors who accidentally stumbled across it,
and that these miners specifically chose TerraGenesis
because they were worker-owned and not a part
of the Planetary Consortium. Several sources have
disputed this story, however, noting that the original
discoverers have since disappeared and questioning
why they did not choose a Morningstar-based
corporation instead. TerraGenesis writes off these
concerns as Consortium-influenced propaganda,
claiming that the well-rewarded discoverers used the
unlimited gate access they were given to go off on a
gate-hopping jaunt.

TerraGenesis focused on exoplanet exploration
for the first few years, but it spent that period trans-
forming Caldwell into a well-equipped spaceport

and staging area. The cooperative’s focus has since
switched to extrasolar terraforming operations and
geoscience research missions, though not exclusively.
A small bit of gatecrashing exploration is still encour-
aged, and a notable chunk of gate time is leased to
TerraGen’s numerous partners.

THE CALDWELL INCIDENT

In AF 9, an unknown group managed to penetrate
the Vulcanoid Gate facilities and initiate an attack.
Though the perpetrators were never identified and
no reliable party has claimed responsibility for the
incident, what is known is that a cell of reaper morphs
managed to penetrate deep inside the facilities, almost
to the gate itself. More worrying was the fact that this
cell was carrying a thermonuclear warhead, which
they presumably planned to use to attempt to destroy
the gate (and gate facility) itself.

Though no stranger to terrorism (TerraGen terrafor-
ming operations on Mars are a frequent target of pres-
ervationist saboteurs), TerraGenesis was nevertheless
shocked by how close this attack came to succeeding
and how thoroughly the perpetrators had managed
to infiltrate the facility and bypass various security
measures. A complete overhaul of the Caldwell infra-
structure was overtaken and a host of new security
regulations implemented. These new restrictions also
extend to TerraGen’s numerous partners, putting much
heavier burdens on participating in gate missions.

TERRAGENESIS

The cooperative congress that manages TerraGen’s
business takes a direct interest in Vulcanoid Gate
affairs, which is no surprise as it remains one of
the company’s key assets. As usual for TerraGen’s
structure, however, local workplace councils are
given authority over various aspects of the Caldwell
infrastructure and operations. The council directly in
charge of gate operations, for example, is completely
separate and autonomous from the workplace council
in charge of spaceport traffic or those in charge of
the various geoscience labs. A separate Coordinating
Group oversees communication and coordination
between the various councils.

TerraGen’s approach to gate missions seems to be
taking the long view. Given the small percentage of
exoplanets that are actually suitable for (unassisted)
transhuman life, thus limiting prime colonization
options, TerraGen has instead decided to make their
own habitable worlds. Having identified dozens of
worlds that are ripe for terraforming, TerraGen has
initiated projects to transform an untold number
of them. Though most of these will take decades, if
not centuries, to transform, each already bolsters
a small colony to pave the way for civilization on
these new homeworlds.




One advantage to working with mostly-uninhab-
itated exoplanets is that TerraGen can experiment
freely, sometimes using geo-engineering methods
deemed too dangerous or extreme to use elsewhere.
This has drawn them some flak from preservationist
groups who condemn them for destroying whatever
ecosystems those planets already have.

PARTNERS

Though TerraGen retains its own defense force for the
facility, it also contracts with two separate mercenary
hypercorps for ground- and space-based defense,
respectively. Novafire provides a small armada of
patrol drones, fightercraft, and various space defense
systems to complement TerraGen’s own, including a
destroyer permanently stationed in Caldwell orbit.
The Sol Brigades provide security checkpoints and
heavy defenses for Caldwell’s numerous domed facili-
ties, though surveillance and defense of the gate dome
itself are handled by TerraGen Security forces.

TerraGen leases gate time to a large range of
partners, from hypercorps to private interests.
The cooperative has significant ties with various
Morningstar hypercorps and research interests
that prefer the Vulcanoid Gate to dealing with
the Consortium-controlled Martian Gate. The few
extrasolar colonization efforts specifically initiated
by the Morningstar Constellation are also handled
though this gate. Several mining hypercorps have
contracted with TerraGen for lucrative extrasolar
resource extraction operations, providing heavy
metals and rare elements that are easy to transfer to
the inner system.

POLITICAL RIVALRIES

The complex and intricate web of inner system politics
means that TerraGenesis often finds itself caught
between opposing interests. The Planetary Consortium
has often voiced concern at the favored status TerraGen
provides to Morningstar entities and has even gone so
far as to encourage sanctions against these partners in
exchange for favored status and contracts in Martian
terraforming efforts. TerraGen has so far refused these
deals, and so the Consortium has escalated the stakes
and now openly discusses taking more direct sanctions
against TerraGenesis itself. Likewise, the Consortium is
uncomfortable with TerraGen’s links to some reclaimer
groups, and has gone so far as to implicate TerraGen
in some of the memetic attacks they have launched
against reclaimer interests.

On the same front, TerraGen has an ongoing
rivalry with the Consortium’s own Pathfinder. Though
TerraGen has never made any public accusations,
there have been several notable incidents of sabotage
that others have deemed most likely to have origi-
nated from Pathfinder itself.

TerraGenesis has also needed to balance between
the opposed interests of some of their smaller partners.
In one infamous incident, hostilities erupted on
Caldwell between two hypercorps who were disputing

a mining claim on an extrasolar planet. Though one
hypercorp was accessing that particular exoplanet
through the Martian Gate, it happened to also be
engaged in another operation via the Vulcanoid Gate.
When the conflict came to blows on the exoplanet,
one team returned through the Vulcanoid Gate to
encounter another team from the rival corp in the
staging facilities, and so blood was spilled. Both corps
have since been banned from Caldwell.

TerraGen has permanently banned several others
from access to the Vulcanoid Gate, notably their
rival Ecologene.

CALDWELL FACILITIES

With a length of 4 kilometers and a diameter of only
half a kilometer, Caldwell is not a large place. The
Vulcanoid Gate complex consists of six large pressur-
ized domes on the surface of Caldwell and a subter-
ranean network connecting them together. Four of
these domes are clustered together at one end of the
asteroid, which has an elongated, spindle-like shape.
These are dedicated to scientific research labs, space-
port facilities, supply chain logistics, and residential
quarters/entertainment areas respectively. Four kilo-
meters away, at the asteroid’s other pole, lie the other
two domes. The larger of these is the staging area for
gate operations, while the other houses the gate itself.

While security is tight throughout the complex, it gets
increasingly more strict as you approach the gate dome.
The surface, underground tunnels, and air space within
three kilometers of the gate are heavily restricted, with
an automatic shoot order engaged on all intruders. A
close watch is also kept on all spacecraft within several
hundred thousand kilometers.

VULCANOID GATE OPERATIONS

The gate control operators on Caldwell follow the
standard protocols used by most other gate control-
lers within the solar system. The bulk of gate missions
here—possibly half or more—are dedicated to
periodic link-ups and supply runs to various worlds
on which TerraGen is engaged in terraforming or
running research stations or other scientific projects.
Most of the rest of the gate operation time is assigned
for missions initiated by various groups who have
leased gate time. Less than 10% of Vulcanoid Gate
operations are currently assigned to exploration ops,
though TerraGen does maintain a small dedicated
program to search out new worlds.

GATECRASHER INCENTIVES

TerraGenesis offers several incentives to gatecrashers
who sign up for freelance exploration ops with the
cooperative. First, they offer full medical care for
any gatecrashers injured on a mission they sponsor.
Second, they offer bonuses to crashers that sign up for
multiple missions, raising the standard finder’s fees to
about 10% higher than those offered by Pathfinder
and Gatekeeper, presuming the crasher commits to
three missions within a year.
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== THE MARTIAN OATE

Posted by: Karen Li, freelance journalist

<Info Msg Rep>

The Martian Gate is the icon for the Planetary
Consortium’s dreams of galactic empire. Easily the
busiest gate, it sees the most traffic, is kept to a strict
schedule (regardless of loss of life), and has the most
significant support infrastructure in place. Given its
place on Mars, the new homeworld of transhumanity
(at least to the Consortium), it is the one within
easiest reach of many of these desperate enough to
turn to gatecrashing as a solution to their problems.

MAADIM VALLIS CANYON

Though it pales in comparison to Valles Marineris,
Ma’adim Vallis is one of the largest canyons on Mars.
It runs roughly 700 km from Mars’s southern low-

lands to Gusev Crater. In some places, the canyon is
as wide as 20 km and as deep as 2 km.

The Martian Gate itself lies at the very northern
end of the canyon, hidden away in a cave less than a
kilometer from its mouth. The impressive Ma’adim

while the nearby Pathfinder City has arisen in
short order to meet the demands of the Pathfinder
Colonization Initiative (PCI) and other gate missions.

PATHFINDER AND THE PCI

In the wake of the Martian Gate’s discovery, Pathfinder
was quickly assembled by the Consortium to control
the gate, settling all quibbling over it by hypercorp
interests and ensuring that it would be put to use in

subsidiary of the Consortium itself, Pathfinder’s stated

THE ARES MYSTERY

[Begin Audio Transcript]
Per the ongoing cataloging of the Vulcanoids,
one of our probes recently took a look at an
asteroid known as /2016 Ares. On a close flyby it
discovered what on closer magnification reveals to
be recently-dug tunnels on the asteroid’s surface.

We aren’t aware of any ongoing mining
concerns with this asteroid, though it could be
unreported activity. Our engineers, however,
think that these could be the beginning of a
beehive tunnel complex. Built either during or
shortly after the Fall it's believed that whoever
started the digging made little or no effort to
conceal the entrances from satellite or other
forms of surveillance.

Given the ongoing concern about the proximity
of the Ecologene’s ongoing RA project, we're ini-
tiating a mission to investigate these tunnels. For
deniability purposes, we'll be hiring freelancers
through a shell company.

[End Audio Transcript] |

Research Park has taken over this section of canyon,

ways that would benefit the Consortium as a whole. A

purpose is to spearhead the Pathfinder Colonization
Initiative and lead the Consortium’s charge to explore,
colonize, and exploit the stars.

Given their mission, it is no surprise that
Pathfinder focuses heavily on finding habitable or
near-habitable worlds on which it can dump inden-
tures and plant a flag for the Consortium. The bulk
of the infrastructure it has built around the gate is
geared towards this effort. Resource exploitation is
its second largest concern, with a number of ongoing
mining operations bringing heavy metals, hydrocar-
bons, and even organics from distant exoplanets
directly through to Mars.

Weighing heavily on Pathfinder’s shoulders,
however, is the fact that as a warden of Consortium
interests, it finds itself answering to hundreds of
Consortium hypercorps and their individual interests.
Though the directives of the Ministry and Hypercorp
Council take priority, Pathfinder’s mission includes
providing incentives to other hypercorps that are part
of the Consortium itself. Many of these corps view
this as a mandate for Pathfinder to bend over back-
wards to meet their demands, which sometimes leads
to harsh exchanges when things don’t go as desired.

MAADIM RESERRCH PARK

The canyon immediately surrounding the gate has been
covered, walled, and pressurized to hold breathable
atmosphere. This habitat may in fact be one of the most
secure areas in the solar system. Nothing gets within 25
klicks that Herzog Security hasn’t tagged and autho-
rized without getting turned into a smoking pile of slag.

Inside this installation, Pathfinder houses a staging
area for gate operations, decontamination chambers,
secure and clean research labs for immediate study
of interesting finds, emergency supply depots, and
impressive defensive systems (aimed both outwards
and inwards at the gate itself). The equipment alone
in this facility is worth billions. The sensor probes
used to scan and analyze new exoplanets include
some of the most sophisticated systems transhumanity
has yet devised. Pathfinder is fortunate enough to
have a small army of inventive hypercorps at its back,
each willing to contribute their latest developments to
the cause, as long as they get a cut.

PATHFINDER CITY
While Ma’adim Research Park is all business,
Pathfinder City is where all of the real action is.
Though still relatively small and less than a decade
old, this settlement is the fastest-growing habitat
in the solar system. New hypercorps and masses of
desperate people swarm here on a daily basis.
Glommed onto one wall of Gusev Crater 40 klicks
to the north of the gate, Pathfinder City has plenty of
room to grow. The initial dome constructed for the
city is already nearly filled, and so the groundwork
for a secondary dome is being laid. New construction
towers in every direction, from crater-wall-hugging
settlements to new skyscrapers.




PATHFINDER: RELIABLE SPONSORSHIP

3
pw 4

Don't be fooled by the gimmicks others use
when hiring gatecrashers. Pathfinder offers
straightforward terms for our gatecrashing
contracts. No hidden terms or unreasonable
bonus goals. Your team knows up-front how
much they will be paid for their services.
Pathfinder knows exactly how dangerous gate-
crashing can be, and the last thing we want is a
team worried about their pay when they are in
a dangerous situation. »

Many have remarked that the growing city is
taking on the color and vibrance of old-Earth cities
such as Tokyo, Hong Kong, or Las Vegas. Much of
the burgeoning infrastructure has little to do with
the gate itself and everything to do with making
Pathfinder City a Place To Be. Casinos, gambling
and gaming dens, dollhouses, and petal pods draw
the desperate and unlucky, priming them for a future
with no option but to sell themselves for gatecrashing
or colonial efforts. Sports activity is also on the rise,
spurred by the wave of gamblers eager to take risks
on low-g air racing, canyon parkour, and more tradi-
tional sporting outlets. Media icons and metacelebri-
ties are drawn here in increasing numbers, and even
the hypercorp glitterati are starting to view Pathfinder
City as a worthy stopover on their hedonistic tours.

The action and nightlife is most concentrated
in the central part of the dome, an area called the
Hub, where credits flow like water. The areas near
the crater wall remain mostly residential, though a
significant portion of these homes are transitional.
Pathfinder pulls in heavy numbers of potential colo-
nists, barracking them here until they can be shipped
out to homestead a new life on a distant exoplanet.
North of the Hub is the corporate sector, where most
of the corps involved in gate missions of various
stripes have physical offices, depots, or facilities.

THE CRASHER 5 BAZARR

Located just south of the Hub in Pathfinder City, the
Crasher’s Bazaar is perhaps the most complete commu-
nity for gatecrashers located anywhere in the solar
system. Not only will you find the latest equipment, but
specialists in the bazaar can easily handle any upgrade
or modification you might need for your morph.

Beyond gear, the Crasher’s Bazaar offers many
specialized services. Does your team need to hire a
specialist with a particular knowledge or skill? For a
reasonable fee you can access private mesh locations
where information about individual gatecrashers is
kept. You can use these to find crashers with special-
ized skill sets, experience with specific environments
or situations, or particular affiliations. A burgeoning
ExploreNet reputation network allows gatecrashers
and sponsors to evaluate each other based on past
missions and e-rep feedback from other crashers.

Both Pathfinder and the various mission sponsors
take advantage of these networks in the bazaar to
announce new crashing opportunities. Most of the
announcements are general in nature and often request
teams to either visit a specific site or office for more
information. Most corps simply treat this as the first
step in finding the kind of team for which they are
looking. Some very specific missions are not posted on
the public nets at all. Instead, hypercorp representa-
tives contact the crashers they are interested in having
do the job, and direct them to a private mesh location
for more information. These private missions usually
require discretion, deniability, or more serious risks—
but the payouts are significantly better.

GATE OPERATIONS

Pathfinder Gate Control operators are masters of
efficiency. Gate connections are established like
clockwork, with everything scheduled down to the
second. Due to staging considerations, missions are
typically grouped in blocks according to type. Two
hours of first-link and first-in exploration missions,
for example, with probes and first-in teams cycled
through a gate every ten minutes, will be followed by
an hour of explorer retrieval ops, where gatecrashers

PATHFINDER CITY CRIME

Though Pathfinder does all it can to keep any criminal
activity out of Ma’adim Vallis, the waft of desperation
and vice lures in criminal cartels. These syndicates
provide everything that the hypercorps do not: illegal
dollhouses, drugs, XP, weapons, and more. Pathfinder
has been forced to crack down on the rise of under-
ground dueling circuits these groups have spawned.
Given their proximity to the gate, these criminals
are eager to get involved in the action, whether
that involves selling counterfeit alien artifacts,
dealing in restricted xenobiologicals, or smuggling
drugs and XP to extrasolar colonists. Some of the

groups are actively seeking to establish a presence
in the exocolonies, hoping to get in on the ground
floor of galactic expansion.

Such fertile, open ground means that numerous
criminal syndicates have been drawn here, though

none has yet gained dominance. Currently a deli-

cate dance is going on between the various groups
as each seeks to carve out and dominate their own
niches without sparking an open conflict with the
others. It is only a matter of time before lines are
crossed or room for growth runs out, however, and
open syndicate warfare breaks out. |
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MARTIAN SABOTAGE

The Martian Gate, Pathfinder, and Pathfinder
City are unpopular with several factions. The
nomadic Barsoomians hold a dim view of
Pathfinder’s affairs and the control they have
over the gate, particular in light of the fact
that the sufis who originally discovered the
Martian Gate were brutally slaughtered by the
Consortium. To the sufis in particular, the gate
was stolen, and belongs back in the hands of
the Martian people. Similarly, the more anti-hy-
percorp elements of the Barsoomian Movement
consider Pathfinder’s heavy usage of indentures
for colonization purposes to be tantamount
to slavery. As a consequence, the rail lines and
supply trains to and from Pathfinder City suffer
periodic sabotage incidents.

Various Martian preservationist groups also
take offense at Pathfinder’s despoilment of
exoplanets, when they’re not too busy pro-
testing the terraforming of Mars. Aside from
waging memetic attacks and online disruption
campaigns, they are known to sometimes take
direct action against colonization assets or new
construction efforts in Pathfinder City. The pres-
ervationists are primarily interested in raising the
costs for the corps more than killing people. H

previously sent through have just a short minute of

rescue bot is shoved through and the gate cycled to the
next address. The decontamination chambers, sample
containment units, and medical gear are then wheeled
out of the way so that several hours of colony check-in
and supply missions can be run, with materials carried
through by drones or in some cases shipped right
through on rail lines that run right up to the gate and

the gate activity never stops.
Given the busy schedule, Pathfinder Gate Control is

They will only keep a wormhole open for as long as

archy, which oversees all gate ops in real-time. They

crashers who were limping towards the gate when their
window of time ran out, or even cut short supply trains
to colonies and research posts mid-transfer, regardless
of the hardships that might mean for the colonists. In

the extra charges applied to sponsors are astronomical.

GATECRASHER BENEFITS

Though Pathfinder only runs a limited number of
exploration ops, they are known to pay some of the

opportunity to step back through before a search-and-

connect with rail lines on the far side. With the excep-
tion of rare debugging and maintenance operations,
notoriously ruthless about timetables and gate usage.

the sponsor has paid for and not a nanosecond more,
barring an executive command from the upper hier-

have been known to intentionally strand wounded gate-

the rare cases they do extend a wormhole’s duration,

best rates for gatecrashing ops among the major gate
entities. The drawback, however, is that their bonuses
for discoveries are average and they offer nothing in
the way of medical care or benefits. They also only
provide the bare minimum of necessary gear; anything
extra must be brought by the gatecrasher or paid for
out of their commission.

Many crashers suspect that Pathfinder actually
sets the rates for crashing agreements, and the other
Consortium hypercorps just copy Pathfinder’s policies.
While most go along with what Pathfinder does, some
crashers have started complaining that Pathfinder
needs to change its attitude towards paying people.
Of course those who complain too loudly about how
the corps pay their crashers often find it difficult to
get missions.

THE PANDORA GATE

Posted by: Sagan Harris, argonaut <Info Msg Rep>

The gate on Saturn’s moon Pandora was the first
to be discovered and the first to be activated and
used after extensive study. In terms of activity, it
remains the gate most dedicated to extrasolar explo-
ration and research.

PANDORA

Pandora is an undistinguished moon of ice and rock.
It is small as far as moons go, measuring out to
roughly 100 x 80 x 65 km, with an average diameter
of about 80 km. Surface gravity is a whopping 0.0034
g, making it an effective microgravity environment.
With the exception of the Gateway settlement, the
nearby Pohl Research Labs, and the distant spaceport,
stationed 50 kilometers away, it remains largely unin-
habited and is off-limits to unauthorized personnel.
A watchful defensive network provided by Gorgon
Defense Systems monitors all spaceborne approaches
and any signs of intrusion on the moon itself.

GATEREEPER

When the Pandora Gate was first discovered by a
Titanian-sponsored survey and research team, the
Titanian Commonwealth was the first authority to
step forward and claim stewardship. Establishing a
microcorp to safeguard and study the mysterious find,
the Titanians were careful to invite other governments,
hypercorps, and autonomists to investigate the artifact.
Though some of the solar system powers were wary
of leaving the Titanians in control of what could be
a dangerous weapon—or worse, some lingering trick
of the TITANs—this discovery was made just shortly
after the Fall and most of these entities were busy
consolidating their power and establishing their posi-
tions in the solar system’s new ecosystem. For their
part, the Titanian Commonwealth’s Plurality made it
clear their stated goal was to study and understand
the Pandora Gate on behalf of all of transhumanity.
Once the gate’s secrets were unlocked, true to
their word the Titanians shared this knowledge of
how to use the gates with the rest of the solar system




(enabling the argonauts and others to create open
source gate control interfaces). Once gate exploration
began and the potential value of the gate as a tool
for colonization, resource exploitation, research, and
more became apparent, many of the other powers
in the solar system placed heavy pressure on the
Commonwealth to surrender its sole control. As a
gesture of good faith, the microcorp that had been
given stewardship of the gate was transformed into
Gatekeeper, an independent hypercorp. Though the
Titanians still hold a major (but non-controlling)
stake, many of the others who participated in
researching the gate (or funding the research) are also
shareholders. These include the argonauts, several
hypercorps (notably ExoTech and Nimbus, among
others), a few individual wealthy investors, and the
Planetary Consortium itself. Several autonomist
research collectives are also nominal shareholders.
Though the Consortium and others still balked at
the level of Titanian influence, these concerns were
mitigated as other gates were discovered.

Gatekeeper’s agenda continues to be exploration
and pursuit of new knowledge on behalf of trans-
humanity. To this end, they offer grant programs,
discounts, and other incentives to research groups and
other non-governmental and non-hypercorp entities.
They work closely with the argonauts to ensure
that knowledge gained is shared with the public at
large, and in fact a select group of argonauts serve as
science advisors to Gatekeeper’s Executive Board. To
fund its costs and operations, Gatekeeper also leases
gate time to hypercorps and other powers. As part
of its commitment to accessibility, Gatekeeper also
opens its gate complex to tourism and media interests,
making it a popular destination for both physical
and virtual fans of gatecrashing. What Gatekeeper is
perhaps most known for, however, is its lottery system
of offering gatecrashing team slots to the poor and
desperate throughout the solar system, paying the
egocasting and resleeving costs of winners to bring
them to Pandora.

GATEREEPER ECONOMICS

For the most part, Gatekeeper adheres to Titanian
economics, though it also still keeps one foot in the
transitional economy of the inner system. What this
means is that, for the most part, Gatekeeper and the
Gateway habitat eschew the use of actual currency in
day-to-day operations. Like much of the outer system,
participation is voluntary and rewarded with @-rep.
Like other Titanian microcorps, however,
Gatekeeper also benefits from investments of social
money issued by the Plurality itself. Unlike other
currencies, social money is purely used as an invest-
ment tool for public works. Measured in kroner,
these investments come from the social money
accounts of individual Titanians and various micro-
corps, many of which take an active role in various
types of transgate operations. In practice, this means
that the Titanians still have a rather large effect on

Gatekeeper’s direction and activities. The easiest way
to get a gate mission pushed through Gatekeeper’s
bureaucracy is to get a Titanian investor or micro-
corp behind the project.

Because Gatekeeper deals with so many hyper-
corps and other entities entrenched in the transitional
economy of the inner system, it works with several
banks that specialize in converting credits to either
kroner (social money) or reputation network favors.
Several of these maintain a presence on the Gateway
settlement to simplify cross-economy transactions.

For gatecrashers, Gatekeeper’s economic fluidity is
the best of both worlds. Gatecrashers are rewarded
in kroner (and sometimes @-rep) for their missions,
which is perfect for autonomists. Non-autonomists,
however, can easily convert this kroner reward to cold
hard credits at one of the aforementioned banks.

GATEWRY

The massive Gateway complex forms two large
semi-circles around the Pandora Gate enclosure itself.
Despite strict security measures, it retains an open
and inviting atmosphere, in stark contrast to similar
gate facilities elsewhere. The outer ring of the habitat
houses offices, museums, and educational centers open
to the public. Many of the entertainment options are
geared towards informing the public about the details
of gatecrashing missions, the history and function
of the Pandora gates, and experiences with various
exoplanetary environments and xenolife.

One quarter of the habitat, colloquially known as
the Crash Course, features outlets geared exclusively
towards gatecrashers and other off-duty gate workers.
Gatecrashers rarely have use for money or rep on the
other side of the gate and, with the dangers involved,
many are looking for enjoyable ways to blow off
steam and reap the rewards of their work. Tourists are
frowned upon in this quarter, and entoptic advisories
do their best to steer them away. The Crash Course is
an excellent place to find quality second-hand gear, as
many gatecrashers return from missions with equip-
ment they barely used. Similar to Pathfinder City, the
ExploreNet social network is gaining traction here,
enabling gatecrashers to judge each other based on
e-rep scores.

Gateway operates according to Titanian
Commonwealth economics. The Titanian kroner is
used for the exchange of goods and services between
microcorps and some hypercorps, and is sometimes
awarded by Gatekeeper, the Plurality, or other micro-
corps for other efforts on the public’s behalf. Basic
living amenities are available to all, and reputation
is relied on for most other information, goods, and
services needs. Some vendors will make exchanges in
credits under the table, to satisfy the needs of visitors
from the inner system or Extropia, though Gatekeeper
frowns on this practice. The settlement’s small but
thriving black market also operates on credits, though
various operators also offer conversions at exorbitant
exchange rates.
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The inner half-circle of the Gateway complex
features sections that are off-limits to visitors: massive
storage facilities, transportation hubs, quarantine
zones, staging areas, and defensive emplacements, all
hidden behind layers of secrecy and security. While

behind these walls everything is all business.

into a large bechive warren of caves in Pandora’s
porous subsurface. A train system serves the complex
itself and also connects it to the Pohl Research Labs
and spaceport.

THE GATE ROOM

at the very center of the Gateway complex, is the
gate room itself. The structure enclosing the Pandora

sive gate itself. Two airlocks separate the sealed
room from the rest of the structure, while polymer
alloy walls that are over a meter thick provide solid

Aside from the gate itself, nothing in the room
remains in a fixed position. Everything is modular
and mobile, so that the equipment and infrastructure
can be quickly adapted to the specific needs of each

probes, sensor stations, decontamination rigs, and
defensive batteries are rolled in. These can easily be

LOST IN NEVERWHERE

Jokingly referred to by some as Pandora’s own
moon, Lost in Neverwhere is a scum barge that
has taken up semi-permanent residence in
Pandoran orbit. Considered by some to be the
true gateway to Gateway, Lost in Neverwhere is
an ideal starting point for gatecrashers look-
ing to load up on black market gear or items
that are otherwise hard to find on Pandora
itself. It is also the premier market for auc-
tioning off goods found in extrasolar systems,
some of which were carefully smuggled past
Gatekeeper’s own customs and quarantine pro-
cedures. Though a substantial amount of these
are in fact counterfeits manufactured by the
scum themselves for gullible tourists, trade re-
mains brisk. XP-casts from gatecrashers are also
a strong commodity here. For gatecrashers, the
barge is also an excellent place to meet with
paranoid clients, pick up off-the-record work
or dangerous missions, or score some entertain-
ment options that Gateway cannot provide. A
regular shuttle service operates between the
Lost in Neverwhere and Gateway’s spaceport,
though the barge also has excellent egocasting
and resleeving facilities and an interesting vari-
ety of customized morphs to select from. |

the surrounding habitat is relatively open and relaxed,

Both areas of the habitat also extend below ground,

Beyond multiple and redundant layers of security,

Gate is ten meters tall, twice the height of the impres-

protection for anything just shy of a nuclear strike.

mission type. For exploration missions, for example,

switched out for the supply trains, cargo drones and
carriers, and personnel movers necessary for colony
logistics missions.

Unique among the gates of the solar system,
Gatekeeper maintains a heavily-shielded and secure
observation deck from which tourists and VIPs can
directly observe gate mission proceedings. Data
from the sensors and probes—and sometimes the
gatecrashers themselves—is piped through a feed
directly to the viewers here. This deck is only open
for select missions and times, and the waiting list
for access is quite long. Access to this deck is also
granted for various media projects that provide
coverage of gate missions and ongoing gatecrashing
x-casts and specials.

GATE 0P5

Following its initial charter mission, Gatekeeper’s
primary focus is on exploration missions, with over
a third of its gate operations devoted to sending gate-
crashers into the unknown. In fact, a major part of
this effort is the compilation of an extrasolar index,
cataloging known systems and worlds. To fulfill
the personnel needs for these missions, Gatekeeper
employs a steady stream of freelance gatecrashers.
Periodically, it bolsters these ranks with a new slew
of lottery winners, bringing the desperate from across
the system to give them a shot at striking it rich—or
die trying.

Research and xenoarcheology missions run a close
second to exploration ops, as Gatekeeper and their
numerous scientific compatriots seek out data that
will enable a richer understanding of the universe.
Much of this work is directed towards developing
new models of star system and planetary formation
and evolution of life. Knowledge gained is immedi-
ately turned around for practical use on exploration
runs, allowing a more nuanced grasp of what planets
are most likely to harbor life or be ripe for coloniza-
tion or resource extraction. These latter missions are
rarely handled by Gatekeeper directly, and are instead
outsourced to hypercorps, Titanian microcorps, or
even interested autonomist syndicates.

Though Gatekeeper does sell off a significant chunk
of gate operation time to hypercorp partners, it seeks
to make the Pandora Gate a resource for everyone,
and so a substantial amount of mission time is
rewarded to outer system autonomists as well. This
has the additional benefit of keeping Gatekeeper and
the Titanian Commonwealth in good standing with
their immediate allies and neighbors.

MEDIA

Though Pathfinder and the Martian Gate are gaining
ground as a media attraction, Gateway is still the
crowd pleaser when it comes to newsfeeds, research
specials, x-casts, and reality shows. The sheer number
of exploration missions still launched from here plays
a major role in this, as media consumers are far more
attracted towards new alien vistas and the travails
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of gatecrashers than more staid colonization and
research projects. Gatekeeper broadcasts recorded
feeds of many first-link and first-in exploration
missions via various outlets. The Gatekeeper media
machine does its best to draw romantic comparisons
between gatecrashers and the noble explorers from
history, or even sometimes to the popular heroes of
mainstream media properties. Though the reality
of gatecrashing is often quite mundane, Gatekeeper
splices this material up with actions cuts from
previous missions, commentary, and even dramatized
simulations.

POKL RESERRCH LABS

Named for the first scientist to die on a gatecrashing
mission (though Pohl continues to gatecrash to this
day, and is one of the most experienced gatecrashers on
Pandora), these research labs are dedicated to studying
a wide range of extrasolar phenomena, from planetary
geosciences to astrobiology to exotic physics. Primarily
operated by Gatekeeper, the argonauts have their own
wing and several cooperative hypercorps and autono-
mist groups also have dedicated subsections. Scientists
from across the solar system vie for opportunities to get
a posting to study or do research here. The site’s mesh
network holds some of the most impressive archives
and data banks on planetary sciences, astronomical
evaluations, xenogenetics, and xenoarcheological
studies. The highly-secure vaults buried underneath the
labs hold the largest collection of xenoarcheological
artifacts and relics collected so far.

THE FI3SURE GATE

Posted by: Kieran Glavin, Oberanian hydroponics
engineer <Info Msg Rep>
Located on Uranus’s frozen moon Oberon, the
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Fissure Gate is valued highly by the autonomists of
the outer system.

OBERON

This cold and distant moon of Uranus is composed
half of rock and half of ice. Its surface is a pock-
marked mass of craters and canyons—an easy land-
scape to get lost or hide in. It is home to the anarchist
spaceport and outpost of Chat Noir, housing about
8000 transhumans. Another 2000 or so are clustered
around the moon in small tin can outposts or at the
Fissure Gate facilities.

Because of Uranus’s sideways tilt, the hemispheres
of Oberon alternate spending 42 years in complete
darkness or complete sunlight. Though Chat Noir and
the Fissure Gate are currently on the sunny side, the
equinox is approaching in a few years, after which
they will be plunged into darkness for four decades.

Oberon has a surface gravity of 0.035, making it a
microgravity environment.

CHAT NOIR

Chat Noir has the flavor of a frontier town, despite
the high-tech amenities. A dome habitat with a
subterranean warren of ice tunnels, like most anar-
chist outposts various public services and infrastruc-
ture duties are handled by collectives, syndicates, or
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ad hoc working groups. There are no laws or legal
authorities, but reputation matters and the locals are
quick to organize a community response to anyone
that overstays their welcome or threatens the safety
of the populace.

Chat Noir is also the primary stopover point
for long-haul transfers in and out of the Uranian
system, so there is a regular rotation of new ships
and their crew through the town. Though most of
these are autonomist, there are occasional visits from
hypercorp missions, ultimates, or even brinkers on
re-supply runs.

Given the importance of the Fissure Gate, and
the fact that it remains the only gate in completely
free hands, the Chat Noir anarchists are wary and
suspicious of hypercorp personnel and other non-
autonomists. Though a few inner system hypercorps
(mostly Extropian) maintain relations with the Love
and Rage Collective, along with some Titanian
microcorps, there have been enough hypercorp
attempts to sabotage operations here or even seize
the gate outright to keep the anarchists well-armed,
concerned, and prepared. Almost the entire settle-
ment can be quickly mobilized as an ad hoc militia.
Incoming spacecraft are scanned at long ranges by
probes to ensure they are not carrying nukes, and
again when they arrive to ensure they are not carrying
any other WMDs or invasion forces. The airspace
for 50 kilometers around the Fissure Gate is strictly
off-limits, with Love and Rage shooting anyone who
violates it down. A wary eye is also kept on any craft
approaching within 500,000 kilometers of the moon.
Though the Oberanian anarchists do not discuss
their defensive networks, autonomist weapon and
defensive designers from around the solar system
have contributed their work to Chat Noir and Fissure
Gate’s safety and longevity.

As a settlement, Chat Noir is slowly but steadily
growing in size, given the attractive lure of the gate.
The habitat already boasts extensive egocasting and
resleeving facilities, and the spaceport is ramping up
to become an even more sophisticated transportation
hub. Entire collectives and work groups have relo-
cated here to help the Oberanians meet the demands
of their growing community.

LOVE AND RAGE

The Love and Rage Collective was formed out of
necessity from the original anarchist working group
that assessed the gate discovery and brought the gate
to active status (with the help of some argonaut gate
experts and open source gate protocols and control
units). Though originally an open group that swelled
its ranks with various anarchist scientists, engineers,
explorers, and administrative organizers who took a
keen interest in the gate and its potential uses, it has
since become a closed group that takes in few new
members. Though there is some concern in autono-
mist circles about the potential pitfalls of the collective

accumulating too much power and influence, the
collective has so far done an admirable job in making
their operations fair, transparent, and accountable to
their autonomist comrades. Should the collective start
behaving in an unprincipled manner or become too
entrenched in their position, it is likely they would
receive heavy censure from other anarchists and
would quickly be ousted.

THE FISSURE FACILITY

Love and Rage has dug out an entire facility in the
Oberonian ice, above and around the Fissure Gate
itself, capped by a set of surface domes. Though not
as large as the hypercorp gate complexes, it is just as
high-tech and well-defended. The habitat is pressur-
ized for atmosphere and heated, though the gate room
itself is kept at a deliberately cold temperature.

One of the surface domes is actually non-human
in origin. The heavily-scorched structure is believed
to be the partial hull of a destroyed alien spacecraft,
found drifting in orbit around an unremarkable
exoplanet. Though it had to be cut into pieces to be
brought through the gate, and they had to enlarge
one of the elevator shafts to bring it to the surface,
the anarchists succeeded in bringing it back, recon-
structing it, and sealing it for habitation. Known as
Enemy Mine, it is now the most respected saloon in
the Neptunian system and features a fine assortment
of anarchist beers.

The facility goes quite deep, down 500 meters
underground to where the Fissure Gate stands. A
memorial to the eleven gatecrashers who died when
they first traversed here from the Pandora Gate is
set off to one side of the entrance to the gate room.
Across from it, another chamber is dedicated as an
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open “memory room,” where gatecrashers leave
real and virtual testimonials, mementos, artwork,
and graffiti about their travels, experiences, and
lost comrades. Here one can find dried flowers from
an alien moon, entoptic displays of alien vistas, a
library of XP-casts from different missions, and
tear-drenched hand-written letters to lost friends

and lovers.

THE ANARCHIST APPROACH TO GATECRASHING

In accordance with the collective’s libertarian socialist
ideals, anyone is free to use the gate, with the excep-
tion of those who pursue commercial interests or
who might endanger the gate or others. One addi-
tional requirement the anarchists place on missions
through this gate is that any rewards they reap be
shared with transhumanity, rather than sequestered
for private gain. This effectively bars hypercorps
from using the gate, though a few have done
so anyway for missions that weren’t specifically
for-profit.

In practice, if you want to use the gate, you
simply register your mission with Love and Rage
and wait your turn, unless you have good reason to
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argue for priority placement—and the rep to back
to it up. Unlike the frenzied schedules and opera-
tions of the various hypercorp gates, Love and Rage
operations are more relaxed and laid back, though
still with a high degree of efficiency, planning, and
safety measures. The sheer volume of missions here
is significantly less. Love and Rage also provides
only minimal support for various missions; gate-
crashers are largely expected to be self-reliant,
though they may always call in favors and ask for
help when needed.

One notable difference with Love and Rage is
that the anarchists will take the time to resolve an
issue or conduct a rescue, even if it means bumping
the schedule. Mutual aid to gatecrashers in need is
considered a stronger priority than timetables, and
the collective actually includes buffer time in the
schedule for such situations.

Most of the missions through the Fissure Gate are
exploratory or research missions. Many research
outfits who cannot afford the exorbitant gate time
fees elsewhere come here to work with the anar-
chists instead. Per their requirement for sharing
the data with all of transhumanity, this means the
anarchists and other outer system autonomists are
often able to reap the rewards from these experi-
ments and studies before the hypercorps of the
inner system can.

There is also a steady assortment of autono-
mist extrasolar colonization projects underway, if
nothing else just to ensure that the Consortium
does not come to dominate the entire galaxy. There
is a stronger emphasis on making these colonies
more self-sufficient from the start, however, so
they are not perpetually reliant on support from
Chat Noir. More than a few religious cults and odd
brinker groups have passed through here, unable
to afford the inner system gates but eager to find
their own world on which they could start their
own society, far away from the influence of others.

Given the accessibility of this gate, there is a
small but interesting number of missions that fall
outside the standard routines. These range from
artists installing their creative pieces in lonely
extrasolar environments, where no living creature
may stumble across them again for centuries, if
ever, to more whimsical matters like rousing easter
egg hunts or similar games on alien worlds. A few
biohacking groups have been making use of the
Fissure Gate to find lifeless worlds on which they
compete to establish new ecosystems with their
own neogenetic creations. A well-loved anarchist
orchestra (without a conductor, of course) sched-
ules a yearly concert in a different stunning alien
environment each time, drawing hundreds of gate-
crashers for the performances. One rowdy group of
anarchist gatecrashers chooses different exoplanets
for periodic games of capture the flag.

THE DISCORD GRTE

Posted by: Zinovy Peikoff, ultimate mercenary

<Info Msg Rep>

Those who glibly name the Discord Gate by its
history of violence fail to see the metaphorical
context of the actual nexus of conflict the gate
embodies. The struggle for control of the Erisian
Gate is reflective of the wider on-going battle
between various ideological factions for the future
of transhumanity. The weak-willed and disorganized
anarchists who discovered the gate were the first to
lose control of it, a clear sign that their philosophies
are already collapsing under external pressure. The
exhumans, who posit that transhumanity is fit only
for subservience to their Machine Gods, briefly held
the gate, but were forced to flee much in the same
way that they have abandoned their own humanity.
While the hypercapitalists now retain nominal
control of the world, exploiting it ruthlessly, they
fail to see their own weaknesses and to understand
that their presence there is reliant on the support
of the ultimates who enforce that control. The wise
are aware that it is in fact the overhumanists, the
ultimates who guard the gate from overhead, that
are dominant in this situation. This is a sign of the
enduring power of our remastered minds and bodies,
that we will soon come to fulfill our heritage and
steer the course of human history.

ERIS AND DYSNOMIA

The dwarf planet Eris lies 55 AU from the sun. Like
other Kuiper Belt and Scattered Disk objects, it is a
cold and barren mass of rock, water ice, and methane
ice. Its surface gravity is a weak 0.068, roughly half
that of Luna.

It is said that only the brave and foolish venture
this far out. Here, the sun is small and insignificant,
but the actions of the strong and free are powerful
and potent.

Largely uninhabited, Eris’s major population
center is Go-nin’s Torii complex and its nearby space-
port. No other settlements are tolerated here, and
space within 500 kilometers is restricted to Go-nin
approved craft and closely monitored out to 500,000
kilometers or more.

The moon Dysnomia is home to Pharos, the base
for ultimate operations in the Erisian system. From
here, we protect the gate from those who would
pervert its purpose. Though Go-nin considers it
theirs, they would do well to consider that they
operate here at our discretion. Without the overhu-
manists to protect them from our genetic inferiors, it
is doubtful they could engage in the petty exploita-
tion that marks the limits of their own imagination
and potential.

GO-NIN GROUR

The ruthlessness with which the Go-nin Group’s
leadership pursues profit is to be admired. Their
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corporation is a well-oiled machine, tuned to the
vision and interests of their directors. The other
hypercorps they provide contracts to, each pursuing
their own specific resource extraction, research,
exploration, or colonization interests, pale in status
to Go-nin. Yet the keiretsu is woefully limited, their
strategy extending only to business and economics,
and missing the larger picture of the future before us.
Though they have shirked the bonds of petty morality,
they remain tied to outdated concepts of honor, and
they do not strive for the genetic superiority that
would mark them as true visionaries.

THE OVERRUMANISTS

The Pharos base is more than a military outpost. It is
the focal point for the surging tendency among the
ultimates that we call overbumanism. Considered one
of the leading schools of thought in ultimate circles,
overhumanism rejects the puerile and decadent
philosophies of egalitarianism and humanism, instead
embracing the potential for genetics and biotech-
nology to compensate for the shortcomings spread
by certain of our species’ demographics. Equality is
clearly a lie when a remastered transhumanity can
boast physical and mental fortitude far beyond that
of our feeble forebears. The time has come to embrace

[NTERROGATION

[Begin Simulspace Audio Transcript]
€ Wha? Unh ... Where am I?

Got it?
€ Or what? Wh—
9 Five seconds, level 3.
€ Aggghhh! Ow ow ow! Stop!
P Name?
@€ Ju—Justin Mannikko
21D?
€ Four five alpha tango seven foxtrot.
D Where were you posted, prior to the incursion.
€ What?
D Seven seconds, level 5.

It was Clato and me.
D Describe what occurred.

D Shut up. From now on, you only respond to our questions.

€ Agggggghhhhh! The maze! In the maze! Sublevel thirteen.

this superiority and place the future in stronger, more
intelligent, and more willing hands.

The anarchists and other parasites of the outer | =z

system shrink in horror from this timeless truth.
Labeling us “technofascists,” they ignore the degen-
eracy and natural inequalities that plague their own
so-called utopias and reject any efforts to bring a
more enlightened guidance towards transhumanity’s
future. The only question among overhumanists is
whether to seize the solar system from their hands or
to leave them here to wallow in their own depravity,
and instead to use the Erisian Gate to create a new era
of overhumanism among the stars. Already some ulti-
mates are establishing exoplanet outposts and paving
the way towards this path.

TORII

The habitat Go-nin has built around the Erisian Gate
is almost entirely underground, carved from methane
ice. Only a spaceport, defensive batteries, and a few
above-ground depots marks its location—and, of
course, the massive crater half a kilometer deep that
resulted when the gate was temporarily destroyed and
the previous base eradicated. This crater has since
been covered, and is now topped with a fresh layer of
ice many meters thick.

in half by some sort of reptilian-looking things. I—I left
because it looked like people needed help.
D Dereliction of duty filed, ignoring direct field commands
filed. Give him level 9.
€ Arrrrrgggghhhh! Ahhhh. Arrrgghhh. Agghh. No ... please
... please, no more.
D Continue. Tell me what you saw.
€ | ... I made it to the gate room. We were keeping them
contained, but just barely.
9 Keeping what contained?
€ |—I don't know. Exhumans maybe, hard to tell. Some
looked like lizards. Others looked like, I'm not sure, bull-
frogs or something. They were tough, well-equipped, hard
to kill. They could jump, too. They were lethal to get close
to, saw one disembowel an armored trooper. They—they
were coming through the gate. They were everywhere, all
over the ceiling and walls. We started dropping grenades

€ The alarms went off. We heard screams over the open
channels, something bad was happening in the gate
room. The entoptic feeds were so chaotic, we couldn’t
quite tell what was going on. | heard a lockdown order,
but it was immediately superseded. We got all sorts of
confusing orders. Stay put, hold fast. Retreat to rein-
forced positions. Move down and engage the enemy.
Must've been kaos Als running rampant on the local
mesh. Clato took off, went for reinforcements. | headed
for the gate.

9 You abandoned your post?

€ Ye—No! | mean, we couldn't tell what orders were legit.
Our position was vulnerable, and we were getting some
gruesome images on the tac feeds—bodies being torn

into the room, but then they broke through.

P Destruction of corporate assets, filed. What did you
do then?

€ | barricaded myself in the control room with some others.
But they started cutting through.

D What else can you tell us?

€ I'm afraid | don’t remember anything else.

D All right, we're through here then.

€ Wait! What about my backup?

D Backup? Your corporate backups are subject to fulfillment
of your contractual obligations, which you clearly violated
with your dereliction of duty.

€ What? No, wait—

[End Transcript] »



To: Mr. Tamahashi
From: Hiratsu Nomura

The honorable and esteemed Tamahashi-san,

| thank you for the opportunity to evaluate Go-nin
Group's holdings on Eris. Please review the summary of my
findings at your pleasure. The full report can be found here.

Asset management designates the current value of the
Torii facility at 154 billion credits. Even a conservative asset
recovery rate of 5% would be below the strategic goal of
7%, however with an income of just over 2.4 billion this past
year, the return rate of 1.6% is far below our expectations. |
feel it is important that you be better informed what assets
and liabilities we have associated with this resource.

The most extensive cost overruns and exaggerated
expenses have arisen from extra security and rebuilding
operations. The Torii complex has required elaborate exten-
sions of its facilities in order to accommodate the extra
traffic and logistic requirements of gate operations. Recent
sabotage incidents and restructuring from past armed
conflicts has required millions more in repair and reinforce-
ment. The rates imposed on us by our contracted merce-
naries continue to rise, and the extra expenses incurred from
the numerous security incidents they have responded to and
resolved have raised costs further. A larger in-house military
presence would allow us to cancel this contract, offering
savings of approximately 350 million credits a year.

Go-nin Group members continue to show mixed profit-
ability when it comes to extrasolar initiatives. Kintaki
Enterprises has had several successful colonization proj-
ects and has increased their market share for agricultural
offerings by 4% since last year, while VB-Ganz GmbH has
increased their profit margin 14% by cutting expenses and
increasing sales of xenobiological-inspired drugs. Hondai,
however, has seen its profits fall by nearly 5% due to logis-
tics-chain issues in its heavy metal extraction operations. |
suggest re-assigning Robert Richter, President of Hondai Eris.

Another significant shortfall is our direct income from
gate operation contracts with strategic partners. The
demands on gate availability have proven much lower than
projected, and attempts to entice new contracts and part-
ners have shown lackluster results. Our corporate account
managers are convinced that the operating costs are simply
too high for many of our prospective clients, and are inves-
tigating means to make our offers more competitive with
TerraGenesis and Pathfinder. One promising initiative is to
offer concessions on contracts that specifically pair clients
with Go-nin Group members or their assets.

One final observation. Operation Icebreaker continues to
be a major drain on Torii-assigned finances and assets. If this
project does not show results soon, | strongly recommend
we discontinue it before it hampers our situation further.

Your Loyal Servant,

The Torii settlement is composed of kilometers
of tunnels and warrens, worming their way around
the crater. Go-nin has carved out a new set of well-
organized caves in the upper layers. These facilities
house residential quarters, warehouses, science labs,
communication centers, egocasting and resleeving
chambers, medical bays, and military garages and
barracks. Everything is managed efficiently and
without fanfare, adhering to Go-nin’s stoic corporate
culture. Though some areas are dedicated to the
logistics of their hypercorp partners and contractors,
the entire complex is strictly guarded and off-limits
to outsiders.

Below these levels is a more chaotic labyrinth of
frozen tunnels, as found here by the gate’s discoverers.
Many of these lengths are still scorch-marked and
bullet-pocked by conflicts of the past. Though Go-nin
has carefully mapped this maze and laced it with
mesh routers for easy navigation, it is not uncommon
for equipment failures to leave some personnel lost
and stranded in these depths for hours.

The gate chamber itself lies at the bottom of the
crater, surrounded by several massive caverns filled
with supplies, sensors, and staging equipment. The
entrance to the gate room is marked by the impressive
wooden forii that gives the habitat its name, a tradi-
tional Japanese gate, rescued from a shinto shrine

from Earth and shipped here at great expense.

Hiratsu Nomura *

The defensive emplacements around this gate are
numerous and reinforced. It is no lie that at least
one exhuman excursion has originated from the gate
itself, and so Go-nin is quite careful to guard against
another such invasion. A platoon of ultimate merce-
naries remains permanently stationed nearby, ready to
defend the installation and repel intruders as necessary.

ERHUMAN 135UES

The threat posed by the exhuman militants in the
Erisian system is sorely overstated. The few cells of
these addled addicts and self-created monsters that
posed a threat to the gate were mercilessly wiped out
by ultimate soldiers. The few times they have dared
approach the Erisian system since then, we have
driven them away or destroyed them outright. The
best these Robot God cultists can do is interfere with

the occasional long-haul shipment or make temporary

incursions to sabotage Go-nin’s operations. The fact
that we have not yet eradicated them as a threat is
simply a testament to their tenacity and proof that
they lack the super-intelligence for which they strive;
a more intelligent opponent would have realized the
futility of their efforts long ago. The anarchists of
Ilmarinen, still sore that they were forced to surrender
the gate to their betters, are just as annoying with
their periodic mesh subversions and isolated incidents
of terrorism. In time, the actions of the bright and
bold will outshine the petty antics of these inferiors.

PANDORA GATES
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RUMORED GATES

Posted by: Webley, scavenger <Info Msg Rep>

Okay, people and post-people, we’ve been dancing
around this subject for a while, so I think the time is
finally right for us to dive in and look at what other
gates might be out there in the solar system and
where we think we can find them. And especially for
you ultra-conspiracy nuts out there (Hi Shadrach!), a
little discussion on what gates may already be in full
use without most of us knowing about it.

First, there’s no logical reason for us to believe that
there are and always will be only five Pandora gates.
Sure, when we found the first one it seemed kind of
unique, but then the others kept turning up, and by now
we’ve all got the sense that we’re just in a gap between
gate discoveries. There’s more out there, and once we
find them, some corp or other group will be very happy.

So if there are more gates out there, where are they?

OPTION 1: ERRTH

Let’s stick with logic for a few more minutes. We may
not know everything about how the TITANs came to
be, but we know where they started, and that was back
on good-ol’ Earth. Since one theory is that the gates
are relics of the TITANS, it only makes sense for them
to start their whole gate project on Earth.

But if that’s the case, how come we don’t know
where it is? The TITANs were very thoroughly

monitored in the last days of the Fall, so you’d think
something like a large nexus point that they were
using for interstellar travel would be noticed. It wasn’t,
however, so that leaves three alternatives. First, there
was a gate down there somewhere, but it was destroyed
in the conflict (possibly even by the TITANs them-
selves). The gates seem nigh indestructible, however,
so that seems unlikely. Second, the TITANs concealed
the gate extremely well. Perhaps even somewhere like
down in the Mariana Trench, some place they could get
to a whole lot easier than those of us who like oxygen.
Hell, for all we know, they may still be using it. Third,
the gate exists and isn’t entirely hidden—someone
knows about it and may even be using it, but they’re
not sharing what they know. In that case, who has it?
Is some hypercorp hiding it as an ace in the hole? Is
the Consortium aware of it, but hiding it because they
want everyone to forget Earth still exists? Or maybe
even that whole Earth quarantine is a way of keeping
it for themselves? Maybe some survivors used it as an
exit strategy, but they’re pissed at the rest of transhu-
manity for leaving them behind, so they hid it good?

OPTION Z: LUNA

A lot of gate-hunters have paid close attention to
Luna, which has the advantage of being near the
birthplace of the TITANs without being a radiation-
soaked hellish deathtrap, like certain formerly blue
planets I could mention. We know the TITANs were

THE SEARCH FOR NEW GATES

Though five gates have been found in the solar
system so far, many are convinced there are more
yet undiscovered. Even the possibility of such a find
is enough to make many major powers scramble.
Control over a gate provides tremendous opportuni-
ties and, if Consortium propaganda is to be believed,
may well determine who will be the dominant forces
in transhuman affairs in future times to come. For
this reason, most political powers keep a watchful
eye open for any sign of a new gate within the con-
fines of the solar system. Many search more actively,
commissioning ongoing projects to scour the system.
Hundreds of individual prospectors also scramble
about the system, checking into various nooks and
crannies, hoping to make a find they can become
rich selling to an interested power—or with more
personal interests in mind. Though such searches are
considered by many to be a waste of time, there are
others who view immortality as a means to take the
long and thorough road to their goals.

The quest to find new gates is confounded by
the fact that gates are notoriously difficult to find.
They are invisible to many types of electromagnetic
scans, so thermal sensors and standard visual rec-
ognition are primarily used. An active wormhole
can be detected by the Hawking radiation it emits,

though this only applies to gates that are in use,
and so is no use in finding dormant gate structures.

Earth is generally regarded as the most likely
place to find a gate, making the interdiction par-
ticularly irksome to hopeful gate discoverers. The
logic goes that if the TITANs did indeed have the
capability to construct the gates, then the Earth
is the most likely place to find one. The fact that
such a gate might still be active and/or protected
by TITAN defenses is lost on no one. Nevertheless,
some gate searchers have teamed up with scav-
engers or even reclaimers in order to pursue
their investigations on transhumanity’s despoiled
homeworld, though so far all have returned empty-
handed, when they returned at all.

Others are convinced that the only way a gate
within the solar system can still remain undiscov-
ered is if it was in a particular obscure and out-of-
the place. To this end, they have taken to scouring
the asteroid belt, taken to inspecting lone asteroids
and comets, or launched themselves towards the
Kuiper Belt and Oort Cloud. There is some specula-
tion that some hypercorp interests have deployed
small flotillas of self-replicating probes towards
these solar system nether regions in the hopes of
making such a discovery. ||




here—*cough*New Mumbai*cough*—so it deserves serious
consideration. The biggest problem with this theory is that we’ve
packed a fair number of people onto that dusty little rock, and
none of them have stumbled across the gate yet. But the TITANs
have revealed that they are some of the best hide-and-seek players
the solar system has ever seen, so there could be one sitting there
somewhere, right under the Lunars’ noses.

OPTION 3: EARTH ORBIT

One theory I like combines the virtues of the Mariana Trench
theory with the Luna theory—proximity to Earth and an envi-
ronment only a TITAN could love. This theory says the TITANs
tossed a gate into orbit around Earth, and it’s floating there still,
along with the copious junk our ancestors left behind and did not
manage to disintegrate while they were busy toasting the stuff on
the surface that actually mattered.

If there’s a gate in Earth’s orbit, my money says it’s the one that
will be found next. Unfortunately, this area is traversed as much
as Luna, so it seems increasingly unlikely that one is here that we
haven’t discovered yet.

OPTION £: VENUS

As T said before, the TITANs were great hide-and-seek players,
and one of the best hide-and-seck techniques of all time is hiding
very close to the seeker while remaining completely out of reach.
The TITANs might have taken some perverse delight in dropping
a gate on the second-brightest object in Earth’s night sky, so that
the inhabitants of Earth could watch it sail in the sky above them
without ever being able to reach it.

There are good reasons to plant a gate on Venus. It would be easily
hidden and there are material resources lying in wait beneath all that
poisonous atmosphere. The logistics of dealing with the hellish heat
and pressure is something the TITANs could have easily handled.

Fact is, this is one of the more persistent rumors out there.
In fact, some rumors say that this gate is already in operation,
a major boon to someone like Cognite, with the capability to
operate in secret for years. Some evidence has even surfaced that
Cognite is up to something sketchy, down there in the clouds.
I’m not on board with this story—I mean yeah, Cognite has the
ability and the attitude to pull something like that off, but I think
they’d find more advantage in holding it publicly.

OBTION 3: THE FRINGES

The solar system is a big, big, big place, and there are plenty of

small chunks of rock and ice zipping about that would be quite
easy to hide a gate on. There are hundreds of thousands of aster-
oids and comets orbiting the sun, most of which have never been
visited by transhumans or even thought about more than being
found in a telescope and listed in a catalog. Many of these are way
out in the Kuiper Belt, Scattered Disk, and Oort Cloud. And that’s
not counting all of the other small dwarf planets and moons that
are mostly boring, uninteresting, and uninhabited.

The main question here is, why would the TITANs bother?
Sure, a lot of these rocks are useful for raw materials, but those
are also plentiful elsewhere. Isolation and obscurity are them-
selves bonuses, particularly if the TITANSs left behind any ongoing
long-term projects that they don’t want us to stumble across just
yet. Certain comets and asteroids act as nice slow shuttles across
the solar system, potentially useful if the TITANs want to drop
something in the orbital path of a planet or something. Most of
these reasons seem unlikely, however.

(X 0 - MESSAGES

And they said that we
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OUT BEHIND YOU- JULES!

JULES :: Yes! The Pandora Gate!
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ANTON :: Fantastic! Now all that
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ERTRASOLAR OATES

Posted by: Sagan Harris, argonaut <Info Msg Rep>

Every wormhole established through one of the
five Pandora gates in the solar system leads to another
gate somewhere else. There have been hundreds if
not thousands of extrasolar gates discovered so far.
Though they sometimes vary in size and features, they
are all quite similar in form and function. The gate
control units adapted to work with the solar system’s
Pandora gates work with these gates as well.

Most extrasolar systems seem to have only one
gate. Several have been found, however, that possess
multiple gates, much like the solar system. These are
gate nexus systems. Naturally these gate nexi are
highly-valued by gatecrashers.

GATE TRAVELOGUE

Posted by: Kastan Gruber, gatehopper <Info Msg Rep>

ENTRY |

Our respects are paid, our gear assembled, and our
spirits are high. Tomorrow we leave through the
Fissure Gate. We have a gate control unit, and our
goal is to wander the universe.

There are five of us. Amna Mazam is in pursuit
of scientific knowledge. She hopes to increase her
knowledge of the galaxy and the way things work.
Jaume Ferrtis and Mwai Odinga, both experienced
gatecrashers, and celebrating 20 years together as
lovers, view this as the next stage of commitment
towards each other. Siouxzi Chu wants to meet an
alien. Myself, I merely hope to reach the edge of the
galaxy, and maybe beyond.

ENTRY 2

Our first gatecrash went perfectly. We traveled to the
autonomist colony of Kropotkin, an outpost on an
icy moon not unlike Oberon. We chose this location
for two reasons. First, it is a nexus point, with two
other gates existing on the moon. Second, it is one
of the locations known to be most distant from Sol
itself, some two thousand light years away. From
this far point, we hope to move beyond the bubble
of transhuman expansion quickly, and head out into
true frontier.

The locals here are very courteous and entertaining,
and have thrown a large party in our honor. We think
they are in part simply quite glad to have visitors.
They were eager for news of the solar system. I would
write more, but one of the women here has caught
my eye.

ENTRY 3

Our plan is to move fast and not linger. Ideally, we will
spend one day in each place before moving on. That is
the minimum that Amna requires to run her tests. She
would like to have more, but does not want to hold us
back. We have agreed to loiter in places that are of excep-
tional interest, but even then no more than 3 or so days.

It was sad to leave the anarchists at Kroptokin
behind. They may be the last transhumans we see for
some time to come. Half of the settlement came out
to send us off.

We were careful to run through our first-in proto-
cols. We don’t want to be wandering straight through
to an environment that is immediately deadly. The
process is time-consuming, but necessary.

Our new destination is cold and quiet. We seem to
be on a large asteroid orbiting somewhere around a
massive blue-white star. Our scout missile may have
located a series of cave openings, but they are too
distant for us to explore. Amna thinks she has found
several local planets in her survey of the skies, but none
of them seem too interesting. Tomorrow we move on.

ENTRY 7

After 4 days of barren, lifeless rocks and alien suns, we
have wandered into the realm of transhumanity again.
Naturally, the first thing they did was shoot at us.

Our first-in sensor check immediately detected
signs of transhuman habitation at the remote gate.
Strangely, there was no registration or claim marker.
We went through anyway, and were immediately fired
on by a set of sentry bots. Siouxzi’s leg was injured,
but our own bots engaged the guardians. Jaume and
Mwai also showed off their combat skills, protecting
the rest of us and making short work of the bots.

As it turns out, we have stumbled on some sort
of hypercorp mining operation. We were lucky
enough to run into some of the indentured workers
first, and they have gone to some lengths to conceal
our presence and the firefight at the gate from their
overseers. They are reluctant to tell us who they are
enslaved to or what resource they are extracting, but
they seem honestly concerned about our well-being.
Amna suspects they may have had unexpected visitors
before, and the bosses may have had them killed.

Siouxzi’s leg is healing nicely, and we plan to leave
soon. One of the indentures has asked to join us. We
are reluctant to bring along someone we don’t know
too well, and who may not be prepared for the hard-
ships ahead, but we cannot simply leave them to rot
as a corporate slave either. The decision is difficult.

ENTRY 1

Today we have found a place as mysterious as it is
beautiful. The gate here exists on what seems to be a
lonely mountain top or plateau. The atmosphere here
is clean and peaceful, if not breathable. Down the
steep cliff faces of this massive height, the land below
is obscured by heavy, noxious clouds. It reminds me
a bit of Venus, watching the swirling currents from
such a height. The probes we have sent into the cloudy
depths have failed and not returned.

Adding to the intrigue, we have discovered clear
signs of alien ruins. Amna is convinced these traces
are unlike any other xenocivilizations discovered
to date. We may stay the full three days, to give her
time to study and take samples. I even found what
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seems to have been some sort of small manufactured
item. None of us can discern its purpose. For all that
I know, I have discovered an exciting set of alien nose
hair trimmers.

Mohammad, the indenture, has been holding up
well. His case morph is unfortunately in poor repair,
most likely due to planned obsolescence, but we may
be able to upkeep his maintenance with our fabber.

ENTRY 17

Today was disastrous. A clear lesson in the hazards of
gatecrashing, and gatehopping in particular.

At first, the world seemed of moderate interest. The
landscape was orange, dusty, and rocky, all craters
and sand dunes. The atmosphere was cold and thin,
heavy with nitrogen. Amna detected traces of ice and
water vapor, and was looking for signs of life. We
ranged quite a distance from the gate, enjoying the
trip, when suddenly the storm hit.

The storm front was like nothing I’d ever seen. A
wall of sand and dust raged towards us at frightening
speeds. Leading the charge were massive tornadoes—
easily half a dozen of them.

We nearly made it back to the gate when the storm
overtook us. We lost our vehicles and bots to the
tornadoes. Worst of all, Jaume was struck in the head
by a large rock, debris flung from the storm. He was
dead before we hit the gate.

It was only worse from there. With no time to
make a good selection, Amna chose a random gate
address. Eager to escape the searing sand, we dove
through recklessly—only to discover that the remote
gate was underwater.

Lucky for us, it was only a few meters deep, and
just off the shore of an island. We almost all made
it, just barely. Mwai even dragged his lover’s corpse
the whole way. But Mohammad, in that lightweight
shell and unable to swim, was caught in a current. We
haven’t seen him since.

Two worlds. Two lives. Now we mourn.

ENTRY 19

This morning we buried Jaume. Mwai kept his
cortical stack. He plans to carry it with him, so they
will still be together on this journey. He is holding up
well, despite his loss.

Having seen no sign of Mohammad, and without
the means to truly search for him, with so much of
our gear lost or destroyed, we opted to move on. We
swam back to the underwater depths of the gate and
found ourselves a new world.

This new exoplanet would be a paradise if we
hadn’t so recently suffered such a tragedy. Now
it’s vibrancy and life seems to mock us. If our lost
comrades could but see this.

This planet is teeming with life. So much so that we
fear for our safety—we have seen signs of large preda-
tors at work here. The local wildlife seems non-sapient,
but there is much variety to it. Siouxzi seems to have
befriended a small local creature. It is somewhat like a

crab, albeit with three legs. It is playful and inquisitive.
Amna is practically frantic, trying to study as much as
she can before we must leave again.

ENTRY 27

Today, we stepped through from one frozen mudball
to another. The locations were in fact so similar that it
was almost haunting. But what was truly spooky was
the way that Amna simply disappeared.

I was right behind her when we stepped through
the gate, with Mwai in front of her. When I came
through, however, it was only Mwai. Siouxzi came
through after, and confirmed that Amna has stepped
through before me. Mwai went back through to look
for her, but returned shortly after. She was simply
gone.

We made the unusual decision to leave the gate
open for the duration of our stay.

Twenty-two hours later, as we made preparations
to leave and move on, Amna stepped through the gate.
She seems as confused as us, wondering at first how
we had established camp so quickly. She remembers
no time lag, but she cannot account for where she
was.

I see the way Mwai eyes her now. He keeps his
weapons near at all times. He no longer trusts her.

ENTRY 33

I fear the cohesion of our group. Siouxzi is growing
increasingly agitated. She feels the strain of being so
far, of potentially never seeing another transhuman
outside our group again. Amna also grows increas-
ingly distant. She hasn’t been the same since her unex-
plained disappearance. Mwai is quiet and resourceful
as always, but I can see the paranoia in his eyes.

The place we are at now, however, has made us
forget all of that. We seem to be on a dead world,
most likely scorched in the supernova that killed
its sun. Surrounding this lifeless chunk is a glorious
nebula of swirling gas and plasma. It is by far the
most beautiful thing any of us have ever experienced.
And so we sit here in our shelter, quiet and distant, in
awe of the universe.

ENTRY 42

Today, unexpectedly, we encountered life: transhuman
life. We seem to have wandered back to the colony of
Bluewood. On one hand, this is a disappointment, a
feeling that we did not get as far as we hoped. On
the other it is a major relief. Mwai is already making
arrangements to have Jaume resleeved. Amna is hard
at work, sharing her research and discoveries with
the colony’s scientists. Siouxzi is off looking for her
pet tricrab, it seems to have run off shortly after we
reached the colony. Hopefully it won’t destabilize the
local ecosystem.

Me? I am relaxing with a stiff drink and a nice
sauna bath, and contemplating the incredible extremes
of our universe.

Life is good.
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Fellow Proxies,

With new exoplanets being discovered on a daily
basis and the catalog of known extrasolar environ-
ments growing to an encyclopedic level, it is a chal-
lenge for our operation to keep abreast of the latest
developments—particularly those that present real
or potential existential threats. To facilitate matters,
I’ve put together this brief guide to some extrasolar
locales that I think every proxy should be aware
of. This collection includes only extrasolar systems
that I think are of particular interest to Firewall’s
mission. Not all of them directly relate to x-risks,
but they may be of major interest for intelligence,
resources, or other purposes. This short guide does
not focus on the mundane or ordinary exoplanets,
of which there are thousands, even if they happen
to be major centers of activity. Instead, these
present substantial x-risks to watch or opportuni-
ties to exploit. In some cases, Firewall has unique
data on these locations that is not universally

known and may even be exclusive to other intelli-

gence-gathering operations.

SOLARCHIVE SERRCH: ERORLANETS.OF NOTE

Précis List :: Custom Filtered :: Attributes (Type/Star/Gate)

Ascension (Terrestrial/F8V/Martian): This Earth-
like world is the shining jewel of the Planetary
Consortium's Pathfinder Colonization Initiative and
the largest extrasolar colony to date.

Chrysaor (Hot Jupiter Moon/G2V/Vulcanoid): This
exomoon is the closest extrasolar location to Earth
so far discovered, approximately 51 light years away
circling the star 51 Pegasi, in the constellation Pegasus.

Dyggvi (Ice Moon/B6V/Pandora): This colony was the
first to be considered an extrasolar adjunct of a solar
system polity. Dyggvi is treated as a full member of the
Titanian Commonwealth and is home to the Titanian
Extrasolar Embassy.

Haplopelma (Terrestrial/KOV/Martian): One of
the exoplanets known to have been visited by the
Iktomi, though little of their presence remains. This
colony is now a major center and pilgrimage site for
xenodeists.

Hiranyaksha (Super-Earth/M4V/Vulcanoid): Of all the
extrasolar colonies, this planet is the largest (23,000

km diameter) and has the highest gravity (1.9 g).

ARCADIR

Let me guess, you’ve never heard of Arcadia, right?
That’s all right, nobody has.

Arcadia is not an exoplanet you will see discussed
in the mesh. Even in the gatecrashing community, its
existence is nothing more than a rumor. The gate
address and star system designation for Arcadia
remain unlisted in public databases. This is because
the group that has chosen to establish a private
hideout here has gone to great lengths to conceal
its existence, including the fact that there is activity

between the Martian Gate and this system.

While Pathfinder is, of course, aware of Arcadia,
as they are cognizant of most activity involving the
Martian Gate, even in upper ranks of the Planetary
Consortium there is little hint of Arcadia’s existence.
The particular group of gerontocrats who have initi-
ated and bankrolled the construction of an aerostat
habitat in this cloudy planet’s atmosphere have also
worked hard to convince Pathfinder to remain close-
mouthed about it. If it weren’t for an information leak
that has passed minor details on the project to certain
privileged circles in the Consortium, even Firewall
would have no inkling of its existence.

Logos (Ice Giant Moon/M7V/Fissure): Established
by AGls, this station is a haven for mercurials and
their supporters.

Moria (Ice Dwarf/M1V/Pandora): This colony, founded
in a series of immense and stunning natural under-
ground caves warmed by geothermal activity, is
considered one of the most breathtaking extrasolar
settlements.

Ne No Kuni (Cthonian/M2V/Discord): This Cthonian
planet, rich in metals, holds the largest extrasolar
mining operation. It is exploited primarily by Go-nin
Group subsidiaries and partners.

Templeton’s World (Terrestrial/MOV/Fissure and

Martian): Originally a Pathfinder colony thought

lost when the cavern housing it collapsed, the survi-

vors here defected to the Titanian Commonwealth
after regaining contact over a year later and finding
that under Pathfinder policy, their resleeved backups
were considered their legal selves and they, now
considered aberrant forks, had no civil rights and
were legal non-entities. *




Who is behind this project? What are
their intentions? Why do they desire
secrecy? These questions remain unre-
solved, despite some efforts by Firewall
vectors to dig deep into the mesh. The
answer could be as mundane as a
private resort for an exclusive club of
the undying rich. It could be some-
thing more intriguing, such as a base
to research dangerous technologies. It
could be something unexpected, like
a secret arrangement for a particular
organization to meet remotely with the
Factors, far from prying eyes.

Until we have some indication
of a potential x-risk, this data rates
low interest from Firewall. We will
of course continue to monitor for
mentions or signs of the project,
however, just to keep on the safe side.

FLOATING ABOVE IT ALL

[Begin Personal Log Transcript,

Source Unknown]

Stepping through a gate is a discon-
certing affair, even if you’re fully
prepared for the different environment.
There’s always that sudden moment of

change, when you find yourself in new gravity, under
a new sky, seeing by new light, and something in
the back of your mind goes hey, you've just shifted
X million light years, so stop feeling like you're in
control of anything. If you’re unlucky, the direction of

the gravity field is skewed or you find
yourself looking down the barrel of
some paranoid security goon’s gun. If
you’re really unlucky, well, you’re dead.
Or worse.

Stepping through from Mars to
Arcadia, the change is simply that
there’s suddenly not much gravity at all.
That, and you’re likely to find a whole
planet hanging over your head—a
ball of whirling clouds, luminous in
local sunlight or glowing gently back
lit. The local gate is parked on a rocky
moonlet, Overlook. The workers
haven’t bothered to roof it over yet;
that’s part of a later stage in the
construction process. They’ve been too
busy mining the moonlet for materials
for their development project. Rather
than push whole spacecraft through a
piece at a time, they set up a string of
autofactories and loaded them with the
minds of engineers who were happy to
work totally virtual for a few months
in exchange for fat bonuses.

The engineers haven’t been told
that they’re actually forks that will be
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ARCADIA

Type:
Terrestrial (Venusian)

Primary Star:
M3V (Red Dwarf)
Gravity:
0.94g
Diameter:
10,300 km
Atmospheric Pressure:

96 atm
Atmospheric Composition:
Carbon Dioxide (92%), Nitrogen (5%)
Surface Temperature (Mean):
480 C
Day Length:

95 days
Orbital Period:

193 days
Satellites:

1 (Overlook)

Gate Access:

None (accessed via Martian Gate
to Overlook)

OVERLOOR

Type:
Tidally-Locked Rocky Moon

Satellite of:
Arcadia
Gravity:

0.01g
Diameter:

630 km
Atmospheric Pressure:
Negligible
Atmospheric Composition:
Trace Argon and Nitrogen

Surface Temperature (Mean):
160 C

Day Length:
15 days

Orbital Period:
15 days
Satellites:
None

Gate Access:
Martian Gate

deleted after their terms. The people
behind this project are quite serious
about no one knowing their secrets.

So now the moonlet is measurably
lighter and there’s a working spaceport
a couple of hundred meters from the
gate. On my visit, after I'd gotten over
the philosophical twitch in my hind-
brain and stopped gawking at the planet
(even though I’'ve seen Venus and other
planets from orbit, 'm still a sucker for
space porn), I picked up my kit and
kicked off, floating over to the port and
the next stage of my work trip.

Five hours later, I finally finished
arguing with the minds and systems
running the port, and they arranged
for me to be on the next suitable
shuttle down to Cloudtop, the oh-so-
misleading working name for the
aerostat project here in Arcadia’s upper
atmosphere. They were confused why
anyone would want to haul a meat
body down into the gravity well at this
point in the project. I didn’t explain,
but I insisted. Of course, I could’ve
pointed out that their masterpiece
will be no damned good to anybody if

it can’t be reached by the people who want to use
it when it’s finished. But, okay, fair enough, it’s not
finished yet.

Which is why the luxury shuttles haven’t been
constructed yet. Those will be two-stage affairs, with

fusion-powered orbiters circling
between Arcadia and its moonlet and
a vectored-thrust aircraft to carry the
passengers that will detach from the
orbiter at high speeds, deploy wings,
and s-l-o-w right down to dock with
the aerostat. (Hmm. Maybe egocasting
from the moonlet and resleeving on
the aerostat will feel safer as well as
cheaper after all. Oh well, not my
worry.) Instead, I had to go in with a
consignment of materials that were
delicate and valuable enough to get
a relatively smooth trip down. I got a
nice well-padded pod, and they even
gave me a real-time display of the flight
procedure—presumably to remind me
that I was taking a stupid risk should I
be in danger of getting bored.

First, the streamlined cargo
container was fitted with a detachable
fusion thruster/scramjet/variable-
geometry aerodynamic array, then
it kicked off the moonlet and spent
a few minutes killing some of its
orbital velocity. That dropped it into
the upper atmosphere, where it could

(o)
—
[ S
o
(L
S
D
(==
T
el
Q
w
<T
(==
—
><
Ll




GATECRASHING OPS

PANDORA GATES

EXTRASOLAR SYSTEMS

GAME INFORMATION

)\

take advantage of the wonders of aerobraking for a
couple of decaying orbits—in other words, a couple
of hours of tedium for me. Once it had decided that
it was now an aircraft, the wings deployed and the
pilot systems shed most of the remaining velocity
with no more than a few bone-jarring bumps. Finally,
the flight system unceremoniously dumped the cargo
container, fired up its scramjet, and returned to orbit,
with a near-audible electronic sigh of relief from its
controlling Al

At which point, if either of the two consecutive
braking chute systems had failed ... well, I’d be
resleeved back on Mars, without even a tale to tell.
Fortunately, they didn’t, and they even put me in about
the right place, gently drifting down at subsonic speeds.
The container shed the second chute, pushed out a
buckytube-mesh balloon, fired up a fusion burner to
fill it, and quietly transformed itself into a Zeppelin,
floating gently through the Arcadian clouds. Half an
hour after that, the radar display I'd been keeping half
an eye on between reviewing work schedule reports
from the aerostat went beep, telling me that it’d found
our destination. A few directed fusion pulses carried
me over until the tug-copters could scurry out, latch
on, and tow the cargo container in.

As T emerged from the passenger pod, the super-
visor that was fussing over the offloading of the
consignment did a very definite double-take. (This
was evidently my day for confusing or annoying
synthmorphs.) It turned out that the moonlet port
systems had neglected to tell it, at any time, that some
inconvenient meatbag had insisted on coming down
this way. I guess that this may actually have been
deliberate comedy, and to be fair, the joke worked.

So I spent ten more minutes explaining myself
to the local construction management systems, and
then I finally walked out of the cargo bay. Which is
how I got to be the first real, protein-bodied, human-
minded transhuman being to gaze upon the artificial
world of Cloudtop.

(That name has to change.)

I began to unlatch my helmet, and the synthmorph
who had hastily been assigned to me jumped forward.
“That may not be advisable, Mr. Hussain,” it said.

I paused and stared hard at it. “And why not?” I
asked. “All the reports assured me that the interior
now contains a fully breathable atmosphere.”

“Well, yes ...” The ego controlling the morph was
human—an engineer named Haliassos—and I could
hear the nervous squirming in its voice. “The atmo-
spheric mix is completely breathable, and the pressure
is fine, of course ...” (Of course; it was slightly below
external pressure, which at this altitude on Arcadia is
one-Earth-normal.) “But there’s a lot of construction
work still going on ... some exotic solvents are in use

... the soil mixes in the landscaped sections are being
sprayed ...”

I gave him my best I’'m-not-laughing smile.
“Nonetheless, you reported the atmosphere as breath-
able. If it proves otherwise, responsibility will be

assigned as appropriate.” I finished the manual
unlatching, told the suit to release the helmet, and
lifted it away, watching Haliassos stand there in
paralyzed confusion all the while. Then I took a deep
breath and smiled a little wider. “There,” I said, “that
all seems fine. You people just need a little more confi-
dence in your work.”

Haliassos turned to lead the way, the robotic shell
displaying complicated human body language cues. I've
no doubt he was still expecting me to drop any second.

Actually, my suit had been telling me for several
minutes that the air was fine for my morph, especially
given its enhancements. However, it never hurts to
keep people off balance.

Another five paces took us out from the entrance
chamber where this little exchange had occurred and
into the main dome-space of the aerostat. Then I did
stop to look around and take things in, and I did
honestly feel quite impressed.

Calling this structure an “aerostat” makes it
sound like a zeppelin—a glorified, stretched-out
balloon, like the final shape of the shuttle system
which had brought me here. (Well, it does to me,
anyway, but ’'m old enough to be old-fashioned.)
That’s not how Venusian-style float-colonization
works, of course. These balloons are dome-shaped,
weighted and constructed to float with the flat base
downwards, and the inhabitants simply live within
the balloon. Perhaps you’ve seen images from the
interiors of Venusian cloud cities, and this aerostat
wasn’t actually any bigger than a lot of those—but
it was uninhabited as yet, which meant that most
of the space was wide open, with dim levels of local
sunlight filtering in and mixing with the glow of the
internal artificial lights.

I looked over to Haliassos. “I see that the other
reports are also accurate,” I said, “so presumably
the problems with the timetable are exactly as bad
as I understand.”

He looked back at me. It looked like he was getting
his confusion under control and deciding to start
prevaricating. “We are having some routine ups and
downs,” he said. “Can I just clarify what your position
is, exactly, and what the purpose of your visit is?”

“You can,” T said. “I report directly to the Beni
Qasim Directorate. Unlike the construction staff, I
am not a contracted temp worker or indenture, nor
have I signed a set of non-disclosure agreements so
restrictive they can make your robotic eyes water.”
(Nor am I an edited fork contracted for a limited term
of work followed by deletion, I most diplomatically
did not add.) “Unlike the compartmentalized work
groups here, I am privy to the entire project plan. [ am
the Directorate’s representative on Arcadia, Andreas
Haliassos, and I need to sort out this little problem.
So shall we proceed?”

Haliassos nodded and trailed along behind me
as I made my way towards the main control deck. I
hoped that my reading of his profile had been correct,
in which case that hammy little speech would have

1



thrown him off balance just enough to keep him
worrying about his job—and maybe even his personal
safety—without giving him time to think about

whether I’d told him the truth about my real mission.

Unless, of course, he was the source of the problem
I’d actually come to fix, in which case he most likely
had me pegged as a threat from the start.

Chances were, somebody on the aerostat was

already wondering if I’'d come to track them down.

The information leak identified by the Beni Qasim’s
intel team was subtle, but definitely indicated that
someone—some outside agency—had at least one
informant in place somewhere on the construction
team. And this was a leak that I was going to stop, as
quickly as possible.

I had not lied to Haliassos, but I told him only part
of the truth. I do in fact report to the Beni Qasim

Directorate—because I am one of the Beni Qasim.

Not all of us are spoiled sybarites and old-money
heirs; some of us earned our places and like to keep
our skills honed. Likewise, the Beni Qasim have their
objectives and priorities, and we don’t like to waste
our money, even if we did inherit it; so when we spend
rather a lot of it building a private hideout beyond a
secret gate setting, we look to keep our secrets.
This was going to be fun.

BABVLON

The Babylon gate opens on to an unremarkable moon
in a tidally-locked orbit around a
scorched terrestrial planet quite close
to a yellow sun. The second extrasolar
location to be explored, the moon
was named after the mythological city
once known as the “Gateway of the
Gods.” Initial studies by Gatekeeper
researchers found nothing of interest
aside from some oddities in the shape
and patterns of the impact craters
scoring Babylon’s surface.

Later, the Martian Gate was also
found to open here, and shortly after
Babylon became headline news. One of
the study teams brought to the moon
by Pathfinder had the luck of detecting
an unknown object orbiting within
the star’s corona. Further analysis
determined that it was most likely a
spacecraft of unknown origins.

Despite the launch of several probes
to investigate the object, further
attempts to study or even reach it have
been largely futile. The craft maneuvers
away from approaching aircraft and
seems to employ cloaking measures
that enable it to effectively hide deep
within the corona. The probes that
have gotten close have been disabled,
presumably destroyed by unknown

BABYLON

Type:

Tidally-Locked Rocky Moon

Primary Star:
G4V (Yellow Dwarf)

Satellite of:

Agade

Gravity:

0.09g

Diameter:
950 km

Atmospheric Pressure:
Negligible

Atmospheric Composition:
Trace Oxygen and Helium
Surface Temperature
(Min/Mean/Max):
—-150 C/60 C/450 C

Day Length:
1.5 days

Orbital Period:
1.5 days

Satellites:

None

Gate Access:
Martian Gate, Pandora Gate

defensive systems. Gatekeeper initiated one recon of
the object with a team of explorers sleeved in sundiver
morphs; these were all destroyed. Further efforts
to reach and study the ship are underway by both
Gatekeeper and an inner system hypercorp, Sirius
Surveys. Recent maneuvering has taken the ship closer
to the star’s chromosphere; should it be able to take
shelter there, it will remain out of our reach.

None of the planets or moons in Babylon’s star
system seem likely candidates for having developed
life. Though it is possible the makers of the craft
originally accessed this system via the gate, building
the ship here, it remains a distinct possibility that the
craft originated from another system and is indeed
capable of interstellar travel.

[MPACT CRATER ANALYSIS

[Begin Excerpt from Sirius Surveys Report on

Babylon Surface]

I am now reasonably convinced that the atypical
and precise nature of the scoring marks over the
surface of the satellite are inconsistent with the
original micrometeorite impact theory postulated
by Dr. Edhino. It is easy to see why it would be the
prevailing assumption, with the obvious similarities
to Earth’s moon and the fact that mysteries require
more work and thus a longer stay here—and who
wants that? I have begun to suspect that they actually
indicate weapons fire, though why someone would be
using this moon for target practice is beyond me. Well,
unless they’ve been stationed here as
long as I have, in which case “boredom”
strikes me as an adequate reason.

Note these samples. Here we have
multiple sites found with deep scoring,
sand fused. The average depth reaches
five meters below the surface, with
some going as deep as thirty meters. As
suggested in advanced modeling, sites
are invariably parallel. The spacing
between glass furrows is consistent. It
almost looks like strafing runs.

Also of interest are the atypical sili-
cates found at thirty-nine impact loca-
tions. These samples match each other
within a 7.05% variance. We have not
found any evidence of the silicates at
other (more traditional) impact sites
or as part of the moon’s crust. Though
precise calibration is difficult, the
youngest of these samples I estimate
to be around thirty years standard,
accounting for surface erosion, which
is minimal. I’d place the oldest at three
thousand years minimum, possibly far
older. It is quite possible that more
ancient samples may be undetectable
due to erosion and other environ-
mental factors.

[End Excerpt]

X




GATECRASHING OPS

PANDORA GATES

EXTRASOLAR SYSTEMS

GAME INFORMATION

)\

[NCIDENT DEBRIEFING REPORT

Subject: Obano Bunuel, Operations Agent, Cyan

Clearance
Assignment: Babylon Rascal Project
[Begin Transcript]

We took a nice, slow approach and followed all of
our standard operating procedures to the letter. We
made a sweep of the area first, establishing that our
ship was the only one in the immediate vicinity, not
that we expected much to be out there. We analyzed
the coronal environment carefully to make sure there
were no hidden surprises lying in wait. We measured
the star’s output against our records to ensure consis-
tency. We tracked Rascal’s position and profile for any
signs of response.

Everything was exactly as we expected to find
it. Any deviations were well within accepted toler-
ance levels.

Satisfied that all was according to plan, we steered
ourselves on a gradual intercept course. When we
were about four hours out, Fernanda initiated the
scan sequence. We knew to expect some interference
from the solar EM, but we figured it was a safe range
from which to start. We were wrong.

Thirteen seconds into our scans, Rascal’s telem-
etry suddenly changed. We saw a ripple along the
outer hull and fluctuations in the outer shell. Seams
appeared where there had never been any before.
We were all so excited. Rascal was online, and we
were receiving pings. It was scanning us back. I
think Zander was the only one with the sense to
be afraid.

I was watching Rascal through the
long-range sensors as it turned and a
series of long narrow flanges or doors
of some kind opened on one end. We
actually started receiving some data on
the interior, but I couldn’t make a lot of
sense of what was on the monitors at
first. Then I realized: Rascal was organic.
It was alive.

That’s when we were hit. ’'m not
sure what the pulse was, but it took out
both Fernanda and Zander and crippled
my systems. I had just enough time to
egocast back out. Then I woke up here.

I know from the review that those last
sensor readings we received didn’t make
it back. But I remember, right before I
evacuated, that the scans were picking
up some intriguing energy patterns from
inside Rascal. Four of them, in fact.

If you ask me, I’d say I was picking up
readings of four things that were alive.
[End Transcript]

Gate Access:
Fissure Gate

BLUEWOOD

Type:

Terrestrial (Earth-like)

Primary Star:
G1V (Yellow Dwarf)

DAYV IN THE LIFE OF A SALAMANDER

Public Lifelog Excerpt
Source: Islar Tennin, salamander-sleeved engineer,

Ukko Jylina
[Begin Excerpt]

I'm telling you, I’ve seen nothing like it. Not even
that storm with the crazy flare patterns two years
ago can compare. There must have been almost
two thousand of the big guys in harbor to see the
presentation. I’ve never seen that many suryas
together. Gatekeeper had pulled out all of the stops
on this recruiting mission. The new broadcast rig they
hooked up made our old tower look like garbage.

“Oh, keep it, regardless,” they say, with a careless wave.

So what was all the fuss about? Well get this, they
want to recruit a squad of Solarians to gatecrash!
They want to shift us to a system called Babylon, to
make contact with something they think is living
in the corona of the star there. None of the old
singers have ever been through a gate before, but
Gatekeeper’s proxies were all smiles, confident that
it could be done. “All parameters have been explored
satisfactorily,” which I guess is hypercorp speak for

“no problem” or something like it. Ushoma and I are
betting that they already crammed a mindless surya
through a gate without just getting sushi on the far
end, so they figure they’re good to go.

Despite the danger, this proposal was actually hot
buzz. I’ve never seen so many surya spot to each
other so quickly. No surya had ever swam in the
corona of another star before. It screams adventure
to them. There’s already talk of forming a new tribe,
of spreading the family to other suns.

You ask me, they’re crazy. One sun
is all I need. I joined the sun swimmer
culture to get away from working
with corps and signing my life away
in contracts. This little newt can see
the danger all too clearly in the teeny,
tiny fine print.

[End Transcript]

Gravity:

1.04¢g

Diameter:
15,300 km

Atmospheric Pressure:

BLUEWOOD

Bluewood is notable as one of the few
true Earth-like worlds discovered so

1.02 atm

Atmospheric Composition:

Nitrogen (75%), Oxygen (22%)
Surface Temperature
(Min/Mean/Max):
-90C/14C/55C

DEVARL O H
AR

Orbital Period:
411 days

Satellites:

None

far. It is also one of the first to be colo-
nized by autonomists via the Fissure
Gate.

Named for the vast expanse of
blue forest that covers its land masses,
Bluewood is both fascinating and
potentially dangerous. The flora
and fauna exhibit properties that
have not been found anywhere else,
leaving some to believe Bluewood’s
life was manufactured—or at least
modified—by unknown entities. The
manner in which the forest has over-
whelmed transhuman colonies and




penetrated information networks is alarming. So far, the forest
seems harmless, but not everyone is convinced that it will remain

so indefinitely.

FIREWALL MISSION REPORT 3199470

Operative: Slider Zone

The first thing you notice when you look at a map of Bluewood
is the forest, which is also the first thing you see when you exit
the gate. Water covers 60% of the planet and all but 9% of the
land area is part of a single equatorial supercontinent. Almost the
entirety of this supercontinent that is not mountainous or desert
is covered by a vast contiguous forest, carpeting ~60% of the land
mass and visible on orbital maps as a solid and uniform slate blue.
This forest is composed of trees with large lapis-colored leaves
and thick, pale, slate-blue trunks that range from 3 to 5 meters
in diameter and 8 to 20 meters high. Some of the biologists I’ve
talked to refer to these plants as separate trees, but others say that
they aren’t. The roots of these trees all connect to those of nearby
trees. Pm told that the vast forest most closely resembles a huge
and woody rhizome.

It’s worth pointing out that blue is an uncommon color in
terms of plant life. When it comes to converting sunlight to energy
through photosynthesis, the blue wavelengths of light provide
some of the best energy conversion ratios. In terms of growth,
plants that absorb blue light have an evolutionary advantage over
plants that reflect it (as blue leaves do). Nevertheless, blue has
come to predominate Bluewood flora.

HARMONIOUS ECOSYSTEM

The bluetrees, as the locals call them, form the basis for the entire
land-based ecosystem. There are a variety of flying and arboreal
life forms that live on and in these trees and other creatures that
live on the ground beneath them. Some of these animals drink
sap from special pockets on the trees; others devour fruit, dead
wood, or fallen leaves. Several years of careful observation have
determined that none of these life forms live off the live trees
themselves or even so much as damage them. Even the insects
do no harm to living trees. More surprisingly, none of the life

forms attack or feed directly off each other. The entire dynamic
of predator and prey is absent on Bluewood. The few carnivores,
for example, are scavengers that feed only on corpses. There are —
parasites that live on the trees and on various animals, but they
do no harm to their hosts. The only time one being on Bluewood
eats another is if the prey has died by accident or natural causes.
As some of the more spiritually-inclined colonists repeatedly
point out, the entire ecosystem lives in harmony. Biologists have
noted that this harmony seems specifically designed to benefit
the bluetrees. Animals that eat dead wood rid the forest of dead
trees and cut away portions of bluetrees that have died without
harming the rest. Other animals eat the trees’ turquoise fruit, either
carrying the seeds or defecating them in locations where bluetrees
have recently died, thus spurring regrowth. There are a wide variety V/
of complex chemicals in bluetree sap and fruit and there is some :
speculation among astrobiologists that the bluetrees may commu-
nicate with or control the animals that feed off of these compounds.

THE DEFENDED FOREST

Despite the lack of predators and the unusual ecosystem of peaceful
co-existence, the forest’s harmony vanishes if the bluetrees are

threatened or harmed. Biologists first observed this behavior when

AABON MILLER
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explorers cut down trees and researchers took core
samples for study. Small squirrel-like creatures, normally
passive and serene, swarmed and bit those harming the
trees. Avian creatures swooped down to peck and claw
at the aggressors. Digging animals attacked with their
large, sharp claws. These animals were clearly unintel-
ligent creatures with no grasp of tactics, but they were
exceedingly persistent and clearly acting to defend the
bluetrees. Thankfully, they ceased attacking as soon as
the trees were no longer in imminent danger.

Initially, several explorers and researchers were
injured by creatures defending these trees. The colo-
nists have since learned that if they need to obtain
samples, clear a path, or otherwise trim or cut a tree,
to use small and durable robots, like a dwarf or a
servitor. The locals make certain that visitors know
collecting dead wood or even breaking off dead
sections of living trees is fine. However, otherwise
harming a bluetree may be putting yourself in danger.

In contrast to the animals’ defense of the bluetrees,
attacking any of the local animals directly causes
them to flee. Most fight back if cornered, but others
of their kind do not join in the attack. Having no local
predators, most Bluewood creatures are not skittish
or shy of transhumans and will not automatically flee.
Sometimes they exhibit curiosity, following or landing/
climbing on visitors to watch what they are doing.

Current research has not yet revealed why a
world without predators would evolve such unusual
responses. Several of the biologists I talked to believe
that bluetrees and the ecology of this planet are an
artificial creation or were at least modified and guided
in their development. As further evidence towards
this, many animals exhibit behaviors that can only
be interpreted as cultivating bluetree growth. For
example, some creatures disassemble fallen trees and
clear the way for new bluetrees to grow.

STUDY AND COLONIZATION

Initially, Bluewood was a biologist’s dream as
well as an obvious choice for limited colonization.
Bluewood’s ecosystem is very different from anything
found on Earth, but as long as visitors avoid directly
harming the trees, the bluetree forest was exceed-
ingly safe and easy to study. Bluewood is devoid of
predators, the air and water are both acceptable to
transhumans, and the waters are free of all hostile life,
including dangerous microbes.

Biologists set up the first botanical research station
five years ago. A year after that, a group of 8,000
autonomists from across the outer system answered
the call put forth by a Love and Rage colonization
initiative to determine the potential long-term habit-
ability of Bluewood. Within two years, the population
of Bluewood had grown to 10,000, including several
hundred biologists. Naturally, the biologists strongly
advised against cutting down or damaging any bluetrees
to construct the colony. Instead, both the colony and
the three research stations were constructed just outside
the edge of the forest, where the ecology was far simpler.

Swelling the ranks of the anarchists and autono-
mists here are a large number of idealists attracted to a
planet where the entire ecosystem is based on harmony
and cooperation. A significant percentage of the colo-
nists are pacifists committed to non-violence who hope
to emulate Bluewood’s cooperative ecosystem. These
include several spiritual and religious sects, from neo-
buddhists and techno-creationists to pantheistic neo-
pagans. Though dedicated to a harmonious lifestyle, it
would be a mistake to consider these colonies vulner-
able to aggression. They retain weapon templates in
their cornucopia machines and, with some exceptions,
are likely to fight for survival if threatened.

Today, the Bluewood colony consists of a pair of
settlements 15 kilometers apart. The original settle-
ment, Arborea, is home to approximately 6,000
transhumans and is located on the western edge of
the bluetree forest, less than 50 kilometers from the
Bluewood Gate. The second settlement, Harmony,
was founded 2 years after Arborea, approximately
150 kilometers south and west, and sits less than a
kilometer from the continent’s coast, 15 kilometers
from the edge of the forest. It is currently home to
approximately 3,000 transhumans.

ARBOREAL INVASION

Within a year of the founding of Arborea and the
various biological research stations, the scientists and
the colonists here discovered just how invasive the
bluetrees could be. Despite being located atop a ridge
clear of bluetrees and some distance from the forest
edge, the original settlement was soon surrounded by
bluetree saplings that invaded between buildings and
other structures. These saplings grew rapidly, and an
extension of new growth soon connected this pocket to
the larger forest. Outlying research stations experienced
a similar encroachment. Any structure erected within 3
kilometers of the forest soon found itself overgrown.

The bluetrees growing around settlements tend to
literally encompass buildings, with limbs growing
right along the surface and intertwining with
branches from other bluetrees. The growth avoids
moving parts like doors or mobile sensor arrays that
move at least once every few days, but everything else
is encased in web-like patterns of slate blue branches.
The structures located closest to the forest are now
largely encased in wood. So far, the bluetrees have not
entered closed structures, nor do they block regularly-
traveled thoroughfares.

The bluetrees inflict no damage or pressure on any
of the structures they grow on and around, but they
are impossible to dislodge. Though the colonists have
refrained from any large-scale efforts to uproot, poison,
or destroy the overgrowth, all attempts to cut back
the branches has encouraged growth and provoked
attacks from Bluewood’s native wildlife. A month or
two after cutting a portion of a structure free from its
covering, the area is once again covered by a network
of branches. Even nanotech bio-defense units have had
limited effect in deterring bluetree growth.



The settlement of Harmony, far enough from the
forest to remain undisturbed, is a haven for colonists
worried about the long-term prospects of living in the
bluetrees’ embrace. Its population swelled as over a
third of Arborea’s residents relocated. The remainder
of Arborea’s inhabitants and the researchers in the
science stations have adjusted to living in environ-
ments surrounded by and penetrated by bluetrees.
These residents remain largely unconcerned and do
not consider the trees to be harmful to themselves or
their buildings. Opinions differ in Harmony, however,
where many inhabitants fear the bluetree activity is in
some way dangerous.

ELECTRICAL ABNORMALITIES

The unusual encroachment of the bluetrees on
transhuman settlements isn’t the only anomaly to be
reported on Bluewood. In Arborea and similar blue-
tree-infested outposts, a demonstrable drain on active
power sources has been recorded. Evidence indicates
that this energy is in fact drawn off by the bluetrees
themselves. On wired power systems, the current
drain measures up to 4%, presumably leeched away
by some form of near-field siphoning. For wireless
energy transfer systems, the power loss can be as high
as 10%, believed to be drawn away by some form
of biological resonance coils in the bluetree limbs. It
is not known what use the bluetree electrochemical
metabolism has for this power, though researchers
assume the power is distributed throughout their root
system. There is some evidence to indicate that this
energy drain may fuel growth and repair of injuries,
as the bluetrees invading transhuman structures seem
to both grow and heal at faster rates.

A similar drain on wireless mesh networks has
also been reported, with an unusually high rate of
data loss occurring on data transfers in bluetree-
enveloped areas. A slight but measurable interference
effect on wireless communications originates from
the bluetrees, though the exact mechanism behind

GATECRASHING RUMORS: BLUE STRAGOLERS

1 Qi

Transcribed from an interview with an anonymous gatecrasher.

Go-nin’s keeping this under wraps, but they've found
evidence of an elder civilization they're not telling anyone
about. They have an observatory set up in an extrasolar
system, and the astronomers there found a trio of blue
stragglers practically next door. What's a blue straggler, you
ask? It's a giant blue luminous star that is a sort of anomaly
in stellar evolution. Y'see, most main sequence stars, after
they've lived a long stellar life, will eventually burn through
all of the hydrogen in their core. At that point they start
fusing the hydrogen in their outer shell, which makes them
expand into a red giant. With a blue straggler, though, you
have a star that normally should have eaten all its hydrogen
and turned into red giant a long time ago, but somehow it
managed to increase its mass and fuel supply and is still

this remains unknown. Even more oddly, there is an
equally high rate of data artifacts appearing on these
mesh networks. Analysis of these artifacts indicates
that they may be a side effect of the interference,
elements of data noise injected into data transfers and
communication links. If that’s the case, then there’s
a major mystery in how these interference effects
mimic mesh protocols enough to inject data and why
standard filters don’t process the noise out.

These discoveries have led to speculation that the
bluetrees are actively monitoring transhuman mesh
activity and may even somehow be working to infil-
trate local mesh networks. Though there is little direct
evidence to back up this claim, research into bluetree
biology has found protein filaments that function
as microbial nanowires with extremely complex
patterns of electrical currents. These filaments connect
different trees together and along with other electro-
chemical interactions suggest that there may be some
sort of data transfer from one tree to another.

OTHER ANOMALIES

The bluetrees grow so densely in significant parts
of the continent that the forest is effectively impass-
able. Some of these areas have been explored with
microbots and nanoswarms, revealing a thick lattice
of woodwork teeming with life. Bluewood astrobiolo-
gists estimate that they have so far cataloged less than
1% of the planet’s species.

The mysterious off-limits interior and abundance of
seemingly-modified alien life have spurred numerous
tall tales and rumors. A common story spread
among colonists tells of wood-lined tunnels offering
passageway deep into the forest’s heart. Others tell
of desperate hypercorp missions sent to investigate
artifacts buried behind a fortress of living wood. Still
others talk of the intelligence that crafted Bluewood’s
flora and fauna and how it still remains active, lurking
in the forest depths, tweaking its creations and
adapting new life forms to the planet’s ever-changing

going. Usually you only see these stars in globular clusters,
out in the halo of our galaxy, where stars are so densely
packed it sometimes becomes easy for a star to cannibalize
fuel from a neighbor and postpone that red giant phase.

It's almost unheard of to find a blue straggler within
the main galactic disc, much less three. So what does
this have to do with elder aliens? Well, let's say you're an
advanced civilization that has been around for a long time.
Long enough that you have to consider the threat of the
stars that your home or homes orbit turning red giant on
you, ruining the habitability of those homes. If you were
advanced enough to somehow mix the outer layers of that
star into the core, you'd give it more fuel to burn in the core
and slow the process of inflation down—ending up with a
blue straggler.
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conditions. Those who believe in this
latter rumor fear that the transhuman
presence may one day be viewed as
too invasive or destructive and that the
forest will be redesigned to wipe the
colonists out. Needless to say, there is
no evidence backing any of these tales
or claims. Nevertheless, these rumors
are popular, particularly in Harmony,
where a defensive mindset is setting
in among the settlers. This paranoia is
even extending towards the residents
of Arborea, whom some Harmonistas
believe to be growing increasingly “off”
and somehow affected by the bluetrees.

BRAK RODEL

To: Sergei
From: Callistrio

Okay, we applied that decryption
key your woman got us out of Mars,

BRAK KODEL

Type:
Terrestrial (Mercurial)
Primary Star:
K9V (Orange Dwarf)
Gravity:
0.77g

Diameter:
9,200 km
Atmospheric Pressure:
0.04 atm
Atmospheric Composition:
Carbon Dioxide (92%), Nitrogen (4%)
Surface Temperature
(Min/Mean/Max):
—220 C/30 €/330 C (25 Ciin valleys)
Day Length:
17 hours
Orbital Period:
EENEIS

Satellites:

Karlinsky: Why you little ... You’d
be fucking dead or worse if I hadn’t
acted with clarity and purpose. And
Brak Kodel is shaping up into a
similar situation. The sooner we nip
it in the bud the better.

Lapousse: Yes, we are aware of your
position, thank you Karol. However,
there are additional considerations.

Karlinsky: Do I really have to remind
you that we are dealing with a
probable TITAN operation? One
showing all the regard for transhu-
manity that we’d expect? A damned
lab experiment, and one that
doesn’t appear to have been closed
out completely yet? Every time we
transfer an ounce of matter through
that setting, we are increasing the
risk that we’ll attract attention. Or
worse, that we’re already doing
exactly what they want, what they’ve

and it worked fine. Good stuff—
especially as it got us the attached.
Interesting reading. Looks like
Pathfinder has found themselves just as
bad a can of worms at the Brak Kodel
setting as we thought. It’s no question
why they’re keeping this so quiet—the situation raises
a host of disquieting ethical concerns. It remains to
be seen how they’ll play it, but we need to define our
own policy on this issue sooner rather than later. This
isn’t just a humanitarian concern, after all, there’s a
serious x-risk factor. Fortunately, it looks like there
might soon be ways that we can get a few sentinels
in on the ground here to assess the situation and stay
primed to act.
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Helen Rasmussen (Board Representative)
Karol Karlinsky (Security Contracts Division)
Qin Shu Feng (Scientific Assessments Coordinator)
Sandrine Lapousse (External Interactions Supervision)

Lapousse: Thank you for your attention at this meeting,
everybody; I thought that it was time to decide what
to do next about this Brak Kodel business ...

Karlinsky: You know what I think already. Close
down the base, pull everyone back, and push a
nuke through the gate with a 30 second countdown.
Forget we ever found it for a decade and then come
back once the glowing has died down a bit.

Feng: Yes if I recall you pushed for that stratagem
before and we’re still dealing with, ahem, fallout
from the information gap created by our hasty action.

None

Gate Access:
Martian Gate

been planning.

Feng: But if the TITANs come back
to any of the gates, anywhere, we’ll
have that problem. The agreed
countermeasures are in place against
that eventuality. I don’t see that the

supposed increased risk in this case is significant.
The Brak Kodel situation also offers returns to
match—more than match. It’s a transhuman-
habitable settlement. There is new technology
here—potentially dangerous, yes, but nonetheless
valuable. And there is value in getting a chance to
study the TITANs” work, to see how they design
and think.

Karlinsky: Brak Kodel is not a transhuman-habitable
world. [invokes an entoptic display, with Brak
Kodel and its star depicted; full information
attached] It is a rock ball with only trace atmo-
sphere in close orbit around a star that’s barely
out of the red dwarf category. There are a handful
of valleys that were roofed over by the previous
owner [invokes a new entoptic display, apparently
showing an enclosed valley on an airless world
with semi-chaotic terrain; image attached], sealed
up, and pumped full of air—

Feng: And with a complete, stable mini-ecosystem
installed, may I remind you? That’s a scientific gold
mine on its own.

Kar