EQUIPMENT
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The vast number of physical objects in the universe and the variation in their potential costs and values defy classification. It is impossible to note and define them all. The objects in this listing are present as indications of common qualities and values.

Each object’s technological level, volume, weight, and price in credits is accompanied by its description. The technological level indicates local technology required to manufacture an item with the capabilities listed. Volume is given in litres, weight is given in kilograms and price is given in credits. An item with negligible weight or size can be carried or worn without difficulty.

This section may be considered a shopping list for travellers. When they originally outfit themselves for an adventure, each character may purchase or acquire items from this list in preparation for action or mishap. This list does not include weaponry or vehicles and for the most part all items are generally available for purchase without difficulty on worlds with a sufficient technology level. 

Objects are in alphabetical order, generally by the basic noun used to describe the object. For example, infrared goggles, light intensifier goggles and sun goggles can all be found in the Gs under “goggles”.

Airlock, Portable (TL9, 2000 litres, 6kg, Cr1000)

An inflatable, portable chamber that can be attached to the vacuum side of a bulkhead, entered and pressurized, allowing a hole to be cut into a pressurized area without depressurization. It includes a patch held in place by pressure that seals the hole when the airlock is depressurized. It spans 500 cm by 20 cm by 200 cm (2000 litres) deflated and 1.5x1.5x2 meters (4500 litres) inflated. It comes with a pressurized air cylinder and an automatic pump

Air Tanks

A complete set of compressed oxygen tanks that allow independent breathing in smoke, dust, gas or exotic (type A and special situations) atmosphere. The chart below shows data for a single tank. Refill:  Cr10.

TL
Volume
Weight
Price
Duration (hrs)

5
5 litres
2.5 kg
Cr500
2

12
4 litres
2.0 kg
Cr400
4

14
1 litre
0.5 kg
Cr200
12

Air Tanks, Underwater (TL 5, 5 litres, 2.5 kg, Cr800)

Equivalent to oxygen tanks but designed for use underwater. Tanks include regulator and breathing connections. Two tanks last 4 hours and weight 5 kg. Refill:  Cr20.

Atmosphere Tester (TL 7, 2 litres, 1 kg, Cr150)

A solid-state device with read-outs indicating the atmospheric percentages of elements present. In addition, a red light glows if the atmosphere is not breathable and a green light glows if the atmosphere is breathable.

Attaché Case (TL 7, 2 litres, 1 kg, Cr75)

Aluminum and magnesium carrying case similar to that used by technicians to carry precision instruments.

Axe, Ice (TL 3, 3 litres, 1.5 kg, Cr25)

An ice axe is frequently useful in making climbs in snow and ice.

Backpack (TL 3, 40 litres, 3 kg, Cr45)

Backpacks increase a character’s carrying capacity.

Ball, Rescue (TL 7, 1 litre, 5 kg, Cr150)

Standard on all Imperial military vessels and on most private ships as well. When folded, the rescue ball is a cylinder 5 cm in diameter and 10 cm long. When deployed, it forms a sphere one meter in diameter that contains air sufficient to last one person for two hours. In case of explosive decompression or other loss of air, a rescue ball allows an individual not in possession of a vacc suit to survive until aid arrives. The user pulls a lanyard, climbs inside and seals the zip closure. The ball is made of a metal-coated plastic film for ease of location by radar and contains a bottle of compressed air, a first aid kit and a transparent window through which the occupant may observe conditions outside the ball. Rescue balls provide some protection from stellar radiation and corrosive and insidious atmospheres for five to seven hours.

Base, Advanced (TL 8, 72 kilolitres, 6000 kg, Cr50,000)

Modular pressurized quarters for 6 persons, with air lock and atmosphere recirculating system. 2 by 6 by 6 meters. Can be carried in the hold of a starship

Beacon, Emergency (TL 9, 2 litres, 1 kg, Cr750)

A combination long-range communicator and signal transponder, the commlink beacon is a very sophisticated emergency signaling device. The internal transponder monitors common emergency search-and-rescue channels (one at a time). When traffic is picked up on this channel, the device simultaneously emits a shrill warning tone to alert users to the possibility that help is at hand and transmits a coded distress signal. Some more expensive models have provision for a taped, auto-repeat distress call, instead of the automatic code signal. In either case, the commlink beacon serves as a means of establishing contact when there is any search being mounted within 500 kilometers and then it serves to continue communications after that initial contact. The transponder operates for 30 days.

Binoculars (TL 3, 2litres, 1 kg, Cr75)

Allows improved vision at greater distances than would unaided eyes. 

Binoculars, Electronic (TL 8, 2 litres, 2 kg, Cr750)

Vision aid providing electronic enhancement of images. Electronic binoculars feature light enhancement and rage-finding capabilities. Comes in an over-the-shoulder carrying case. A sling is also provided for separate carrying.

Binoculars, Image Converter (TL 10, 1 litre, 1.25 kg, Cr12,000)

Most night-vision devices and electronic sights either are sensitive to infrared (heat) radiation or use light intensifiers to detect their targets. Both have minor disadvantages:  IR images can be camouflaged by insulation and LI requires background light to amplify. In addition, the user can only see as far as the unaided eye.

Commercially available at Tech Level 10, the image converter is sensitive to both infrared and visible light. It picks up both heat images and visible-light pictures. The converter can intensify these images, making night-vision possible, as well as magnify them up to 20 times. Both functions are completely adjustable but high intensification will cut contrast drastically, making the resulting images unclear. Automatic polarizers cut in if the image is bright enough to blind. A laser rangefinder is also included.

In infrared mode, personnel may be detected up to 3 km away and vehicles at 6 km. In visible-light mode, personnel may be detected at 5 km and vehicles at 10 km. Note that physical concealment does not necessarily mean that a target is undetectable. The rangefinder is effective out to 7km, making it useful for infantry or hunting use only.

Special hardware/software packages are available for hand computers that expand the capabilities of the image converter. When hooked up to a computer using a graphics package, the image converter can be tied into a map box (allowing others to see what the user sees) and electronic “photographs” can be stored in the computer’s memory. Another package allows the computer to calculate the speed of a target relative to the user.

Physically, the image converter is similar to a set of binoculars. Power packs are mounted inside the converter casing and average one week of constant use.

Binoculars, PRIS (TL 12, 3 litres, 2 kg, Cr3500)

The Portable Radiation Imaging System has many more capabilities than binoculars from any previous Tech Level. The PRIS can be set to observe images in the spectral range from infrared to gamma rays (but not radio waves). 

The front surface of the PRIS is transparent to all radiation. Just behind it is a series of lenses tailored to various specific bands. Besides this, a tight beam laser rangefinder gives an accurate reading on the target within sight up to about 20 km, depending on conditions, with the range displayed as a digital readout in the viewfinder. The PRIS also has a built-in clock and limited memory, so the rangefinder can determine the velocity of the object being viewed by comparing its distance from the observer over time.

The unit can be calibrated to a standard self-precessing gyrocompass, in which case the bearing of the direction viewed will be digitally displayed in the corner of the viewfinder. The magnification strength of the PRIS is adjustable up to 225 times. A built-in flywheel for gyro-stabilization ensures a steady field of view at all magnifications.

Besides its obvious uses in the field, the PRIS also finds itself used in a variety of industrial and engineering applications. Its infrared images can be color-coded to show the ambient temperatures of objects in the viewfinder. A PRIS can therefore be found near every jump drive, to be used by engineers looking for “hot spots” on the drive housing. In other areas of a ship, the PRIS can detect problems in electrical circuits, again by finding an area of higher temperature.

Boots, Climbing (TL 3, 3 litres, 1.5 kg, Cr50)

Sturdy hiking boots worn for long excursions. A well-chosen climbing boot is valuable in reducing the wearer’s rate of fatigue.

Bugs and Detectors (TL 15, 1 litre, 1 kg, Cr1000)

Bugs are nearly microscopic, difficult to detect monitoring devices which enable an individual to hear conversations or to record them for later monitoring. Typically, a bug array is packaged as a small rod containing fifty implantable bugs together with a bug detector. Placed by touching the rod to a wall joint, light switch or some other feature of a room, implanted bugs are not recoverable but they can be destroyed. Bugs send a constant signal to a central monitor. Bugs, once placed, are impossible to detect without a bug detector. A detector is calibrated to detect the signals of bus and to note their location. A bug detector can be set on one of three settings:  Detect, Smother or Destroy. Detect merely indicates the presence and location of a bug. Smother prevents a bug from sensing conversations but allows the bug to remain active. Destroy actually destroys the bug which has been detected.
Bullhorn (TL 5, 3 litres, 0.5 kg, Cr120)

Amplifies voice or faint sounds to very long range.

Cabin, Pre-Fabricated (TL 6, 72,000 litres, 4000kg, Cr10,000)

Modular unpressurized quarters for 6 persons. 2 by 6 by 6 meters. Can be carried in the hold of a starship.

Cable (TL 9, 1 litre, 3 kg, Cr100)

Fine flexible plasteel cable, capable of supporting 250 kilograms. Available in 50 meter coils.

Calculator, Hand (TL 7, 0.25 litres, 0.10 kg, Cr10)

Provides basic mathematical calculations.

Camera (TL 8, 0.5 litres, 500 g, Cr50)

This camera, loaded with film for 20 pictures, is a small (8cm by 8cm by 8cm) box-shaped device complete with carrying strap and viewfinder. Operating the camera ejects a fully developed color photograph of the scene. Correct focus depends on the skill of the operator. Film cartridges (20 pictures) weight 100 grams and cost Cr10.

Carpentry Tool Set (TL 2, 30 litres, 25 kg, Cr300)

Includes basic tools necessary to cut, shape and build with wood. Woodworking may include construction and repair of shelters, buildings or furniture.

Chain Saw (TL 2, 5 litres, 8 kg, Cr500)

Motorized saw for cutting and shaping trees.

Charges, Breaching (TL 8, 2 litres, 2 kg, Cr100)

Breaching charges are shaped charges of plastic explosive designed to blow man-sized holes in walls. The charge is the size of a thick notebook. It has a self-adhesive panel on one side and an adjustable chemical time fuse on the other.

To operate a charge, the user peels the sheet of protective plastic film from the adhesive panel, breaks the pre-scored fuse strip at the desired time delay (five to 60 seconds in five second increments), pulls the primer and dives for cover.

Fire departments and rescue units often have a few breaching charges, which are used in an effort to free people trapped in burning or collapsed buildings. Charges made for such “civilian” use are striped dazzle yellow and black and they usually have a fixed 60-second delay. The breaching charge contains sufficient explosive to breach an armor factor 10 and does 250 damage points.

Clothing, Cold Weather

At low Tech Levels, cold weather clothing consists of boots, pants, hooded coat, mittens and facemask, made from animal skins sewn together. These items may be manufactured from local materials provided several large furs, properly cured, are available. At higher Tech Levels, the protection is afforded by a head-to-toe garment made of several layers of fabric around an insulating layer of fluffy fibers. Below Tech Level 7, immersion in water renders cold weather clothing totally ineffective.

TL
Volume
Weight
Price

1
16 litres
4 kg
Cr200

6
12 litres
3 kg
Cr200

10
8 litres
2 kg
Cr800

Clothing, Desert (TL 3, Cr95)

Rugged, lightweight clothing for use in the desert. Includes white, long-sleeved shirt, white, comfortable long pants, sturdy hiking boots and a broad-brimmed, light-colored hat.

See also Suit, Desert Survival.

Clothing, General

Regular civilian clothes are priced as follows:

Rags
Cr20

Rough/well used
Cr40

Common/a little used
Cr60

Good
Cr200

Fine
Cr600

Elegant
Cr800

Extravagant
Cr1000

Commdot (TL 10, Cr100)

A commdot is most often found used as an adjunct to a communicator, although other uses are becoming more common. One commdot is temporarily affixed to the scalp just behind the ear; another commdot is stuck to the throat just above the Adam’s apple. The microelectronics in the dots can transmit and receive for a distance of only about a meter but this is far enough to put the dots in contact with a large, more powerful device. One can thus use a communicator or hand computer and still keep both hands free for other tasks. Commdots are powered by ultraminiature superbatteries and can be tuned by another device. Most communicators support this tuning capability.

Commdot Multiplexer (TL 10, 0.1 litres, 0.1 kg Cr800)

When a commdot user desires to communicate over more than one frequency at a time or to operate more than one device, a commdot multiplexer is used. The multiplexer is a small box worn on the belt and coordinates activity between the commdot and several electronic devices. The operator can then receive or transmit only on the channels desired and he can turn signals on or off at will.

Communicator

A communicator is defined as a radio transmitter/receiver combination capable of operating off an internal power source. It is portable in the sense that it need not be connected to a power supply. It may transmit and receive both voice and data. Communicators 0.2 litres and under can be worn as earpieces, which are unnoticeable to the casual observer.

TL
Vol (litres)
Weight (kg)
Price (Cr)
Range

5
40
20
225
Distant (5 km)

5
140
70
750
Very Distant (50 km)

5
300
150
1500
Regional (500 km)

5
600
300
15,000
Continental (5000 km)

8
0.2
0.1
75
Distant (5 km)

9
2.4
1.2
500
Regional (500 km)

9
3.0
1.5
5000
Continental (5000 km)

10
0.8
0.4
250
Very Distant (50 km)

12
2.0
1.0
1000
Continental (5000 km)

13
0.2
0.1
250
Very Distant (50 km)

14
1.0
0.5
500
Regional (500 km)

Communicator, Laser (TL10, 5 litres, 1.5 kg, Cr2500)

The laser communicator is a line-of-sight device with a regional range (500 km). This distance is seldom needed on a world’s surface since the distance to the horizon limits the range first but this range often allows contact with an orbiting ship.

The laser communicator’s main advantage is that it provides a tight beam and therefore a private means of communication. Sets of laser communicators are often set up in a “repeater” network. Spaced at a horizon-to-horizon distance, the units can instantly convey a message around a world by retransmitting it from station to station.

Communicator, Video (TL 14, 0.45 litres, 0.2 kg, Cr500)

The video communicator transmits a voice and two-dimensional image over a range of 500 km (regional). The unit is small enough to be carried in a pocket or hung on a belt.

The communicator has a built-in microphone and video camera for input and a small speaker and a polylucent cuprothallium display for output. The cuprothallium display slides into the main housing when not in used and the video camera can be switched off if desired. Commdots can be used to speak and listen if the device is attached to a belt.

By opening the unit up, interior controls can pre-select five different frequencies for current use. One of these can then be chosen using the frequency selection knob on the front of the communicator. The communicator can transmit and receive simultaneously.

When used with commdots, the communicator can be used to set the commdot frequencies to itself. It will also automatically multiplex with a commdot for any of its five active frequencies.

Communicator/Recorder (TL11, 0.1 litres, 0.1 kg, Cr400)

A miniaturized electronic device capable of receiving voice or radio input, recording it and transmitting the stored information on a signal or continuously. Reception and transmission is on the standard voice communication bands. The device can listen for signals and then retransmit them or it can continuously transmit a prerecorded message. The tape length is 10 minutes. The transmitter range is line-of-sight. It spans 25mm by 50mm by 50mm.

Compass, Magnetic (TL 3, Cr10

Indicates direction of local magnetic north, if the world has magnetic poles. May be influenced and give false readings near large masses of iron.

Computer, Battle (TL 9, 28 litres, 15 kg, Cr10,000)

Man-portable battle-coordination system, capable of collating intelligence estimates, providing approximations of enemy forces and of suggesting tactics. It can be linked to unattended ground sensors to increase its potential and can provide visual displays overlaid on maps when combined with a map box. When linked to a communicator, it can direct laser/maser-communication beams to ground or orbital stations, switching to secondary beam paths if primaries become unavailable.

Computer, Hand (TL 11, 0.2 litres, 0.5 kg, Cr1000)

Provides services of a small computer (equivalent to Model/1 in computing power), plus serves as a computer terminal when linked to a larger computer. 

Note that there are several different forms of the hand computer. Physically, they range from the standard “box with buttons” to flexible strap-ons to even goggles (with the images superimposed upon the user’s field of view). More advanced hand computers of the latter type even use the direction of the head as a pointing device. Very expensive, high Tech Level goggle-type hand computers feature a virtual keyboard (projected on the lens but usable by a person’s hands) and can be set up to interpret facial muscle movements (including those of the eyes) as signals.

Constriction Bands (TL 12, 0.2 litres, 0.5 kg, Cr1000)

Used by law enforcement personnel to restrain suspects. They respond only to grip of the person they are keyed to (or an emergency release device, which is provided). They conform to the suspect’s entire hands from the wrist up, making them much more effective than handcuffs against escape attempts. They come in pairs.

Counter, Radiation

Indicates presence and intensity of radioactivity in the immediate vicinity. Can be preset to give a warning signal if levels of radioactivity rise to dangerous levels. Readouts are given in specifics and in terms of danger to humans.

TL
Volume
Weight
Price

5
2 litres
1 kg
Cr250

10
--
--
Cr100

Crampons (TL4, Cr20)

Crampons are special spiked attachments strapped to boots to assist in climbs in icy conditions. Wearing crampons decreases the difficulty of crossing ice.

Crystaliron Aligner (TL13, Cr120,000, 24kg)

This device is a large, hand-held fusing and de-fusing tool that bonds two pieces of crystaliron by aligning their crystalline structure in concert. It uses a combination of high-intensity magnetic and gravitic fields, and an electric current to polarize (or depolarize) the crystalline molecules at the edge of a prefabricated sheet of crystaliron.

Power is supplied by a standard power adapter and cord that must be attached to any 10Mw or higher power source to operate. This device can only bond at the edges of a manufactured piece of crystaliron, since the forces used to make the sheets is much greater than can be projected through a hand-held unit. Bonds created by the unit can be broken by the unit as well.

Crystaliron Cutter (TL13, Cr 220,000, 310kg)

A mounted piece of equipment found in many machine shops, the crystaliron cutter is the equivalent of a band saw for crystaliron. It may use either a focused laser, or a superdense cutting blade (at TL14) to slice large pieces into smaller pieces.

The model is intended to be able to make straight or curved cuts on relatively small pieces of material.

Data-Display/Recorder Headpiece (TL 13, 0.1 litres, 0.1 kg, Cr5000)

This headpiece represents a significant breakthrough in holographic display technology at Tech Level 13. A small rectangle of polylucent cuprothallium provides a constant heads-up three-dimensional display for the wearer. Although useless by itself, the headpiece can be interfaced with virtually any number of Tech Level 13+ devices by using a multiplexer similar to that used with commdots. The multiplexer not only coordinates the information for the user but also synchronously records the multiple signals onto one standard holocrystal for later review.

Their use is common among bridge and engineering personnel on starships as well as smaller craft. For example, someone flying in a grav belt while using a neural activity sensor handset would find it inconvenient (to say the least) to refer to the readout on his backpack. Instead, the sensor’s output is immediately displayed on his headpiece. At the same time, he can monitor his altitude, airspeed, position and the operational status of his grav belt batteries and grav units. If he is also wearing a vacc suit, he can read off his oxygen supply and internal temperature besides.

When desired, the headpiece can be swung out of the way above the head. When the display is turned off, the cuprothallium is transparent. About three percent of the population find it difficult to focus properly on the headpiece and are unable to use the device.

Densitometer, Hand-held

An outgrowth of gravitic technology, the remote densitometer uses an object’s natural gravity to measure its density.

The densitometer records scan data in a three-dimensional matrix. The matrix is processed by the densitometer’s computer to provide a three-dimensional density map of the scanned object or region. Large massive objects (like starships) can be located out to planetary range, while smaller objects (vehicles, heavy metal deposits) can be located at very distant range or less.

TL
Volume
Weight
Price

14
15 litres
7 kg
Cr15,000

15
3 litres
2 kg
Cr25,000

Desert Survival Kit (TL 5, 4.5 litres, 1 kg, Cr450)

A kit containing a variety of items useful in the desert. Includes a 1 litre canteen, first aid kit, salt tablets, folding shovel, a knife with sheath, a signal mirror (for attracting the attention of searchers in the daytime) and a water purification kit. It also contains enough plastic parts, water traps, straws and directions for building three solar stills. The kit comes in a 30cm x 12cm x 12cm pack which can be worn on the back or hip or attached to a larger pack.

Detector, Metal (TL 6, 2 litres, 1 kg, Cr300)

Indicates presence of most metals, although degree of reaction depends on amount of metal present and on proximity.

Detector, Stress (TL 14, 2 litres, 6 kg, Cr1500)

The linear descendant of the polygraph, the stress detector uses readings of a suspect’s physical responses, voice stress and similar phenomena to establish the individual’s degree of truthfulness under questioning. It is not, however, necessarily accurate in its readings and the interpretation of readings is a complex matter.

Disguise Kit (TL 7, 8 litres, 5 kg, Cr1000)

Allows change of personal appearance on a temporary basis. 

Dye, Water

A tube of liquid dye that can be used to highlight a patch of water (around a raft at sea or in a lake near a crash site) with a bright, easily spotted color visible from the air. The primary drawbacks of this form of signaling are the short duration of the colored patch (it lasts no more than 15 minutes in still water and much less if the water is rough or there is any form of precipitation to break it up), and the fact that it cannot be used at night.

The latter problem is offset by dyes available at Tech Level 9. These contain a phosphorescent dye equally visible in day or night. Generally, water dyes are useful only when searchers are aware of the presence of the distressed travellers and are more in need of an exact location than some signal to draw their attention in the first place. A tube provides a single dye patch of standard dimensions.

TL
Volume
Weight
Price

4
0.3 litres
0.2 kg
Cr25

9
0.1 litres
0.1 kg
Cr50

Echo Sounder

A device that sends out a pulse of high-frequency sound and then reads returning echoes to give a range between the sounder and any obstruction. Low-cost models are usually effective to no more than 80 meters and at ranges of over 40 meters, they have little accuracy. More sophisticated models (available at Tech Level 7) are capable of showing a fairly detailed display of the area at which they are aimed, including animal life and other details.

Echo sounders are usually mounted aboard boats and submersibles, where they service as depth finders. Portable models, however, can be mounted in waterproof camera housings and used by divers. They not only determine depth but also can be used to find horizontal ranges.

TL
Volume
Weight
Price

6
2.5 litres
1 kg
Cr300

10
0.4 litres
0.2 kg
Cr150

Electronic Tool Set (TL 7, 10 litres, 5 kg, Cr2000)

Necessary tools for basic assembly and repair of electronic devices such as communicators, detectors, sensors and control instruments.

Filter Respirator Combination (TL 5, 1 litre, 0.5 kg, Cr150)

A combination filter mask and respirator that allows breathing of very thin, tainted atmospheres.

Flare, Smoke (TL 6, 0.5 litres, 0.25 kg Cr12)

These flares emit both a bright light and a pillar of colored smoke for 15 minutes after ignition. Once set off, they burn constantly and cannot be shut off. Sighting in either day or night is nearly automatic in line-of-sight. Smoke flares are specifically designed to be hand-held or implanted in the ground.

Flare Gun

A flare gun is used for long-range signaling and it has a number of applications, both civil and military. It consists of a pistol-like launcher that can fire any of several types of flares up to 50 meters. In addition to being used for signals, it can fire illuminating flares that can be used for spotting purposes at night.

A signal flare is a standard type that provides an easily noticed trail of light (but no real illumination).

An illuminating flare for 30 seconds lights up everything in a radius of 50 meters around the firing character. Such flares are always noticed at night but have little effect by day.


TL
Volume
Weight
Price

Flare Gun
5
1.5 litre
1 kg
Cr75

Signal Flare
5
0.1 litre
0.25 kg
Cr10

Illum Flare
5
0.1 litre
0.25 kg
Cr25

Gauge, Depth

A device for registering the pressure of water around a diver. Several models are available, which vary in accuracy and in special features. The simplest types register pressure only (forcing the diver to be familiar with the pressure/depth relationship for the specific planet). Of similar quality and price are gauges manufactured for diving on a specific world, which calibrate depth in meters (or other local measurement) rather than by pressure. In addition to concerns over reliability, characters should be aware of the danger of diving with a depth gauge calibrated for a different planet.

At Tech Level 8, a more elaborate model of depth gauge is a digital unit that records time as well as pressure and specifically processes information and decompression stops and durations.

Most sophisticated of all (at Tech Level 9) is a device which can be programmed to show pressure, decompression data and depth in meters for any world merely by making some simple entries before diving.

Depth gauges are worn on a wrist mounting and usually require occasional battery charges for power.

TL
Price

6
Cr25

8
Cr150

9
Cr250

Gauge, Tank Pressure (TL 6, Cr25)

A gauge showing the available air supply left in air tanks. A basic model shows this information in terms of one atmosphere air supply (forcing the diver to convert for current depth). An advanced version can be tied in with a programmable pressure/depth gauge to give readouts of actual air supplies at specific depths.

Geiger Counter (TL 10, Cr100)

A small (matchbook-sized) device which measures radioactivity in the immediate vicinity of the bearer. Readouts are in specifics and in terms of danger to humans. Weight is negligible.

Gill, Artificial (TL 8, 6 litres, 4 kg, Cr4000)

Designed to extract oxygen from water, the artificial gill is a complex device that allows a virtually unlimited time underwater. A tank included in the mechanism carries a charge of nitrogen or helium, which is mixed with extracted oxygen. Exhaled carbon dioxide is eliminated, with the helium or nitrogen being recirculated. Some models have CO2-absorbent chemicals, like a rebreather, to eliminate bubbles for covert dives.

The two chief dangers involved using the artificial gill are anoxia and hypoxia.

Anoxia occurs in some layers of water where oxygen content is too low to allow extraction. This is normally a rare occurrence but should be watched for. Victims of anoxia must be given air within five minutes or they will probably die.

Hypoxia occurs when a fault in the mechanism delivers an insufficient volume of the mixed gas (nitrogen or helium) to the diver. Shots of pure oxygen have an intoxicating effect and should be treated much like nitrogen narcosis. Hypoxia is based on the reliability of the gill.

The artificial functions only in thin, standard and dense atmospheres.

Gill, Bionic (TL 14, Cr35,000)

A surgically implanted device which enables the human body to function freely in the undersea environment. The individual breathes water as freely as air using a small intake device that is tied to the implant when a dive is made. The lungs are filled with water to equalize pressure, but water is not actually “breathed” through the lungs.

The chief danger of the bionic gill is a problem in adjusting from one environment to another. Water trapped in the lungs upon resumption of air breathing can be a threat, which is primarily controlled through experience.

Gill, Powered

A variant of the artificial gill, the powered gill is similar in function but quite different in actual design. Using a power pack to provide the high levels of energy required, the powered gill converts water to hydrogen and oxygen. It expels the hydrogen and combines the oxygen with a carried nitrogen supply. The powered gill has all of the same basic limitations as the artificial gill but it is lighter. Power supply is good for 36 hours of use between recharges. Bubbles (from hydrogen, broken down by the unit) cannot be masked.

At Tech Level 13, a miniaturized refinement of the standard powered gill employs the same principles but is much smaller. It consists of a lightweight, mouthpiece-breathing device with a small battery and a container of pressurized nitrogen attached to the unit. The unit will not accept helium and thus it is limited by the threat of nitrogen narcosis to pressures of 3 atmospheres or less. Total operating time is no more than 1 hour.

TL
Vol
Weight
Price

12
4 litres
3 kg
Cr5000

13
1.5 litres
0.5 kg
Cr7500

Goggles (TL 5, Cr15)

Lightweight, plastic eye goggles that provide protection against windblown sand, dust, and sun glare.

Goggles, Combination IR/LI (TL 9, 0.3 litres, 0.2 kg, Cr1250)

These goggles combine light intensification and infrared radiation detection in one unit and are worn like eyeglasses. They allow vision in anything more than total darkness and can detect heat sources up to 50 meters away. Most types have automatic sensitivity control in the LI mode to prevent blinding by a bright light source and they can be adjusted manually in both the LI and IR mode by a knob mounted on the earpiece.

Goggles, Infrared (TL 6, 0.5 litres, 0.25 kg, Cr500)

Allows wearer to see exothermic (heat-emitting) sources in the dark such as animals, fires or hot engines. The quality of vision is necessarily distorted as heat sources,  not reflected light images are being viewed. IR goggles also provide protection from windblown particles.

Goggles, Light Intensifier

Allow vision by intensifying ambient light and are usable in anything less than total darkness. LI goggles may allow darkness penalties in night or combat situations to be reduced or ignored. LI goggles also provide protection from windblown particles.

TL
Volume
Weight
Price

7
0.5 litres
0.25 kg
Cr500

10
0.5 litres
---
Cr400

Grapnel (TL 2, 4 litres, 2 kg + rope, Cr15)

A grapnel is a hook at the end of a line, which is used for attempting climbs up sheer pitches. Maximum range to throw a grapnel is about 30 meters. Thus, seven separate climbs would complete a 200-meter pitch (planting the grapnel on a ledge or projection , climbing to it, then repeating). Grapnel climbing bypasses the procedure of sending up a lead climber; each climb is equivalent to a regular climb up emplaced ropes.

Grapnel Gun (TL 7, 6 litres, 10 kg, Cr100)

At Tech Level 7, a grapnel launcher becomes available which doubles the range of a grapnel to 60 meters.

Grav Belt

A standard issue Tech Level 12 grav belt looks like a parachute harness with a “stiffener” that runs down the back and has a series of artificial gravity modules around the waist. The grav belt weighs about 10 kg but once it is turned on, a neutral control setting eliminates this weight.

This configuration provides 300 kg of thrust for four hours between charges. The grav belt has a maximum speed in an atmosphere of 300 kph, a cruising speed of 225 kph and a nap-of-earth speed of 40 kph.

TL
Volume
Weight
Price

12
25 litres
10 kg*
Cr100,000 (4 hours per charge)

15
15 litres
10 kg*
Cr110,000 (8 hours per charge)






* when not activated

Hammer, Rock (TL 2, 1 litre, 1 kg, Cr10)

A rock hammer is required to set a Tech 4 or Tech 7 piton.

Handcuffs (Cr25; TL 2)

Weigh 0.3 kg. Higher Tech Levels produce lighter designs.

Heatsuit (TL 8, Cr300)

A skin-tight, head-to-toe covering which provides protection against extreme cold. A power source drives a network of heating filaments in the fabric. An internal thermostat allows any apparent temperature, negating the effects of low temperatures and wind chill.
Heatsuit Battery (TL 8, 0.5kg, Cr40)

Disposable battery capable of powering a heatsuit’s filaments for a period of 72 hours.

Heatsuit Power Pack (TL 10, 1 litre, 2 kg, Cr500)

An energy source designed to replace the battery for a heatsuit. It powers the suit for up to 144 hours without recharging and it is capable of recharging in one hour from any standard power source.
Helmet, Transparent (TL 8, 6 litres, 0.75 kg, Cr30)

A "goldfish bowl" type of helmet, this protective device has certain advantages over the protective mask. It is lighter, offers more protection against irritant atmospheres, and does not hamper the wearer as much as the clumsier mask. The helmet can be fitted with oxygen tanks. It can also be worn with a protective suit or vacc suit in corrosive atmospheres.

Hoist, Climbing (TL 8, 0.5 litres, 1.5 kg, Cr175)

This hoist is a battery-powered motor that drives a reel with 25 meters of cable. It has a hook on one side for attachment to a belt or harness and another hook on the opposite side for the cable. A rocker switch in the handle controls direction, and an adjustable clutch controls speed. The reel can also free wheel. Power lasts for about one hour before the batteries need replacing. A hand brake can lock the cable in position and a centrifugal brake keeps the cable from unwinding too rapidly. Capacity is 125 kg.

Hoist, Jumar (LT 6, 2 litres, 1 kg, Cr50)

A jumar is a personal hoist that makes roped ascents and descents much easier to undertake. Jumars do nothing to increase speed. They merely make the climb easier.

Hoist, Mechanical (TL 1, 20+ litres, 10+ kg, Cr50+)

A mechanical hoist is used to haul heavy weights (supplies, people, etc.) up walls and steep slopes. Hoists of this type rely o people to furnish the lift. A mechanical hoist can be built to almost any specifications and the size of the load is limited only by the breaking point of the rope. Capacity is at least 500 kg.

Hoist, Powered (TL 8, 40+ litres, 25+ kg, Cr100+)

A powered hoist replaces the mechanical hoist around Tech Level 5-7. A power source is required, which replaces the need for individuals to haul a load up by brute strength. Capacity is at least 1000 kg.

Jump Boot (TL15, 100 litres, 800 kg, Cr 250,000)

A jump boot is a large canister containing chemicals that expand into a hard foamed mass when mixed. The canister fastens onto (or hits) the ship's hull and triggers on contact or by remote control. A single canister produces about 10 displacement tons of hard, low density, lanthanum-laced, foam spread over the ship's hull. The foam makes contact with the jump grid on the ship and increases the volume contained in the jump grid above what the jump engines are capable of handling. Large ships may require several boots to exceed the jump engine's safety margin.

Removing the boot requires repair at a class C starport or better or, in an emergency, a few blasts from a plasma cannon.

They can be fastened on a ship by the authorities or be delivered by missiles, though missiles require a contact hit and are only effective on ships without point defense systems.

Lamp, Gas or Oil (TL 2, 1 litres, 0.5 kg, Cr10)

Provides about 6 hours of light and heat. Refills of oil or gas cost Cr2 each.

Lantern, Cold Light (TL 6, 0.5 litres, 0.25 kg, Cr20)

The flashlight provides three days of light, without heat, in continuous use.

Locator, Inertial (TL 9, 0.5 litres, 1.5 kg, Cr1200)

Indicates direction and distance traveled from any pre-set starting location. Accurate to within one-tenth of the total distance traveled. It may be carried on a belt or sling.

Lock, Combination (TL 5, 0.05 litres, 0.25 kg, Cr30)

A nested series of notched disks are rotated by a numbered-out disk to points where a tumbler falls into each notch. These locks depend upon the large number of possible combinations for security. These are also available as padlocks.

Lock, Electronic

Any of several types of locks that depend upon solid state circuitry to arm and disarm them. Most have an automatic locking device in case of power failure. Versions that are more expensive have their own power sources (either primary or backup). All electronic locks can be set to give selective access (that is, to limit access of certain individuals to certain times of day).

Keypads are similar to combination locks in that a series of numbers or letters must be entered in order to open them. This lock usually takes the form of a terminal-like keyboard next to a door. Magnetic readers recognize the coding imprinted on a magnetized strip. This coding is usually sealed in a plastic card. Fingerprint readers contain a small sensor that recognizes the distinctive markings on the skin of a thumb pressed against a glass or plastic plate. Voiceprint readers identify the distinctive tones of the individual voices. Retinal scanners identify the distinctive pattern of blood vessels in the retina of the eye.

Metabolic scanners are a sophisticated network of scanners and sensors that distinguish individuals by various physical and chemical characteristics (size, mass, retinal patters, voice patterns, brain waves, or blood analysis). Some models may require a small sample of tissue (such as a hair or a drop of blood) to be deposited into the lock. More advanced version require the user only to be near them.


TL
Price

Keypad
7
Cr40

Magnetic reader
8
Cr50

Fingerprint reader
8
Cr50

Voiceprint reader
8
Cr75

Retinal scanner
9
Cr75

Metabolic scanner
9
Cr200

Lock, Tumbler (TL 4, 0.1 litres, 0.25 kg, Cr25)

The first true locks, they work by moving small metal or plastic pins into sleeves measured to precise lengths. When the tumblers are moved the proper distances by a properly shaped piece of metal, the latch is free to move. Two keys generally come with each lock; duplicates can be made for a few credits. Tumbler locks can be keyed to work for several different keys, allowing some keys to open a series of locks, others only one. Padlocks (small, readily portable versions of the tumbler lock) appear at Tech Level 5.

Lockpick Set (TL 5, 0.5 litres, 0.25 kg, Cr10-100)

Allows picking of ordinary locks by a dexterous and skilled user. Lockpicks are illegal on most worlds; on such worlds, the cost rises to Cr100 or more.

To successfully pick a lock, roll 8+ (+TL of lockpick set, -TL of lock). A lockpick set of a given Tech Level cannot be used against types of locks of higher Tech Levels but it may be used against a lock of a higher Tech Level if it is equipped to deal with that type of lock. For example, a TL 6 kit cannot be used against electronic locks since these begin to appear at TL 7. However, the same kit could be used against a TL 7 deadbolt lock, albeit at a slight disadvantage. The difference in Tech Levels is used as a modifier to the success roll.

Machete (TL 4, 2 litres, 1 kg, Cr125)

Blade used in cutting vegetation to clear a path or a campsite.

Map, Electronic (TL 9, 1 litre, 1 kg, Cr2500)

The “map box” is a compact (250 mm x 250 mm x 10 mm, which expands to 1 m x 1 m x 10 mm when opened) display system for computerized maps of a world. Scale may be adjusted. Most inhabited planets have mapclips (diskettes until Tech Level 13, holocrystals at higher levels) available for Cr150. When not available, two orbital sweeps of the world are required to obtain the necessary photographs to construct a map chip. Blank mapclips are available for Cr30.
Mask, Face

Various types of masks are available. They permit clear vision underwater. In addition, if chemicals in the water are particularly irritating or dangerous (by the effect of pollutants, at atmospheric taint or some other condition imposed by the referee), a mask is necessary to prevent damage to the eyes.

The simplest types of facemask appear at Tech Level 5. More sophisticated models, rigged for full head coverage to permit the use of radio or other special gear, appear at Tech Level 7.

TL
Vol
Weight
Price

5
0.5 litres
0.25 kg
Cr20

7
0.75 litres
0.5 kg
Cr75

Mask, Filter (TL 3, 1 litres, 0.5 kg, Cr10)

A filter set which allows an individual to breathe tainted atmospheres.
Mask, Protective (TL 6, 1 litre, 0.5 kg, Cr25)

For use in irritant atmospheres, the protective mask covers the wearer’s mouth, nose and eyes and it hooks up to an oxygen supply, which makes it ideal for use in atmospheres containing mild amounts of ammonia, sulfur compounds or minimal amounts of chlorine.
Mechanical Tool Set (TL 5, 30 litres, 20 kg, Cr1000)

Includes basic tools necessary to repair and alter mechanical devices, including vehicles and guns.

Medical Kit (TL 7, 20 litres, 10 kg, Cr1000)

A modern first aid and medical treatment kit, containing drugs, surgical supplies, and diagnostic materials for use by doctors and emergency medical technicians. This medical kit is sufficient for both  minor and serious wounds and it can be used for the treatment of animal injuries, radiation burns, chemical burns, poisoning and drug overdoses.

The exact contents of the kit vary by Tech Level but most include a diagnostic computer, stimulants, sedatives, antibiotics, metabolic enhancers, and metabolic reducers. It is also assumed that the kit includes miscellaneous supplies like surgical tape, liquid sterilizer, scissors, medical utensils, syringes, and the like. 

The kit's price is Cr1,000, but retailers usually price packages cheaper than what it costs to buy all items contained in the package individually. Given this, the total price of all items contained in the kit cannot exceed twice the price of the kit. Also, the kit itself will cost something, and a standard price for the actual kit is 10% of the retail price of the kit including supplies, so Cr1900 is available for characters to spend if they want to customize their own medical kit.

Medical Scanner, Computer (TL 12, 2 litres, 1 kg, Cr25,000)

This larger, hand-held version of the pocket medical scanner (below) takes rapid readings just like its smaller cousin and thus it greatly reduces the time spent on a medical diagnosis task. The larger scanner differs from the pocket version in that this hand-held model includes a complete expert system diagnosis computer, which allows individuals with little or no medical skill to diagnose and treat illness and injury.

Medical Scanner, Pocket (TL 12, 0.2 litres, 0.1 kg, Cr10,500)

The pocket medical scanner is an indispensable device in the satchel of any physician. Medical skill is not needed to operate the scanner but the skill is necessary to properly interpret the readings. A doctor or nurse needs only to press against the patient’s chest with the small disk-shaped probe. In five to ten seconds, the scanner accurately determines body temperature, blood pressure, pulse rate, respiration rate, level of neural activity and fluid balance. This useful device greatly reduces the time needed to make a medical diagnosis task. The scanner probe can actually be used anywhere on the subject’s body but no respiration rate is available except when taken from the chest.

Once the reading is made, pressing a small button on the device records the values in the scanner’s memory. These records can be called up later for review. Set points on the scanner can be keyed in, so if readings reach a certain level (either high or low), the scanner beeps to alert the attending physician. Small adhesive pads are used to attach the scanner temporarily to the chest for this purpose.

The medical scanner is optimized for use on a given race, so using it on members of another alien race does not work. An individual skilled in electronics and medicine could, however, try to modify a particular device to work accurately for another species. One exception to this rule does exist:  the same device can be used for humans and Vargr.

Vacc suits at Tech Level 12 and above  are designed with special contact points to allow a medical scanner to be used without requiring removal of the suit.

Metalwork Tool Set (TL 4, 50 litres, 50 kg, Cr1500)

Includes basic tools necessary for metalworking, welding and shaping. Metalwork may include the construction and repair of shelters, vehicle bodywork and alteration of metal structural items.

Mirror, Return  (TL 9, 15 litres, 20 kg, Cr500)

A device consisting of several mirrors in combination such that they will reflect any incoming beam exactly 180 degrees within a field of 15 degrees. Largely a curiosity, the mirror is used in laser surveying. Dimensions are 25cm by 20cm by 30cm.

Mirror, Signal (TL 2, 0.2 litres, 0.25 kg, Cr10)

A simple hand-held mirror which can be used to reflect sunlight and thus catch the attention of a distant observer. Signal mirrors can be improvised out of any reflective material. Purchased mirrors will include a small sighting hole that enables the signaler to direct the flashes of light from the mirror at a particular target such as a passing aircraft.

Mountaineer’s Kit (TL 4, 4 litres, 2 kg, Cr100)

A general collection of useful gear applicable to most mountaineering situations. It includes any type of equipment not specifically described elsewhere that would customarily be used by climbers in sufficient quantities to be used on a climb of average difficulty.

Navigator, Inertial

A small (10cm x 6 cm x 1 cm) inertial navigation computer which allows the user to backtrack on his path by “remembering“ movements and turns. Switched on at the point from which the user sets out, it will allow him to find his way back from any distance. A simple math function can also allow the user to determine a straight-line distance and direction to his starting point no matter where he is.
TL
Volume
Weight
Price

8
0.2 litres
0.15 kg
Cr1500

10
--
--
Cr750

Oxygen Rebreather (TL 8, 8 litres, 4 kg, Cr2000)

A closed circuit SCUBA system that uses a chemical charge to absorb exhaled carbon dioxide and reclaim oxygen. The rebreather functions for 6-8 hours before a fresh charge of chemicals is required. There is little advanced warning of exhaustion of the chemicals, so dives of longer than 6 hours are risky. A charge of chemicals costs Cr100.
Parachute (TL 4, 20 litres, 15 kg, Cr250)

The parachute is a large canopy of cloth or other material held to the jumper’s body by lines attached to a harness. The simple parachute affords only a small degree of control of the direction  and rate of descent, for it is largely at the mercy of wind and drift effects.

Parachutes can use either static cord release (the cute is tripped automatically as the individual jumps) or ripcord release (either activated by the individual or by an automatic device present for a given altitude). A static cord jump must be made from a minimum of 100 meters altitude and results in immediate deployment of the chute. The ripcord deployment requires 200 meters minimum altitude but it also permits jumps from much greater altitudes with the chute opening delayed until the 200-meter level is reached.

A basic parachute weighs 10-15 kilograms. When packed, it fits into a pack worn either on the back or the front of the jumper’s body. Many parachute packs incorporate a reserve parachute for use in case of faulty deployment of the main chute.

Parawing (TL 7, 5 litres, 5 kg, Cr400)

More sophisticated than the parachute, the parawing is an airfoil-shaped chute that permits much more control of the descent. Hitting a given target area is easier with a parawing. Other performance characteristics are as for the parachute.

Parawings are lighter but somewhat more expensive than standard parachutes. A ripcord release is standard for parawing chutes.

Pitons

Pitons are metal spikes fitted with a ring at one end (through which to pass a rope) which are used in mountain climbing as a hold. Several specific types are available.

The simplest pitons (TL 4) are soft iron spikes driven into rock. An advanced version, available at Tech Level 7, is of similar design but uses superior alloys.

At Tech Level 8, pitons have a radical design change. They are not driven into rock at all but use a quick-setting super-glue to attach themselves to rock faces. Once set, they cannot be removed without using special solvents. However, use of these pitons doubles ascent speeds. The solvent weights 0.5 kg (500 applications) and costs Cr20.

The ultimate in pitons, the sophisticated devices at Tech Level 10 include a small battery pack and a power heating element in the tip. When activated, a sudden white-hot burst of heat helps set the piton with a minimum of effort (just steady pressure by the climber).

TL
Volume
Weight
Price

4
0.1 litres
0.3 kg
Cr5

7
0.1 litres
0.2 kg
Cr6 

8
0.1 litres
0.2 kg
Cr6

10
0.1 litres
0.3 kg
Cr10

Psionic Shield Helmet

Battery powered helmet creating a weak electrical field at human brain wave frequencies. Psionically talented individuals perceive this as static, which prevents undesirable telepathic influences or psionic assaults. The helmet gives little physical protection but it gives the wearer an automatic psionic strength rating of 15 (for purposes of defense against psionic assault only). Characters possessing life detection cannot detect shielded individuals nor can they receive telempathic or telepathic suggestions. They cannot be probed nor have their thoughts read. 

The electronics of a psionic shield are relatively simple but one can break down or be sabotaged. A small meter on the unit allows testing of the helmet’s effectiveness. A person with Electronics-3+ can disable the unit in such a way that the meter will not show its inoperability.

TL
Volume
Weight
Price

12
0.5 litres
1 kg
Cr4000

13
0.5 litres
--
Cr4000

Radio Receiver/Recorder/Transmitter (TL 11, 0.6 litres, 1 kg, Cr400)

A miniaturized electronic device capable of receiving voice or radio input, recording it and transmitting this information on a  given signal or continuously. Reception and transmission is on the standard voice communication bands. Thus, the device can listen for signals and then retransmit them or it can continuously transmit a pre-recorded message. Tape length is 10 minutes. Transmitter range is line of sight but buildings or other obstacles will block transmission. The device measures 2.5cm by 5cm by 5cm.

Recorder, Helmet (TL 9, Cr600)

A helmet, similar in appearance to a crash helmet, which has a micro-sensor video and audio recorder built into the crown. Tape length is four hours. Weight is negligible if worn.

Recorders, Image

Two‑dimensional images remain the most common method of image recording, with the speed and ease of use improving dramatically at higher tech levels. Although holography is generally invented around tech level 7,  inexpensive and practical methods to produce and view still holographic images are not perfected until tech level 11. Inexpensive 2 dimensional image recordings (snapshots) are still a popular alternative to 3 dimensional images beyond tech level 11.

Two‑dimensional Still Camera

The tech level 10 still camera is inexpensive, easy to use, and produces detailed images that can be viewed instantly. The 'recording card' used to record images is re‑useable. A recording cards has a capacity of 200 images, while a crystal can hold 2000 images.

Description
TL
Volume
Weight
Price

2D Still Camera
10
0.1 litres
0.1 kg
Cr150

Recording card
10
--
--
Cr3

Recording crystal
13
--
--
Cr3

Three‑dimensional Still Camera

In spite of the awkwardness of using the first marginally portable 3 dimensional still cameras (which require a separate power pack) at tech level 11, 3 dimensional image recorders are in public demand, because of their advantages over the 2 dimensional machines. At tech level 13, with the advent of compact batteries providing the necessary sustained power level, 3 dimensional still cameras reach hand-held  size.

Description
TL
Volume
Weight
Price

3D Still Camera
11
14 litres
8 kg
Cr1500

Power Pack (TL11-12)
11
2 litres
2 kg
Cr600

Recording card (40 images)
11
--
--
Cr10

3D Still Camera
13
1 litre
0.5 kg
Cr5000

Recording crystal (400 images)
13
--
--
Cr10

Recorders, Sound

Very small, pencil‑sized recorders appear at tech level 10, and can easily record anything detectable by the human ear. Dedicated computer software within the recorder allows the user to instantly play back any part of a recording. By  tech level 13, sound recorders use holographic crystals as the recording media. Recording cartridges have a 10-hour capacity. Recording crystals have a 100-hour capacity.

Description
TL
Volume
Weight
Price

Sound Recorder
10
--
--
Cr300

Recording Cartridge
10
--
--
Cr5

Recording Crystal
13
--
--
Cr5

Recorders, Text

At Tech Level 10, text recorders can transcribe: that is, they can produce written text directly from spoken words.

Information is recorded on small tape cassettes costing Cr3. At Tech Level 13, data is recorded on holographic crystals instead. Tapes can hold approximately 20 million worlds; crystals can hold ten times that. At Tech Level 10, text recorders can transcribe spoken voice to written text automatically. Memclips for specific languages are also available: each allows transcribing from a specific spoken language.

Description
TL
Volume
Weight
Price

Text Recorder
10
2 litres
1 kg
Cr1200

Linguistics Memclip
10
--
--
Cr150

Recording Tape
10
--
--
Cr3

Recording Crystal
13
--
--
Cr3

Recorders, Video

Although holovision typically becomes available at tech level 10, producing holovideos still requires expensive, bulky equipment and high power at that tech level. Often, not until tech level 13 are effective techniques devised for producing inexpensive holovideos with simple, lightweight equipment.

Two‑dimensional Video Recorder

Electronic recorder of visual images, either as single frames or sequential motion pictures using integral camera and lens system. Information is recorded on small visual tape cassettes for later viewing. At tech level 13, recording is on holographic crystals. Each tape can hold 60,000 distinct images or one hour of motion pictures; crystals can hold ten times that amount.

Description
TL
Volume
Weight
Price

2D VCR
8
3 litres
1.2 kg
Cr900

Recording tape (1 hr)
8
--
--
Cr2

Recording crystal (10 hr)
13
--
--
Cr2

Three‑dimensional Video Recorder

The 3 dimensional video recorder is barely portable at tech level 13. Units that are more portable are commonly available by tech level 14, with tech level 15 bringing forth the hand-held 3 dimensional recorder. All of these recorders use holocrystals for image storage. Separate power packs are not needed.

Description
TL
Volume
Weight
Price

3D VCR
13
20 litres
15 kg
Cr15,000


14
8 litres
6 kg
Cr20,000


15
2 litres
2 kg
Cr30,000

Recording crystal (1 hr)
13
--
--
Cr15

Hi-cap recording crystal (5 hrs)
15
--
--
Cr50

Note: the TL15 crystal works only with the TL15 VCR.

Recorder, Visual Image (TL 4, 2.5 litres, 3 kg, Cr300)

A hand held device which uses a photochemical reaction to create two-dimensional images on a special chemically treated paper. Also known as a camera. Accessories (for additional cost) include long range lenses, tripods and carrying cases.

Recorder, Video/Audio (TL 8, 1.75 litres, 1.2 kg, Cr900)

Electronic recorder of visual images, either as single frames or sequential motion pictures using integral camera and lens system. Information is recorded on small visual tape cassettes for later viewing. At Tech Level 13, recording is on holographic crystals. Each tape can hold 60,000 distinct images or one hour of motion pictures; crystals can hold ten times that amount. Tapes or crystals cost Cr2 each.

Respirator (TL 5, 1 litre, 0.5 kg, Cr100)

A small compressor which allows an individual to breathe in very thin atmospheres (type 3).

Rope

Rope is a versatile tool that has no real replacement even at higher Tech Levels. It is the single most important element of a climber’s equipment. It can be used to bind prisoners. It can add safety to water or ravine crossings. A variety of types and sizes are available. In general, however, they are all similar in reliability and price within any given Tech Level.

TL
Size
Weight
Price

5
10 meters
3 kg
Cr20

10
10 meters
1 kg
Cr10

15
10 meters
0.5 kg
Cr10

Satellite, Navigational (TL 9, 300 litres, 100 kg, Cr35,000)

A small satellite placed in synchronous orbit over the hemisphere where exploration is taking place. It provides moment-by-moment information on the precise location of a tracking unit on the ground with an accuracy of 1 meter or less. For twice the size and price listed below, the satellite can relay the tracking unit (which would then include a TV-like viewscreen) to a plot projected on an accurate map of the region, which is created by the satellite through a combination of laser and radar mapping techniques.

A small nuclear power plant provides over a year of operation without servicing and the satellite can be retrieved and used repeatedly.

Sensor, NAS, Portable and NAS Handset

Developed from Tech Level 12 psionic helmet theory, the neural activity sensor (NAS) was first used medically. It remotely detects the electrical activity of a life form’s central nervous system and classifies it according to amount and complexity. The data system compares the activity pattern to known types of life, especially intelligent life.

The portable unit has a range of 500 meters (very long). It consists of a backpack and  a handset with a retractable parabolic dish to focus the signal. The handset in fact is not attached to the backpack and it can be operated up to 100 meters distant, which further extends the range.


TL
Volume
Weight
Price

NAS Backpack
15
20 litres
10 kg
Cr15,000

NAS Handset
15
0.5 litres
0.3 kg
Cr20,000

Shoes, Rock (TL 4, 0.5 kg, Cr10)

Lightweight, sturdy shoes specifically designed for stability, these are very useful to lead climbers ascending walls and steep slopes where toeholds must be constantly sought.

“Sniffer” Bioscanner (TL 15, 8 litres, 3.5 kg, Cr350,000)

The bioscanner “sniffer” scans for evidence of biological/metabolic activity in the area. It is a highly advanced combination sampler/analyzer. The Tech Level 15 sniffer is a breakthrough in molecular analysis. The device provides both improved analysis speed and a cheaper price than sniffers of Tech Level 14 or less. Not only is the bioscanner useful for biological studies but it also helps with regular chemical analysis. 

A cheaper and smaller Tech Level 15 chemical analyzer is available but it is not very useful for biological scanning.

The portable Tech Level 15 unit listed here incorporates both analyzer and collector into one. It has two modes and corresponding equipment:  one mode for mass sampling of atmospheric content and the other for minute sampling.

The evidence of biological activity must be within short range of the scanner, for anything at short range or farther is undetectable. The bioscanner helps a user to recognize or categorize evidence of familiar and unfamiliar organisms, which allows ecological classification, determination of potential hazards to other life forms and estimation of potential uses (form of food, commercially valuable).

Snorkel (TL 5, 0.5 litres, 0.1 kg, Cr5)

A snorkel is a small tube which permits the diver to submerge completely but continue to breathe as long as the end of the snorkel is above water. There are many sizes of snorkels but since these are all less than 40 cm tall, once a snorkel gets past that length the air exchange is not sufficient to support the diver.

Snowshoes (TL 1, 4 litres, 1 kg, Cr60)

Large, somewhat awkward but highly effective, snowshoes permit a character to increase speed over snow by 50 percent.

Solar Vaporator (TL 10, 8 kg, Cr1250)

A device which collects moisture from the air, especially at night. Yield is 2 litres per 24 hours in standard or dense atmospheres, 1 litre per 24 hours in thin atmospheres and 0.5 litres per 24 hours in very thin atmospheres.

The vaporator is stored in a compact (50 cm x 20 cm x 20 cm) package but it unfolds (an operation requiring 5 minutes) to 200 cm x 10 cm x 50 cm and stands on a tripod which takes up 1 square meter.

If the vaporator is not running throughout an entire 24 hour period, partial yields can be calculated by assuming that 3 times as much water can be collected at night as during the day (0.5 litre during the day on a standard atmosphere planet, 1.5 litres at night).

Solar panels provide power directly during the day and accumulate and store power for operation at night.

Stealth Suit (TL 9, 1 kg, Cr45,000 (+2500 x TL over 9))

This one-piece footed garment comes with a face mask and air filter. Together, every part of the human body is covered. The fabric has the following qualities. It is fiber encapsulated so that no clothing fibers will 'fall off' the garment. this also keeps skin, sweat, and hair from the wearer from being left behind. With mask and respirator, this applies to the face as well.

The fabric is manufactured to prevent unwanted noise - it is smooth to prevent "rubbing noise", and cushioned to suppress other noises. The fabric is generally flat black, and is non-reflective. At high tech levels (TL14+), a chameleon option is possible. At TL14 it merely matches the general pattern of the background, at TL15 it will exactly replicate the pattern and appearance of the nearest surface (this can be quite fun at parties).

Hood, mask and respirator are intended to prevent physical evidence from being left at the scene of any activity the user may wish to undertake which could then be DNA matched. It also allows communication without any outside noises occurring. Sounds of excessive respiration will also be suppressed.

The feet have a thin non-skid pad on the bottom. Footwear can be worn over this, and in fact, feet are not very well shod in the garment.

If Stealth skill is used, a bonus of +1 per Tech Level above 8 against non-augmented humans can be applied to all associated task rolls. If used against electronic surveillance, use the difference in TL as the modifier; If the TL of the surveillance equipment is higher than the suit's tech level there is a good (50%?) chance that the equipment is specifically designed to be able to detect this sort of intrusion.

Those without stealth skill or its equivalent must roll less than INT on 2D to properly handle and don the outfit. Failure will merely invalidate the DNA-trace related capabilities.

This item is illegal on many worlds.

Still, Fusion (TL 13, 150 litres, 60 kg, Cr4500)

A bulky device that breaks water molecules free from material placed within it. The amount of water delivered will vary with the type of material fed to the still but ranges from 1% for very dry sand to 70% for organic material such as wood, plants or bodies. This percentage of weight in kilograms gives a one-to-one yield of water in litres (thus, 100 kg of sand will yield 1 litre of water). The still requires 1 hour to set up and 30 minutes for each 10 kg of material processed. The hopper must be cleaned out after each load, which requires another 30 minutes.

Suit Air Conditioner (TL 8, 6 litres, 3 kg, Cr200)

A cooling unit designed to function in hot atmospheres like the suit heater functions in cold.

Suit, Desert Survival

Cover-all garment with shiny outer surface that prevents major water loss in the desert. The wearer is cooled through evaporation of perspiration but a series of traps and chemical filters condenses and purifies lost body liquid and stores it a s pure water in pouches within the suit. A hood, goggles and breathing mask (which traps moisture exhaled through the nose and mouth) are included. The chemical filters must be changed once a month, at a cost of Cr50.

Besides keeping the wearer comfortable in sweltering conditions, the suit supplies one litre of water every three daytime hours and one litre every night.

The suit has certain disadvantages. At Tech Level 11 and lower, the bulkiness of the suit causes a loss to Dexterity. In addition, the suit is extremely shiny, which makes it almost impossible for the wearer to sneak up on anyone, even in rocky terrain. This last disadvantage could be an advantage for characters lost in the desert who are hoping to be spotted by aircraft.

Note that vacc suits and combat armor will also, by their very nature, provide complete protection for desert travellers, at least as long as their air supply holds out.

TL
Vol
Weight
Price

9
20 litres
5 kg
Cr7000

13
5 litres
--
Cr9000

Suit, Dry (TL 7, 3 litres, 3 kg, Cr300)

The dry suit, unlike the wet suit, is a completely watertight garment. Because of this, the dry suit is considerably warmer since cold water is not circulating through the suit. Wearing clothing under the dry suit is possible and will improve the insulation value but doing so will also further reduce movement. If the suit is ever torn, the insulation value is reduced to that of a poor wet suit within minutes. The dry suit has one additional advantage in that a buoyancy control device is not needed since the entire suit can be used as one.

Suit, Heated

See Heatsuit.

Suit, Heated Dry

An advanced-exposure diving suit, the heated dry suit uses heating coils built into the suit proper to heat the diver in extremely cold temperatures. If it’s warm enough not to be frozen, it’s warm enough to swim in wearing a heated dry suit.

Disadvantages of the suit include the extreme infrared signature, which makes detection of a diver extremely easy, and the possibility of a short circuit if the suit is damaged. Batteries, worn in a belt pouch, provide six hours of operation before recharge or replacement becomes necessary. Available at Tech Level 8, the suit is of negligible weight. An improved model, available at Tech Level 10, does not short circuit when penetrated and the batteries last 12 hours.
TL
Vol
Weight
Price

8
3 litres
--
Cr650

10
1 litre
--
Cr800

Suit Heater (TL 8, 6 litres, 3 kg, Cr250)

A suit heating unit to combat the effects of low temperature corrosive and insidious atmospheres. Without a heater, a protective suit is worthless in these conditions.

Suit, Protective (TL 6, 8 litres, 7 kg, Cr1000)

Protects against corrosive atmospheres. The protective suit is sealed, air-conditioned and has its own air supply (good for six hours). The suit has no water supply of its own nor will it protect the wearer once the air supply gives out but so long as it works the wearer will not suffer the ill effects of the outside environment.

Suit, Protective, Heavy (TL 7, 10 litres, 7 kg, Cr1400)

Protects against insidious atmospheres. In other respects, it is similar to the protective suit.

Suit, Wet

A nylon-lined, foam-insulated neoprene outfit designed to reduce the effects of cold water. Water is permitted to soak into the suit but the insulation is designed to keep heat loss from becoming a problem. Several types are available, which are listed here in decreasing order of protection against extreme cold conditions. See also Dry Suit.


TL
 Vol
Weight
Price

Cold Water
8
--
--
Cr100

Advanced
8
--
--
Cr75

Light
7
--
--
Cr40

Standard
6
--
--
Cr60

Survival Bubble (TL 9, 3000 litres, 3 kg, Cr600)

A large (2m diameter) plastic sphere with alternating clear and opaque panels and a small oxygen tank (capable of supporting one person for two hours) for inflation. Access to the interior is through a conforming plastic seal that functions similarly to an air lock. The bubble can be used for life support in a vacuum (it can be moved by walking on the inside, treadmill fashion) and it can be used for protection against weather or as a lifeboat on a sea surface.
Survival Kit (TL 9, 12 litres, 9 kg, Cr3000)

The survival kit is a general-purpose collection of equipment designed to improve the odds of surviving in most harsh environments. The kit contains (but is not limited to) the following items:

· fire starting tools

· thermal blankets

· thermal boot wraps

· collapsible snowshoes

· utility knife with simple handle and straight single-edged blade

· water purification tablets

· salt tablets for deserts

· small water purifier, powered by a solar panel, capable of separating drinkable water from various liquids like urine or animal blood

· canteen

· folding aluminum cooking pan for heating water

· emergency radio beacon

· flashlight with large battery

· fishing rod

· simple leghold traps

· wire saw

· axe or machete

· backpack or packframe to carry the survival gear

· rope

· mass spectrometer (to determine toxicity of substances)

Swim Fins (TL 3, 1 litre, 0.5 kg, Cr15)

Fins increase a diver’s speed in the water without exerting extra effort.

Swimming Equipment (TL 3, 3 litres, 1 kg, Cr200)

Includes swim fins, wet suit, facemask.

Tarpaulin (TL 1, 2 litres, 1 kg, Cr400)

A canvas or waterproof cloth sheet used to create a temporary shelter, measuring 2 by 4 meters.

Tarpaulin, Reflectorized (TL 7, 2 litres, 1 kg, Cr450)

An aluminized sheet which reduces incoming radiation by reflection, measuring 5 by 10 meters.

Tent (TL 2, 6 litres, 3 kg, Cr200)

Basic shelter for two persons. Larger, more elaborate tents weigh and cost more.

Tent, Pressure (TL 7, 30 litres, 25 kg, Cr2000)

Basic shelter for two persons, providing standard atmosphere and conditions. There is no airlock; the tent must be depressurized to enter or leave it.

Torches (TL 1, 1 litre, 0.25 kg, Cr1)

Last about 20 minutes.

Torches, Electric (TL 5, 1 litre, 0.5 kg, Cr10)

Each lasts about six hours in continuous use.

Translators, Language (TL 12, 1 litre, 0.5 kg, Cr2000)

With the incredible diversity of cultures and languages found throughout the Empire and neighboring regions, computer language translators (CLTs) have become a fundamental element of interstellar trade and communication. Dozens of models of various abilities, complexity and price can be purchased on worlds throughout the Empire of Tech Level 9 or greater.

The basis of all portable CLTs is a program package called a memclip. Each memclip contains programming for one language. Typically, these clips can be purchased with preloaded language programs for between Cr100 and Cr150. Blank memclip can be bought for Cr10 and programmed by duplicated a preloaded program.

All CLTs work in the same manner. Two entities, each with a CLT and memclips for both his own and the other’s language, adjust their units until they share a common radio frequency. Each speaks in his own language and his worlds are translated by the other’s CLT and relayed to a detachable remote speaker worn the receiving entity’s ear. With practice, anyone can learn to follow the translation as the other individual speaks.

More than 700 languages are on memclips. Programs even exist for non-aural languages. The CLT can be carried in a hip pouch or by hand. CLTs have two to eight receptacles for memclips, plus the remote speaker. Prices vary. A standard CLT can be purchased for Cr2000. More expensive units have program correction features, more complete handling of idiomatic phrases, smaller size, bone implant speakers, greater durability and a large capacity for multi-language conversations.

Vacc Suit

The rigors of alien environments contrast with shipboard conditions. When people face extremes of temperature, pressure and atmospheric composition, a vacc suit is the principal survival tool. Vacc suits consist of suit, gloves, boots and standard helmet. They protect against temperatures from +100º C down to -110º C and pressures of up to 5 atmospheres. 

At lower Tech Levels, these are unwieldy and uncomfortable, but they become lighter and more flexible with each technological advance. At the higher Tech Levels, the suits provide improved armor protection. At an additional cost, suits may be made self-sealing at Tech Level 13. At Tech Level 15, all suits are self-sealing. 

At Tech Level 14, tailored vacc suits become available. These include a soft helmet that is more comfortable but is wasteful of air supply:  PLSS air supply duration is divided by two. Other advantages of a tailored suit are style and status.

At Tech Level 10, holographic heads-up displays become common in hard-helmet suits. The display shows the condition of the suit and the current battery level and air supply.

General Purpose Vacc Suits
TL
Armor
Volume
Weight
Price
Dex Adj

7
Mesh
3.6 klitres
12 kg
10,000
-3

9
Cloth
3.6 klitres
8 kg
7000
-3

10
Cloth
2.7 klitres
6 kg
7000
-3

11
Cloth
1.8 klitres
4 kg
7000
-2

12
Cloth+1
0.9 klitres
2 kg
7000
-1

13
Cloth+1
0.5 klitres
--
7000


Self Seal Option
1 kg
+6000
-1

14
Cloth+2
0.2 klitres
--
7000


Self Seal Option
0.5 kg
5000


15
Cloth+2
0.2 klitres
--
9000


Tailored Vacc Suits
TL
Armor
Volume
Weight
Price
Dex Adj

14
Cloth+2
0.2 klitres
--
9000
--

Self Seal Option
0.5 kg
+5000
--

15
Cloth+2
0.1 klitres
--
10,000
--

Accessories

Portable life support systems (PLSS) are a necessity. They can be purchased with different supplies of air. Batteries powering the air supply recycling unit achieve capacity; a recharge lasts as long as the PLSS oxygen supply. Lighter tanks with greater pressure are available at higher Tech Levels.

Portable Life Support Systems
TL
Type
Tanks
Duration
Volume
Weight
Price

9
A
2 std
4 hrs
11
7 kg
3000

9
B
3 std
24 hrs (recycled)
20
14.5 kg
5000

9
C
6 std
48 hrs (recycled)
55
29 kg
8000

12
A
1 HP
4 hrs
7
4 kg
3000

12
B
1 HP
24 hrs (recycled)
16
11 kg
5000

12
C
2 HP
48 hrs (recycled)
30
18 kg
8000

14
A
1 UHP
12 hrs (recycled)
1.5
0.5 kg
3000

14
B
2 UHP
24 hrs (recycled)
3.5
2 kg
5000

14
C
4 UHP
48 hrs (recycled)
7
3.5 kg
8000

Oxygen Tanks

TL
Type
Vol
Weight
Price
Refill

5
Standard
5
2.5 kg
Cr500
Cr10

12
High Pressure
4
2.0 kg
Cr400
Cr10

14
Ultra High Pressure
1
0.5 kg
Cr200
Cr10

Hard Bubble Helmets
TL
Special Features
Volume
Weight
Price

8
None
14
2 kg
Cr800

14
Integral Heads-Up Display
10
1 kg
Cr1200

Magnetic grips, hand-held or fastened on boots, can make movement easier in low-gravity situations.

Suit patches come in handy fin the event of a vacc suit breach. They are unnecessary for small holes in self-sealing suits.

The thermal-meteoroid garment is a hooded, coverall-like garment added over the top of a regular vacc suit. It lessens the risk from micrometeoroids and can be used to temporarily “harden” a soft suit. It protects from 130º C to -160º C. It is treated as cloth-1 (armor factor 6).

The long-range thruster pack (LRTP) is heavy but it provides 2G acceleration for up to 48 hours, using standard starship fuel.

Miscellaneous Accessories
TL
Special Features
Volume
Weight
Price

5
Magnetic Grips
0.5 litres
--
20

7
Suit Patches (pack of 5)
0.2 litres
--
2

8
Thermal-Meteoroid Garment
1 litre
--
400

12
LRTP
65 litres
38 kg
14,000

Special Purpose Vacc Suits

The body pressure suit is light and comfortable (no encumbrance to Dexterity) to work in for short periods under mildly hostile atmospheric conditions. It can be worn under clothes but is of no benefit in pressures less than 0.43 atmospheres (thin atmosphere) without the vacuum belt. The suit protects against temperatures +50º C to -40º C and pressures up to 2.5 atmospheres.

Body Pressure Suit
TL
Special Features
Volume
Weight
Price

10
Armor as Jack
0.2
--
Cr12,500

10
Gloves, Helmet Air Charge (20 min)
16
--
Cr250

10
Vacuum Belt
2
1.5
Cr2500

A series of hostile environment "hard" vacc suits are also available. Their values are given in the table below:

Hard Vacc Suits

TL
Armor
Volume
Weight
Price
Dex Adj

8
Cloth-2
3.8 klitres
35 kg
12,000
-3

9
Cloth-1
3.8 klitres
40 kg
16,000
-3

10
Cbt Armor-2
3.0 klitres
40 kg
18,000
-3

11
Cbt Armor-1
2.0 klitres
10 kg
20,000
-3

12
Cbt Armor
2.6 klitres
25 kg
150,000
-2

Wall Patches (TL 10, 1 litre, 4 kg, Cr150)

Steel-backed plastic patches faced with adhesive. The patches measure one meter by one meter and are activated by peeling off a paper backing and then slapping the patch over a hole or leak. These patches are good only if applied on the high-pressure side of the leak and will serve for several days.

Water Filtration/Distillation Unit (TL 7, 4 litres, 1 kg, Cr75)

Purifies water for drinking. The unit includes a distilling plant, filters and purification tablets.

Water Purification Kit (TL 5, Cr5)

A bottle of 250 tablets to make contaminated water safe. One tablet in 1 litre will render water safe in 30 minutes. The tablets are not as reliable if they are more than six months old (Referee:  roll 7+ to fail).

Weight Belt (TL 5, Cr25)

A weight belt compensates for buoyancy. The weight of the belt itself is negligible.

Whisperer (TL 11, Cr500)

An electronic device, the size of a fountain pen, which allows the passing of verbal messages to a non-augmented person. Range is about 25 meters, and is line-of-sight only. The device uses a low power laser to keep sound waves within a certain tight dispersion pattern. The beam is undetectable, except when in a direct path in front of or behind the target (it will set off laser sensors within this path). At 25m, the terminal end of the beam is about 1m across; at that range getting someone else (an unintended recipient) in the "pickup" range is more likely.

When using the device, the bearer must make a "to hit" roll as though they were trying to shoot the intended recipient with a pistol (treat unskilled users as having zero-level skill if they had any chance to practice at all). Failure indicates the recipient didn't hear the message and another attempt must be made (one combat round per attempt), a catastrophic failure indicates that someone else has heard the message (someone adjacent to the intended recipient or who walked into the beam between the transmitter and the recipient). 

Frequently, this device is used in combination with a heads-up display that can automatically show the device's area of effect as red shading. If so, decrease the level of difficulty by one.

Note that the device is one-way only. A separate device would be needed for the user to receive any message back from the recipient. The device has a built in microphone, but with a compatible multiplexing communicator the user can transmit via commdots, mastoid-implant, or forward a communication she/he receives.

This device is not generally illegal; it is often used by important people who need to be kept up to date, but are expected to undertake social activities like mixing at parties or other events, and is sometimes used by security and enforcement authorities to quietly evacuate a room. The effects of the device are distinctive, and anyone receiving a message of this sort can tell its not a person next to them, and will know the method of transmission if they've ever heard it before (or go to spy flicks). The recipient cannot tell where the message is coming from if the user takes steps to conceal his or her location.

DRUGS

A variety of pharmacological developments are available to travellers for medicinal (and other) purposes.

Drug availability, reliability and price vary considerably from world to world depending upon the local Law and Tech Levels.

Drug
Dose Price

Anagathic
20,000

Antibiotic
50

Antitoxin
20

Combat Drug
750

Fast Drug
200

Fast Drug Antidote
900

Medical Slow
100

Mem-X
special

Metabolic
1000

Slow Drug
500

Slow Drug Antidote
600

Truth Drug
5,000

Vaccine - Multiple Disease
20

Vaccine - Single Disease
15

Medicinal Drugs

Four types of drugs are useful in preventing or treating contagious diseases:  vaccines, antitoxins, antibiotics and metabolics. They can generally be obtained only from a physician or with a physician’s prescription on worlds with high Law Levels but they are generally available at retail on worlds with low Law Levels. Since all are administered by injection, they must be given by a character with some skill in medicine.

Vaccines

First appearing at Tech Level 5, these help prevent illness if administered once per year by reducing both the chance of contracting a disease and the severity of any disease caught. Vaccines against a single disease are available for Cr15 per inoculation. Vaccines that prevent several similar diseases on the world where they are produced are available at Tech level 10 or above for Cr20 per inoculation. A separate vaccine must be taken for each disease. Anti-viral vaccines are available at Tech Level 10 as well.

Antitoxins

At Tech Level 6, antitoxins hasten recovery by combating poisons generated by microorganisms which have infected the patient, again by reducing both the severity and duration of illness. Antitoxins can also help if the patient is in a coma. Antitoxins must be administered once  a day throughout the duration of the illness at a cost of Cr20 per injection. Antitoxins are disease-specific.

Antibiotics

At Tech Level 6, these drugs attach the microorganisms that have invaded the body and thus hasten recovery while lessening severity. While generally effective, antibiotics have drawbacks. They may not be effective against the specific microorganisms in a patient’s body and they sometimes cause allergic reactions. Antibiotics have a cost of Cr50 per injection and they must be taken once per day during illness.

Metabolics

First used at Tech Level 8, these are extremely expensive drugs similar to interferon, which are effective against a wide spectrum of diseases. They function by altering the metabolism of the patient and they enable the patient’s body to resist the disease by reducing both the severity and duration of illness. They are always effective but they are not always available, even on high Tech Level worlds. Metabolics must be taken once per day of illness at Cr1000 per injection.

Non-Medicinal Drugs

Each of the following drugs has its own advantages and disadvantages and users should be aware of the effects. For the sake of uniformity and eases of use, all are available in consistent, one-dose pill form. Other drugs not listed here may be available in a variety of forms and dosages.

If more than one drug is taken at a time, the combination may cause an adverse reaction in the individual and result in injury or death. The use or possession of certain drugs maybe restricted by local law.

Slow Drug

So named because it makes the universe (from the user’s viewpoint) appear to move more slowly, the drug achieves the effect by accelerating the user’s metabolism. In effect, the user lives approximately twice as fast as normal.

Slow drug takes effect 45 seconds after ingestion and continues to function for about 10 minutes. At the end of its effect, the user receives 1d6 in wounds. The person is extremely fatigued, is treated as if all available combat swings have been taken and must recover from that fatigue. A person under slow drug (because he or she is living at twice the normal rate) can make twice as many actions or move twice as far as normal.

A medical slow drug is also available, which is used to hasten recovery from wounds or illness. One dose causes unconsciousness and the passage of thirty days equivalent recovery time in one day. During this period, ordinary healing takes place. No wounds are received from the use of medical slow drug but the individual is unconscious or semi-conscious while under its influence.

Fast Drug

So named because it makes the universe (to its user) appear to move much more quickly, the drug slows personal metabolism at a ratio of approximately 60 to 1. Users are extremely vulnerable while living at such a slow rate but physical aging is also slowed and the need for consumable supplies is reduced which thus allows conservation of air and food. Fast drug takes effect immediately upon ingestion. One dose lasts for 60 days, making that time appear to be only one day.

Combat Drug

Taken by fighters (usually military personnel) before combat, this drug increases personal strength and endurance. The effect begins 30 seconds after being taken and lasts for about 10 minutes. When the effect wears off, the user suffers 1d6 in wounds.

Anagathics

Drugs that counteract the aging process. Supposedly, a regimen of regular monthly doses enables an individual to ignore the debilitating effects of advancing years. Because of the rarity and demand for anagathics, they are quite expensive and are often unavailable at any price.

To find an available four-year supply of anagathics, roll 12+ (+3 if starport A, +2 if starport B, +1 if starport C, +1 if Tech Code Early Stellar, +2 if Tech Code Average Stellar, +3 if Tech Code High Stellar+).

Truth Drug

Used to compel individuals to answer interrogation truthfully, one dose is sufficient to assure truthful answers for approximately two minutes, after which the user experiences one hour of unconsciousness and suffers 2d6 in wounds.

Antidotes

Available for both slow and fast drugs, these immediately cancel their major effects. The individual is returned to the normal rate of living, but still suffers any indicated recovery requirements.

Mem-X Drug

Human and human-like brains hold memories in chemical storage for about 1 to 4 minutes before transferring them to long term memory. A drug has been developed to disrupt that short-term storage scheme, fragmenting and thereby erasing the memories encoded in the chemical matrix.

This drug is generally illegal, and its effects and side effects are somewhat unpredictable. In most people it will erase 1 to 4 minutes of memory (use 2D4 times 30 seconds, giving a bias to the 2½-minute point) and cause and equal amount of unconsciousness.

Note that the affected person will awake, disoriented, and will wonder why they were asleep. No posthypnotic or other sorts of suggestions are possible with this drug, nor can long term memory be affected, since this uses a completely different storage scheme.

When available, the drug is in standard dermospray capsules. Dermospray injections do not break the skin. A doctor can find a dermospray injection point with minor instruments, but it’s not a routine exam. One capsule is one adult dose. When applied, a difficult roll against medical skill is made; on catastrophic failure the person is allergic and goes into anaphylactic shock. If the opportunity is available to examine a person's (TL9+) medical record, this sensitivity can be determined beforehand.

Mem-X Drug costs Cr1000 per dose. On worlds with a Law Level of 6+, add Cr500 per Law Level over 5 to the cost. It’s available at TL5.


