Transhuman Space Basic

The Transhuman Space setting adapted for the Basic Roleplaying System.

THS written by David Pulver for Steve Jackson Games.

BRS written by Greg Stafford and Lynn Willis for Chaosium.
1. Introduction

THS is a game about the human race taking its first steps into becoming a number of different artificially created races. This theme meshes badly with the GURPS system, which is designed with assumptions about game balance and racial templates which no longer apply in a transhuman world.

BRS provides a good balance of simplicity and realism without any points values to keep track of and a focus on skills and education suitable for the kind of investigation, exploration and memetic engineering likely to arise in THS games.

This document adapts the BRS rules to the THS setting and vice versa. Both Transhuman Space and Call of Cthulhu (or another BRS game) are are required to play.

2. Character Creation

It is recommended that you familiarise yourself with the BRS character creation system first, preferably from Call of Cthulhu 5.5. Roll your character’s attributes as normal. There is only one change to the attributes - MEM simply replaces POW, and serves a similar function. MEM represents the character’s memetic health, a combination of conviction, critical thinking ability, willpower and the consistency of his views.

Once you’ve rolled your character it’s time to determine your Clade. You begin with $300,000 to spend on upgrades, shells and so on. By paying the dollar cost for a clade template, you gain certain bonuses or penalties and also change your character’s possible nature. If you buy no additional templates you play a baseline human with your rolled attributes. Otherwise the templates you buy will determine your clade and modify your starting attributes.

Next, you select an occupation as normal and assign skill points. Divide your remaining money by 10 to find your starting financial assets. Finally, spend points up to your Know value on memes to represent your character’s beliefs.

Templates

Genetic Templates – You may take only one of the following templates. You may not take any of these templates if you are an infomorph other than a Ghost or Shadow.

Upgrades
Alpha Upgrade



$50,000

+2 DEX, CON, APP

Longevity: Alphas only lose attributes to old age every 30 years instead of ten.

Disease resistance: Alphas have +8 CON when rolling to resist illness.

Olympian Upgrade


$90,000

+2 APP, +3 DEX, +4 CON

Longevity: Only lose attributes to old age every 30 years instead of ten.

Disease resistance: +8 CON when rolling to resist illness.

Ishtar Upgrade



$50,000

+4 APP, -1 STR, +2 DEX

Disease resistance: +8 CON when rolling to resist illness.

Alcohol Tolerance: +8 CON to resist the effects of drunkenness.

Overconfidence: -10% to Persuade and Psychology/Empathy.

Siduri Upgrade



$50,000

+4 APP, -1 STR, +2 DEX

Disease resistance: +8 CON when rolling to resist illness.

Alcohol Tolerance: +8 CON to resist the effects of drunkenness.

Longevity: Only lose attributes to old age every 30 years instead of ten.

Metanoia Upgrade


$61,000

+3 EDU  +1 CON

Longevity: Only lose attributes to old age every 30 years instead of ten.

Disease resistance: +8 CON when rolling to resist illness.

Languages: +10% to all language skills above zero.

Helot Upgrade



$0

MEM –3, APP +1

Disease resistance: +8 CON when rolling to resist illness.

Orion Upgrade



$70,000

STR +2, DEX +3, CON +3, APP +1

High Pain Threshold: Ignore wound penalties until below half HP.

Herakles Upgrade


$221,000

STR +4, DEX +5, CON +6, INT +2, APP +2

Extra Longevity: Only lose attributes to old age every 30 years instead of ten, and only begin losing attributes at age 80.

Immunity to Disease: +20 CON when rolling to resist illness.

Immunity to Poison: +20 CON when rolling to resist poison.

Reduced Sleep: Can get by on 4 hours/night.

Reproductive Control & Sanitised Metabolism.

Unusual Biochemistry:

Bad Temper:

Increased Food Intake: Double required rations.

Ariadne
Upgrade


$97,000

INT +1, CON +2, APP +2, DEX +1

Longevity: Only lose attributes to old age every 30 years instead of ten.

Disease resistance: +8 CON when rolling to resist illness.

Sexual Modifications: Sanitised metabolism, lesbian sexual orientation, no male births.

Overconfidence: -40% Persuade and Psychology when dealing with men.

Ariadne II Upgrade


$112,000

INT +1, CON +2, APP +2, DEX +1, EDU +1

Extra Longevity: Only lose attributes to old age every 30 years instead of ten, and only begin losing attributes at age 80.

Disease resistance: +8 CON when rolling to resist illness.

Sexual Modifications: Sanitised metabolism, lesbian sexual orientation, no male births, parthenogenesis.

Overconfidence: -40% Persuade and Psychology when dealing with men.

Avatar Upgrade (Male)


$127,000

STR +4, CON +3, APP +4

High Pain Threshold: Ignore wound penalties until below half HP.

Disease resistance: +8 CON when rolling to resist illness.

Overconfidence: -20% Persuade and Psychology when dealing with non-avatar women.

Avatar Upgrade (Female)

$127,000

DEX +2, CON +3, APP +4

Disease resistance: +8 CON when rolling to resist illness.

Kouros Upgrade


$82,000

INT +1, CON +2, EDU +1

Disease resistance: +8 CON when rolling to resist illness.

Sexual Modificaitons: Hermaphromorph, light menses, sanitised metabolism, reproductive control.

Languages: +20% to all non-zero language skills.

Combat Paralysis: Roll vs 5xCON or freeze in any dangerous situation. Reroll at +1 CON per round until you recover.

Mahatma Upgrade


$64,000

DEX +2, CON +2, APP +2, MEM +3

Disease resistance: +8 CON when rolling to resist illness.

Contemplative.

Pandora Upgrade


$92,000

INT +2, CON –2

Enhanced Time Sense: Always gain the initiative except against other Pandoras. GM can never demand an immediate decision. Can see individual frames of movies, etc.

Stuttering, Overconfidence: -20% to persuade using speech.

Sigma Upgrade



$120,000

INT +3, CON –2, DEX +2

Enhanced Time Sense: Always gain the initiative except against other Pandoras. GM can never demand an immediate decision. Can see individual frames of movies, etc.

Reduced Sleep: Can get by on 4 hours/night.

Stuttering, Overconfidence: -20% to persuade using speech.

Mathematical Ability: Player can use a calculator, bonus to math.

Han Chinese Alpha Upgrade

$40,000

CON +2, APP +2

Longevity: Only lose attributes to old age every 30 years instead of ten.

Disease resistance: +8 CON when rolling to resist illness.

Sexual Modifications: Easy childbirth, light menses.

Zhiminde Upgrade


$50,000

STR –1 CON +2

Disease resistance: +8 CON when rolling to resist illness.

Low gravity adaptation: 0.38G.

Sexual Modifications: Altered sex ratio 2:1 f/m, easy childbirth, light menses.. 

Andraste: Double food intake, but can survive on mars.

Proto-Tennin Upgrade


$0

STR –1 CON –1

Disease resistance: +8 CON when rolling to resist illness.

Microgravity Adaptation: Home gravity 0G.

(Radiation Tolerance 3)

Parahumans 

Bioroids

Felicia Bioroid


$220,000

6+1d6 STR & SIZ, 9+1d6 CON & APP, 11+1d6 DEX

Enhanced Senses: Felicias have +20% to Listen and Track. They also suffer half penalties in darkness, as long as there is some source of light.

Claws: 1d6+db damage.

Overdrive: A Felicia can gain +5 STR & +7 DEX when necessary, at the cost of 1hp of nonlethal damage per round. Use of this ability often leads to mood swings, ravenous hunger and lecherous behaviour until the nonlethal damage has healed.

Disease resistance: Felicias have +8 CON when rolling to resist illness.

Shell Templates – If you are an infomorph you may buy one of these at this point. Biological characters and infomorphs who already have a cybershell must pay for further shells with starting cash (one-tenth of the money they didn’t spend on templates at this stage) or with money earned during play.

Cybershells

Common Cybershell Traits

No food, air or water: Cybershells only require power and maintenance to survive.

No pain or blood: Cybershells do not take action penalties for damage, nor do they pass out until their brain and/or torso has been disabled.

Immunities: Immune to disease, poison and nonlethal damage.

Unhealing: Must be repaired to recover HP.

Volkspider


$5000 + Computer ($40,000 for Comp. 7)

STR 4  DEX 10  CON 12  SIZ 4  APP 5

Reduced senses: Volkspiders cannot discern colours, nor can they smell or taste anything.

Infrared Vision: Volkspiders can see in the dark with no penalties, but may take penalties if extreme temperature obscures what they are looking at.

Comms: Volkspiders have both radio and infrared communicators.

Armour:

Bioshells

Generic Bioshell

$35,000 + Computer ($40,000 for Comp. 7)

STR, DEX, CON, SIZ, APP all 7+1d6

Stimulus Filtering: Bioshells never find pain intolerable. Halve action penalties for injury.

No Shock: Bioshells do not pass out unless their brain is disabled or destroyed. They can be incapacitated by hits to the chest or abdomen, but will remain conscious within their skull even after the body has died.

Radio: Bioshells generally have an implanted radio communicator.

Custom Bioshell

$35,000 + Template + Computer ($40,000 for Comp. 7)

As Template

Extra Template: Select another template to grow the bioshell to. Either use the stats of a bioroid or apply the modifications for an upgrade to the generic bioshell stats. Only physical stats are affected.

Stimulus Filtering: Bioshells never find pain intolerable. Halve action penalties for injury.

No Shock: Bioshells do not pass out unless their brain is disabled or destroyed. They can be incapacitated by hits to the chest or abdomen, but will remain conscious within their skull even after the body has died.

Radio: Bioshells generally have an implanted radio communicator.

Cloned Bioshell

$35,000 + Computer ($40,000 for Comp. 7)

As Rolled.

Clone: Ghosts, Fragments and (maybe) Shadows only. This bioshell is either a clone of the ghost’s original body or a Necromorph bioshell made from the original. Necromorphs have –1 CON but cost $5000 less.

Stimulus Filtering: Bioshells never find pain intolerable. Halve action penalties for injury.

No Shock: Bioshells do not pass out unless their brain is disabled or destroyed. They can be incapacitated by hits to the chest or abdomen, but will remain conscious within their skull even after the body has died.

Radio: Bioshells generally have an implanted radio communicator.

Digital Mind Templates – You may only have one of these templates. Taking one makes you an infomorph and gives you the ability to inhabit bio- and cybershells. You must by at least one shell to live in, or you will begin the game on a disk in the back pocket of another player.

Common digital mind traits

Backup: Digital minds can all be backed up onto media and restored if the original is killed. Backups can be activated while the original is still alive, although this is often illegal. Digital minds can also copy themselves between computers in different bodies, and even beam themselves to other planets.

Eidetic Memory: AIs remember everything they see, while Ghosts can record everything they see in personal log files. An AI can ask the GM to remind him of anything he’s seen. A ghost can too, but may have to make a computer operation or research roll to find it.

Computer Brain: No infomorph can suffer from any disease which affects the brain. Their brain will not need food or oxygen to survive, only a battery. Their memory is non-volatile, so any loss of power will only suspend their brain function until power is restored, not terminate it.

Mathematical Ability: All AIs and Ghosts have at least the equivalent of a built-in calculator.

Perfect Timing: All AIs & Ghosts have a built-in clock.

Infomorphs

Ghost



$50,000

Complexity 7

Fragment


$10,000

EDU/4

Amnesia.

Complexity 7

Shadow


SAI or LAI/2

Average INT with AI, EDU/2, MEM-3

No Sleep: Does not require sleep.

Programming: Must always obey the law of their native jurisdiction, and possibly other regions as well if the governments are on good terms. May also have an owner they must obey.

Computer Skill: +20% to all computer-related skills.

LAI-6



$5000

INT 6  EDU 18  MEM 8

No Sleep: LAIs do not require sleep.

Programming: LAIs must always obey the law of their native jurisdiction, and possibly other regions as well if the governments are on good terms. They will usually also have an owner they must obey.

Computer Skill: +20% to all computer-related skills.

Other LAIs

Complexity
INT
EDU
MEM
Cost

7

7
21
8
$10,000

8

8
24
8
$20,000

9

9
27
10
$40,000

10

10
30
10
$80,000

SAI-7



$50,000

INT 7  EDU 24  MEM 16

No Sleep: SAIs do not require sleep.

Programming: SAIs must always obey the law of their native jurisdiction, and possibly other regions as well if the governments are on good terms. They will often also have an owner they must obey.

Computer Skill: +20% to all computer-related skills.

Other SAIs

Complexity
INT
EDU
MEM
Cost

8

8
27
16
$100,000

9

9
30
18
$200,000

10

10
33
20
$400,000

Occupations

Terraformer – Physics, Chemistry, Biology, Botany, Geology, Planetology, Genetics, Meteorology, Xenobiology, one speciality.

Activist – Memetics, Writing, Politics, Comms, Forgery, Streetwise, Oratory, one speciality.

