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The idea of an implantable memory chip that lets you instantly 
download new skills sounds great, but could such a device actually 
work? Given the different formats that their brains use for storing 
semantic content, would you need, say, one version of the implant 
for English speakers and another for Japanese speakers? And which 
of your cognitive functions could a hacker access by compromising 
such a device? Could a human mind figure out how to operate a cy-
borg body that has wheels or dozens of robotic tentacles? If relatively 
small changes in brain temperature can cause behavioral impacts (or 
even brain damage), is it really advisable to implant a heat-spewing 
miniaturized supercomputer in someone’s cranium? If you’ve ever 
thought about any of these questions when designing or running an 
adventure, then this is the book – and series – for you. 

There are many remarkable and pioneering games (like Cyber-
punk 2020, Shadowrun, Cyberspace, GURPS Cyberpunk, Kazei-5, Trans-
human Space, Ex Machina, Eclipse Phase, and Interface Zero 2.0) that in-
corporate futuristic neuroprosthetic hardware and cybernetic aug-
mentation as significant elements of their game-worlds, character 
design, and adventure plots. One reasonable way of devising the 
cyberware to be depicted in such games is to first envision the neu-
rotech that’s necessary for in-game dramatic purposes – in order to 
create the desired atmosphere and story possibilities – and then work 
backwards to fashion a technological and sociopolitical rationale that 
explains how such cybertech could have come about. (E.g., “It’d be 
awesome to have a natural-looking cyberarm with a thought-con-
trolled shotgun hidden inside. That’s more or less doable, right?”) 

In an effort to investigate such  terrain with a fresh eye, our 
Posthuman Cyberware Sourcebook series takes a different and comple-
mentary approach: we start with the cutting-edge cyberware that’s 
actually under development today (largely by military R&D agen-
cies) and our best scientific understanding of the limits and potential 
of future neuroprosthetics – and then extrapolate with reckless aban-
don to envision the wildest, weirdest, most mundane, and most 
probable technologies that might realistically be expected to appear 
in the coming years and decades. Our explorations suggest that many 
types of cyberware envisioned in popular RPGs are actually feasible, 
if not quite coming soon to a cyberclinic near you. On the other 
hand, we can see that other forms of neurotech prevalent in cyber-
punk literature and its subgenres are – while dramatically useful and 
a lot of fun – ridiculously implausible or even self-contradictory 
from scientific, technological, philosophical, economic, political, or 
cultural perspectives. It’s also possible to identify some ‘blind spots’ 
in current game design: real-world engineers are working to develop 
some truly bizarre forms of cyberware that haven’t yet filtered into 
RPG design – but which can be readily adapted for such purposes. 

This first volume in the Posthuman Cyberware Sourcebook series of-
fers an introduction to a near-future neuroprosthetically augmented 
world that will be explored in more depth in later books. Its material 
is presented in a form that can be utilized with any rule system. 

My aim in writing this volume was to create a resource for fellow 
gamers and game designers of the sort of that I would love to read 
and re-read and ponder myself. It may be of special interest to those 
GMs who are running a hard sci-fi campaign set in the near future 
and who want to give their adventures a grittier edge and some un-
expected twists to keep their players on their toes. I hope that within 
these pages you’ll find some useful nuggets that you can employ in 
your next campaign – and that reading the volume will bring you as 
much enjoyment as I found in writing it. 

– Matthew E. Gladden 
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