The following tables indicate the level at which technologies appear. Usually these technologies are in widespread use one Tech Level later.
Technological Levels
	Digit
	Personal Weapons
	Armor
	Heavy Weapons
	Computers
	Communication

	0
	club, cudgel, spear
	
	
	
	runners

	1
	dagger, pike, sword
	jack
	catapult
	abacus
	heliograph

	2
	halberd, broadsword
	
	cannon
	
	

	3
	foil, cutlass, blade, bayonet, flintlock
	
	
	
	

	4
	revolver, shotgun
	
	artillery
	adding machine
	telephone

	5
	carbine, rifle, pistol, SMG
	steel plate, gas masks
	mortars, grenades
	Model/1
	radio

	6
	autorifle
	cloth
	missiles, missile launchers, LMG
	Model/1 bis
	television

	7
	body pistol, assault rifle
	mesh, flak jacket
	pulse laser, grenade launcher, sandcasters
	Model/2, hand calculator
	

	8
	laser carbine, snub pistol
	vacc suit
	autocannon, LAG. RAM grenade launcher
	Model/2 bis, artillery computer
	

	9
	laser rifle, accelerator rifle
	ablat
	beam laser
	Mode/3, battle computer
	hologram

	10
	ACR
	reflec, combat environment suit
	VRF gauss gun
	Model/4
	

	11
	
	combat armor
	
	Model/5, hand computer
	

	12
	gauss rifle, PGMP-12
	psionic shields
	plasma C gun, X gun
	Model/6
	

	13
	PGMP-13
	battle dress
	
	Model/7
	

	14
	FGMP-14, PGMP-14
	
	
	
	

	15
	FGMP-15
	
	
	
	

	16
	
	
	disintegrator
	
	

	17
	
	
	
	artificial intelligence
	


Technological Levels
	Digit
	Medicine
	Water Transport
	Land Transport
	Air Transport
	Space Transport
	Energy

	0
	
	canoes, rafts
	carts
	
	
	muscle

	1
	
	galleys
	wagons
	
	
	

	2
	
	
	
	
	
	

	3
	
	sailing ships
	
	hot air balloons
	
	wind

	4
	
	steamships
	trains
	dirigibles
	
	water wheel

	5
	
	
	ground cars, armored vehicles
	fixed wing aircraft
	
	coal

	6
	early reconstructive plastic surgery
	submersibles
	ATV, AFV
	rotary wing aircraft
	
	oil

	7
	
	hovercraft
	hovercraft
	
	non-starships
	fission

	8
	moderate plastic surgery
	
	
	
	
	solar

	9
	limb regeneration
	
	
	air/rafts, grav vehicles
	jump drive
	fusion

	10
	advanced plastic surgery, body sculpting
	grav vehicles
	grav vehicles, grav tanks
	
	
	

	11
	nerve refusion
	
	
	
	jump-2
	

	12
	bio-engineered implants
	
	
	grav belts
	jump-3
	

	13
	organ cloning
	
	
	
	jump-4
	

	14
	full genetic engineering
	
	
	
	jump-5
	

	15
	
	
	
	
	jump-6
	

	16
	
	matter transport
	matter transport
	matter transport
	
	

	17
	
	
	
	
	
	antimatter


Tech Level 5

Personal Weapons

The standard small arm is the bolt action rifle, similar to the standard rifle described in the Combat Equipment rules, but with a lower rate of fire.

Armor

Gas masks are standard, as are steel helmets. Steel mesh body armor is available, but its bulk and weight make it impractical for all but a few special purposes.

Heavy Weapons

Hand grenades are in wide use. Both the machine gun (as opposed to the earlier Gatling and volley guns) and the trench mortar are introduced as the primary infantry support weapons. Both are bulky and tend to be concentrated in separate units. Mortars fire only HE and smoke rounds.

Field artillery includes a variety of breech loading pieces between 7 and 40 cm in bore diameter, with most weapons under 15 cm being of the quick firing (recoil cylinder) variety. Most artillery is horse (or equivalent) drawn, fire control is primitive, and counter-battery target acquisition is virtually nonexistent. Ammunition consists of HE, smoke, and chemical rounds.

Air defense artillery systems are almost completely improvised, consisting of machine guns and a few light field guns adapted for high angle fire. Target acquisition is entirely visual.

Specialized anti-tank artillery does not exist, although light field guns are widely used in this role when necessary.

Land Transport

The first armored vehicles are introduced. Tanks are slow and unreliable. Armor is proof against fragmentation and most small arms, and some protection against very small HE rounds (grenades and guns below 4 cm), bust most field guns are capable of easily dealing with them. Armored cars are also available, with armor providing partial protection against small arms and fragmentation. Tanks carry either machine guns or low velocity guns in the 2-5 cm range. Armored cars carry only machine guns. Armor is of machined steel.

Tech Level 6

Personal Weapons

The bolt action rifle remains the standard infantry small arm, generally superseded by the semi-automatic rifle throughout the period. The carbine and SMG achieve wide military use.

Heavy Weapons

Primitive rifle grenades are widely used, some with limited anti-tank capability. Both the light machine gun and the automatic rifle are introduced as squad level support weapons. Lighter mortars are available to company and platoon sized unit and are capable of firing chemical rounds. 

The increase in the importance of armored vehicles leads to the introduction of a variety of anti-tank infantry support weapons, the most important of them being the one-shot disposable anti-tank grenade launcher and the individual loaded anti-tank rocket launcher. Both weapons rely on the hollow charge principle (referred to in these rules as High Explosive Armor Piercing, or HEAP).

Light, low velocity field guns are used at the regimental/brigade level as infantry support pieces, firing HE, smoke, and chemical rounds. Towards the end of the period, HEAP rounds are also added.

All tube weapons are now quick firing with field artillery in the 7-10 cm range, medium artillery in the 12-15 cm range, and heavy artillery in the 15+ cm range. The basic rounds remain HE, smoke, and chemical. The first crude multiple rocket launchers are introduced. Toward the end of the period the large strategic missile is introduced, although it is not capable of carry a nuclear warhead. Fire control and forward observation and adjustment are improved, with counter-battery target acquisition based on primitive sound and flash ranging.

Air defense artillery now consists of a variety of specially designed guns of all calibers from 2 cm up. Radar is available for target acquisition, but it is bulky, generally static, and not available for fire direction. Anti-tank artillery consists of high velocity guns in the 3-9 cm range generally firing solid shot.

Medicine

Early plastic surgery is available, although it is used for reconstruction only.

Land Transport

Tanks are considerably more reliable and have a top speed of around 50 kph. Armor is hardened, and face-hardening and spaced armor are introduced in the middle of the period. Main armament consists of high velocity guns in the 5-9 cm range. Armored cars have a top speed of around 90 kph and personnel carriers (usually half-tracked) are introduced with light armored protection for infantry passengers.

Air Transport

The first helicopters are introduced, generally for communication, observation, and rescue/evacuation missions. Generally unarmed, they are occasionally fitted with LMGs and used as troop carriers in counter-insurgency work.

Tech Level 7

Personal Weapons

The main infantry weapon becomes the assault rifle.

Armor

Ballistic cloth flak jackets are introduced, but due to expense, do not yet enjoy universal use.

Heavy Weapons

The rifle grenade passes from use, replaced by a variety of light support weapons.

The first battlefield guided tactical missiles (tac missiles) are introduced. They have a maximum range of about 2-3 kilometers, are equipped with a HEAP round, and are flown to the target remotely by the gunner. In the early part of the period, recoilless weapons are in wide use, but are soon superseded by tac missiles and improved anti-tank grenade launchers. For close support, the early grenade launcher is introduced. Mortars almost completely replace infantry support guns.

Field artillery consists of weapons in the 10-15 cm range, medium artillery of weapons in the 17-20 cm range, and heavy artillery from 20 cm up. Heavy artillery is capable of delivering nuclear warheads, as can strategic missile systems. A variety of field artillery missile systems with ranges of up to several hundred kilometers are introduced capable of delivering nuclear warheads, HE, or chemical payloads. Most artillery is self-propelled on tracked chassis. Counter-battery work is assisted by radar and by mechanically assisted sand and flash ranging. Cluster bomblet munitions are available for artillery and flechette rounds are used for close support. The MRL is upgraded with provisions for greater mobility, accuracy, and faster reloading.

Air defense artillery now includes a variety of radar directed guns on self-propelled chassis for close defense, and the air defense missile is introduced for long-range and high altitude protection. Air defense missiles tend to be bulky and incorporate initial radar guidance with final intercept generally being accomplished by IR sensors. Special anti-tank artillery is gradually phased out and replaced by tac missiles.

Land Transport

Tanks now incorporate vertical stabilization of the gun to enable shorter halts for firing. Main armament is now in the 7-12 cm range. Specialized HEAP and discarding sabot rounds are available for anti-armor work, and flechette rounds are available for anti-personnel use. In the latter part of the period the first laser range finding systems and primitive ballistic computers appear. Armored cars generally mount guns in the 5-9 cm range. Armored personnel carriers provide overhead protection and are generally fully tracked. Many APCs mount armament comparable to that of armored cars, or tac missiles. Some tanks mount gun/launcher systems in the 15 cm range capable of firing either low-velocity conventional rounds or tac missiles. Most vehicles mount IR night vision equipment, with some using light amplification.

Air Transport

Assuming a wider variety of roles, helicopter troop carriers all but replace paratroopers as specially designed gunships mount auto-cannons and auto-grenade launchers.

Tech Level 8

Personal Weapons

The assault gun remains standard, but is supplemented by the laser carbine. The laser carbine has limited weapons potential, but is used primarily as a target designator and range finder.

Armor

Ballistic cloth flak jackets are in universal use.

Heavy Weapons

The RAM grenade replaces the early grenade launcher and most specialized anti-tank grenade launchers. Mortars are now capable of firing cluster bomblet rounds. The tac missile’s guidance system now requires that the operator track only the target, not that he guide the missile. Advanced forms of the tac missile incorporate laser target designation.

Weapons of 15 cm and larger can now deliver tactical nuclear devices, and guided rounds are available which home on laser painted targets. Towards the end of the period, tele-guided munitions are introduced. The first computer fire control system is introduced with remote terminals placed with forward observers to speed response time and flexibility.

Air defense artillery now includes man-portable air defense missiles, all heat seekers. Larger air defense missiles are more compact and lethal, and are available for forward area defense on self-propelled chassis. Rapid-fire radar directed auto-cannons provide most point defense.

Medicine

Moderate plastic surgery is available, which is used for simple body-sculpting and basic disguises.  The surgery is undetectable, but limited. Disguises are imperfect unless the individuals are very similar.  No height modifications are possible but weight changes up to 10 kg can be performed.

Land Transport

Both horizontal and vertical stabilization are in use allowing firing of main armament of tanks at speeds up to 40 kph. Top speed for tanks is about 90 kph, with armored cars up to about 120 kph. Tank main armament is in the 10-15 cm range with more sophisticated battle computers. Many guns are smooth bores for firing high velocity fin stabilized rounds. Toward the middle of the period, the first laser tanks are introduced, mounting a bulky cryogenically cooled pulse Gatling laser in a non-rotating mount. Ablative anti-laser vehicle armor is available, as are anti-laser aerosols, although the latter are expensive. Most laser tanks mount coaxial auto-cannons to scrub ablative armor off target vehicles, thus limiting the effective range of the laser to that of the auto-cannon. Composite armor with a  high -resistance to penetration is available, although its expense initially limits its use to main battle tanks (MBTs). A special piggy-back HEAP round is capable of achieving multiple hits on the same location, giving a limited composite armor defeating capability, but the primary means of knocking out MBTs becomes direct hits from high caliber HE rounds resulting in crew deaths from concussion.

The air/raft comes into limited military use as a utility transport craft.

Air Transport

Both faster and more compact, the gunship now carries tac missiles and becomes the most lethal tank-killer on the battlefield.

Tech Level 9

Personal Weapons

The more powerful and robust laser rifle replaces the laser carbine and has a much greater lethality. Most lasers are multi-color to defeat smoke and aerosol obscuration.

Armor

Laser ablative clothing is available for infantry, although expense precludes universal use. In-helmet communications, light amplification, and passive IR detection equipment are available, although again not universally in use.

Heavy Weapons

Tac missiles now range up to 4 kilometers and incorporate follow-up IR sensors to achieve successive hits on composite armor. RAM grenades are also equipped with follow-up sensors. Mortars incorporate early ballistic adjustment to confuse counter-batter radar equipment.

Heavy conventional artillery is gradually replaced by mass driver (MD) guns, large magnetic linear accelerators that, although requiring large amounts of power, are capable of long range, high muzzle velocities, and rapid rates of fire. All artillery munitions are capable of pre-programmed deviations in ballistic paths to confuse counter-battery radar. Course deviation programs are provided by more sophisticated computer fire control systems.

Counter-battery radar itself is upgraded to allow multiple simultaneous tracks and graceful load-shedding capabilities, making it virtually impossible to overload by massed fires. Improved sound and flash ranging arrays are available, and are supplemented by satellite surveillance, all integrated by the fire control system. 

Man-portable air defense missiles now have an effective range of 4 kilometers and a head-on engagement capability. Larger missile systems incorporate tele-visual guidance. Ladar (laser-based radar) replaces radar.

Medicine

Limb Regeneration is introduced. It is slow. For example, regenerating an arm takes 15 months. Cryogenic suspension is stabilized to the point where it can be used safely.

Land Transport

The main armament of all MBTs is now stabilized in all planes and incorporates automatic range-target adjustments from the ballistic computer. Main armament remains in the 12-15 cm range, mostly hyper-velocity smooth bores, with the capability of launching small nuclear warheads, although expense, round storage, and doctrine make this a non-standard round. All tanks use auto-loaders on the main armament providing a much higher rate of fire. MBTs generally mount improved cavity-B armor, while many light armored vehicles and armored personnel carriers are partially or wholly encased in cavity-A armor. Gun/launchers can deliver a large variety of rounds, but still cannot deliver hyper-velocity munitions of the giant 12-15 cm guns. 

Wider use is made of the air/raft, generally armed and armored and referred to in the military configuration as the grav sled. It is still primarily used as an air-mobile personnel carrier. 

All vehicles incorporate ground surveillance radar. An improved laser tank mounts its armament in a fully rotating turret, the armament consisting of either a pulse Gatling laser or beam laser, in either case multi-colored, enabling it to defeat most smoke and aerosol obscuration. 

Toward the end of the period, the first grav tanks are introduced.

Air Transport

Having reached the limit of its development potential, grav vehicles gradually supersede the helicopter in its military role, although it continues in service as a less expensive option at this Tech Level.

Tech Level 10

Personal Weapons

The basic infantry weapon becomes the advanced combat rifle capable of firing a 4cm RAM grenade.

Armor

Personal uniform consists of the combat environment suit, and all helmets incorporate radio communication gear and IR/light amplification night vision sensors.

Heavy Weapons

Tac missiles range up to 5 kilometers and incorporate tele-guidance. Warheads for tac missiles are expanded to include HE, flechette, and chemical capability. Mortars are now capable of delivering small nuclear warheads, but expense, storage, and doctrine make this a non-standard round.

Field artillery is now entirely MD guns or MRLs, in both cases self-propelled on high-speed grav vehicles, and with firing controlled completely by computer fire control systems. In vertical envelopment situations, remote controlled, disposable, static MRL units, which are dropped by air, provide artillery support. Man-portable air defense missiles incorporate tele-guidance and range to 5 kilometers.

In point defense, the conventional gun is partially replaced by the plasma A gun on large grav mounts. While self-propelled, the unit must be landed and deployed for firing due both to the high-energy usage and recoil associated with firing. Long range missiles are supplemented by maser units (coherent microwave projectors) designed to cause pilot casualties rather than structural damage. The premier point defense weapon becomes the VRF gauss gun, with much medium range work done by beam and pulse Gatling lasers.

Medicine

Advanced plastic surgery allows body sculpting, as well as realistic disguises as anyone belonging within the appropriate height and weight range who belongs to the same human subspecies, and fully functional (sterile) sex changes.  It is now possible to change skin color, apparent gender, height and weight (within limits).  Blood type can be changed, but not genetic type.  Fur and unusually colored eyes and hair (purple, metallic blue...) are also possible. Height changes of up to 5 cm are possible, as are weight changes of up to 20 kg.

Full-body cloning is available. This involves growing a physical duplicate of a human, using      artificial wombs.  Limb regeneration is quicker by a factor of 10. For example, an arm can be regenerated in 45 days. A newborn child can be grown from a single cell in 27 days.

Land Transport

Track-laying tanks are now completely supplanted by grav tanks and lighter wheeled armored fighting vehicles. Grav tanks mount gun/launcher systems and/or beam lasers, with some super-heavy varieties mounting the first heavy plasma A guns. Larger grav tanks mount high-density armor with significantly increased resistance to penetration. Light armored cars mount gun/launcher systems or VRF gauss guns. The grav sled is used very widely in the personnel carrier role, but large numbers of fast, wheeled APCs are still used. 

Most vehicles are equipped with cavity-B armor. All vehicles have an advanced target acquisition and fire control system integrated with the vehicle’s ballistic computer which consists of ground surveillance radar and tele-visual scanning which identifies moving objects, trains the gun, and visually displays the target information for the gunner. The gunner identifies the target as friend or foe. Once identified as friend, the system will ignore the target as long as it remains in range of the system’s sensors. If identified as foe, the gunner may fire, or initiate any of a number of tiered-priority pass orders (return to target when in range, return after next target engaged, etc.). The system may be keyed to seek targets of specified configurations (such as MBTs, infantry, etc.) and may be manually overridden at any time for direct gunner selection. 

Tech Level 11

Armor

Combat armor is available which can be pressurized for operation in a vacuum, or hostile environments, but expense precludes general issue.

Heavy Weapons

Tac missile warheads now include small nuclear weapons, range to 6 kilometers and incorporate inertial target memory and homing. LMGs have almost totally disappeared as support weapons. 

Mortars are almost completely replaced by inexpensive disposable remotely triggered rocket launcher (MRL) units. Representative units are 1 meter square and hold around 100 6cm rockets. Each launcher can be manually placed or airdropped, and upon activation is brought into register by the battery fire control center. Since the launchers are disposable, no effort is made to confuse counter-battery radar. HE, smoke, cluster bomblets, HEAP, and HEAP follow-up rounds are available.

Field artillery in increasingly supplanted by remotely piloted drone missiles, although conventional MD guns and MRLs are still in wide use. The plasma B gun is now in use in the air defense role, with lighter A gun mounts supplementing the point defense capabilities of VRF gauss gun units. All fire control systems are improved by direct verbal communication by forward observers and fire direction officers with the system. The more mobile A gun is now very often used in a direct support role as well as in its previous role of air defense weapon.

Medicine

Nerve refusion is now available. Nerve infusion is used to repair spinal cords and attach artificial eyes, limbs and other cybernetic prosthetics directly into the user's nervous system. Neural jacks are also possible, but they don’t offer significant advantages over other methods of computer or      vehicle operation.

Land Transport

All combat vehicles are now grav powered. The grav tank generally uses the more compact plasma A gun and/or tack missile racks. Very heavy grav tanks mount the plasma B gun. Light grav sleds are used for scouting, generally mounting tac missiles and auto-cannons. Close support sleds mount VRF gauss guns and tac missiles. All vehicles have pronounced free-flight capability.

Tech Level 12

Personal Weapons

The gauss rifle is introduced in limited numbers as a sniper weapon, expense precluding general issue.

Heavy Weapons

The PGMP-12 is introduced as a high-energy squad support weapon, in many units replacing the grenade launcher. Most other support is provided by gunships integrated at the squad and platoon level.

Both the plasma C gun and the heavier fusion X gun are introduced in the air defense and general direct fire role. The now highly mobile A gun completely supplants the VRF gauss gun in the point defense role. Conventional artillery is almost completely supplanted by drone missiles.

Medicine

Bio-engineered implants are available. Also possible are fully fertile sex changes and full disguises (retinal scan, genetic profile, and fingerprints). Early vat-grown implants are developed, which can enhance normal functions (light intensification, enhanced smell and hearing) or they can add wholly new functions such as full spectrum vision, normal-looking skin as tough as jack armor, magnetic sense or gills.  However, each implant can have only a single additional function.  Modified eyes with the capacity for both IR and telescopic vision are not possible at these tech levels.  All vat-grown implants are fully living tissue that becomes a normal part of the subject’s body.  Purely cosmetic changes like tails, claws, cat-like eyes and similar oddities are possible.  At this tech level, a human can be made to look like any of the humanoid races. Height changes up to 15 cm are possible, as are weight changes of any range.

Limb regeneration is now 50 times faster than when it was introduced. For example, regenerating an arm now takes only 9 days.

Land And Air Transport

All vehicles have sufficient free-flight performance that ground combat vehicles effectively no longer exist, having merged with aircraft. The primary weapons of the heavy gunships include plasma B guns, VRF gauss guns, and tac missiles. VRF gauss guns are also widely mounted on personnel carriers, as are plasma A guns.

The military begins using grav belts occasionally for scouting purposes.

Tech Level 13

Personal Weapons

All infantry is generally equipped with gauss rifles.

Armor

All infantry is now equipped with combat armor. Battle dress is issued to selected assault troops.

Heavy Weapons

The PGMP-13 is introduced as a support weapon in battle dress equipped troops. The throwaway missile is introduced, incorporating tele-visual guidance and visual as well as inertial target location.

The first damper fields are introduced, enabling limited neutralization of incoming nuclear warheads. The fusion Y gun is introduced in the direct fire role, with the light plasma B gun taking over point defense. Gravitic compensators enable the heaviest fusion guns to fire on the move, and long-range direct fire by fusion guns executing pop-up maneuvers becomes standard.

Medicine

By Tech Level 13, an average human can be disguised as a normal member of most other minor human races.  At these Tech Levels, genetically engineered microorganisms are used alongside surgery to perform most modifications.

Limb regeneration is now 100 times faster than when it was introduced. For example, regenerating an arm requires only 4.5 days. 

Organ cloning is available. With organ cloning, one can clone just a particular body organ (like an eye or the heart) instead of having to clone an entire being.

Land And Air Transport

The first damper fields allow protracted storage and transportation of elements with short half-lives. The first major use of the damper field militarily is to enable the manufacture, storage, and transportation of 2-cm californium rounds, fired from auto-cannon mounts in remotely piloted drones. Each round is hollow and collapses on impact, the collapsed round having sufficient mass to go critical, thus causing a small nuclear explosion. More conventional gunships mount plasma C guns or fusion  X guns along with missiles.

Tech Level 14

Personal Weapons

The standard military small arm for properly armored troops (see next entry) is the PGMP-13.

Armor

A higher proportion of the infantry is equipped with battled dress.

Heavy Weapons

At the squad level, the PGMP-14 replaces the PGMP-12, while battle dress equipped units receive the FGMP-14 in place of the PGMP-13.

Much more sophisticated dampers enable virtually complete protection of operational areas from nuclear warheads. The fusion Z gun is introduced in the direct fire role.

Medicine

Undetectable genetic disguises, advanced vat-grown implants and genetic modifications (IR eyes, for example) are available.  Height changes go up to 30 cm.  At these Tech Levels, genetically engineered microorganisms have replaced surgery in most applications. Advanced vat-grown implants can have multiple functions, so modified eyes could be designed to see both in the infrared and have telescopic capacity, as well as seeing ordinary visual light.

Full genetic engineering is possible. With the right equipment, an entire organism can be custom-made. While genetic engineering has been available since Tech Level 8, at this Tech Level it can now be used to create anything which is biologically possible, at will.

Memory erasure is also introduced. All of a subject's memory of certain periods can now be permanently erased. Erasing only specific people or events is only possible at Tech Level 17.

Land And Air Transport

More sophisticated damper fields render the californium drones obsolete. Gunships now carry fusion Y guns or rapid pulse X guns.

Tech Level 15

Personal Weapons

Most infantry has converted to the FGMP-14. The gauss rifle remains the standard arm of non-powered troops.

Armor

Most infantry is by now equipped with battle dress.

Heavy Weapons

The FGMP-15 becomes the standard squad support weapon.

The primary direct fire weapon becomes the battlefield meson accelerator. Although much smaller than meson accelerators used in planetary defense, it is still by battlefield standards large, bulky, and extremely lethal. By now, the standard point defense and direct support weapon becomes the fusion Y gun. Drone missiles enjoy an increase in use as the appearance of meson accelerators linked to an increasingly sophisticated computer target acquisition and fire direction system makes the long-range pop-up increasingly impractical.

Medicine

By Tech Level 15, any human can be undetectably disguised as a normal member of any of the human minor races (a Darrian could even be disguised as a Geonee). Height changes up to 40 cm in height are possible.

Land And Air Transport

Gunships mounting rapid pulse X guns and heavier Z guns are virtually indistinguishable from orbital craft. Lower performance personnel carriers mount rapid pulse X and Y guns and missile systems.

Tech Level 16

Medicine

Memory duplication to prepared targets can be done, but only for basic memories with few details. By this Tech Level impersonation is almost impossible to detect unless specific precautions have been taken to avoid it.  To duplicate memories the target must be scanned for 6 full hours. This process is non-invasive, and can be done while the target is unconscious.

