Cell Constitution - Health and Storage
Cells are meant to be flexible, yet sturdy constructions designed to serve a more complex entity. Human Cells of all races are no different.
While their bodies are designed to hold a particular humanoid or semi humanoid form (human resistance to assimilation and absorption made their minds not fully malleable to be toyed as the ‘Predator’ wished), their new existences are incredibly resilient. In fact this goes to the point that the most sturdy of all humans would not hold a candle to a modern Cell based human.
There are many reasons for this, but the simplest explanation? A modern human Cell could have a saw cut their head off and just feel mild discomfort as the damage was being repaired the moment it was done. What is more! Their bodies become invulnerable after suffering what should be lethal damage (if for a few moments, sometimes a few seconds), they can carry around enough medical effects to cure a whole planet and are generally unphased by what should have killed a whole city’s worth of people.
Of course modern humans can ‘die’ in Spatium  Sperma, temporarily at least. But to kill them you may need to work for it a little more than in the old days.
Even then they are little to nothing when compared to certain monsters out there. But most people shouldn’t worry about that.
For a more comprehensive understanding on HOW and WHY, as well as for young ones trying to learn how their bodies work, we have divided this particular section in their proper points:
· Solidity. [Inborn Attribute]
· Immunity. [Inborn Attribute]
· External Cells. [Built Attribute]
· Health Pods. [Built Attribute]
· Inventory. [Non Attribute. Unmodifiable by itself]
· Cell Husks and Nano Medicae [Materials]
Solidity [Inborn Attribute]:
· Just how resilient is that particular Cell? Even ‘pure breed’ human Cells can easily get to the point where they’d likely bend a steel bar if they were hit with it back in the old world. But that is not the purpose of Solidity.
· Solidity doesn’t refer to how sturdy a cell *IS*, it refers to how many external layers they can create, thus how many ‘copies’ of their protective surface they can process at one time to generate a much more survival capable body. In a gaming term? The more of those external copies, the more health bars. Of course these Health Bars can be temporarily broken if they are depleted, but they can also be recovered in many ways to be put to use once more.
· On top of being able to ‘solidify’ a being, hence its name, Solidity also works with the same principle to help a Cell store items away safely in an ‘empty’ pocket of alternate space. This ‘pocket’ exist in a linked piece of another dimension, using the ‘Predator’s’ gifts to simply burrow in unused spaces of the creature’s reach. So long as the person in question has enough control of this space, the inventory is safe. If they over extend? The items within may be devoured by the ‘Predator’, but it is an extremely useful tool.
· Not all human subspecies are the same though, and that affects how ‘Solid’ they can be. Some can process great levels of Solidity, while others may be much lower, to the point of being glass cannons at best if they focus on might instead of survival. Generally speaking, the closer they are to the human form, or the more designed they are for hard labor and dangerous functions, the more Solidity they’ll be able to attain normally.
· This Attribute, like all others, is not all positive however. Solidity is meant for the body of a Cell to take care of itself. High Solidity has a negative effect on reproductive capabilities of most Cells, making it slightly harder to either get pregnant (normally) or carry more than one baby to term if other Attributes meant for fecundity are much lower. Generally it is not seen as a bad thing: Solidity means the Cell will likely live longer, so slower reproduction is not a problem.
· External Cells: Solidity affects the Max Level of the [BUILT] Attribute of ‘External Cells’  (Also extra life bars, if you want to be game-y). The higher the Solidity Level, the more Cells. Not all Cells can have a 1 for 1 tradeoff [Read Copy Cell Number section].
· Health Pods: Similar to External Cell, Solidity directly affects how many of those nanopods you can carry in your body and in every External Cell of yours. Much like the previous factor, not all Cells are the same [Read Health Pod section].
· Inventory Slot: Solidity also modifies just how many items a Cell can naturally carry. Much like the previous [BUILT] Attributes, it depends on the Cell in question, though Inventory is mostly guided by how ‘mortal’ a Cell can be (The easier it is for someone to lose it when they die, the less control in this other dimension). Most Cells can carry a few things, no matter their type, but 
· Fertility -1 (F)-: Solidity drains the Cell of resources to keep itself alive and to keep every External Cell functioning. This means every point of Solidity has a flat -5% to the chance of pregnancy for those Cells that want to be mothers. 
· Some Mutations may make (F)- less impactful, to a minimum of -1%, while negative Mutations may raise this defect to -50%! Be wary of this negative and always keep an eye on how bad it is.
Immunity [Inborn Attribute]:
· Suffering damage is expected. Suffering constant damage is unacceptable. When the human body of any Cell is damaged, it releases a mix of defense mechanisms that protects said Cell for a few moments. This effect is greater when one of the secondary Cells is damaged in a more serious way. The stronger the Immunity, the longer this grace period, but it is always far too short for anyone that has to make use of it.
· As expected of Immunity, it also aids greatly when it comes to holding off certain effects, like Acid(Corrosion), Poison or other maladies and negative, but temporary, status effects used by other enemy cells, bacteria, viruses and more damaging entities. In some cases it is possible for certain Cells to become immune to specific damage types, or at least their status that would harm them further. It is true that is not always the case, nor guaranteed for those that ‘should’ be resistant to certain dangers in the ‘Predator’s’ body, but enough Immunity and a few Mutations will get you as close as possible.
· Connected with Solidity, Immunity aids a Cell’s subspace to ‘stack’ things. Expert, natural control, and a resilient Cell is needed to keep things within their own pocket dimension. But keeping multiple things inside, while easy for certain, small items, is trickier, especially for larger ones as those pockets risk instability. Making a Cell’s Immunity stronger makes the control much more stable, thus creating a better spot for hiding away things or carrying supplies without risk of damage to self or, more likely, the ‘Predator’ grabbing those items away from you.
· Conversely to Solidity, Immunity aids in reproduction, making sure fertile ground is plenty when a new seed aims to take root. However, as Immunity requires most of its focus to remain in keeping the body of the Cell safe, it is usually  not enough to counter Solidity’s own minus, but every little bit of help is always welcome. And for those uninterested in keeping themselves safe because they aren’t ever going to risk their lives? A great level of Immunity is a boon when making a family, so long as you wish to be a mother.
· Invulnerability Frames: Through a mix of pheromones and fluids a Cell becomes nearly untouchable for a fraction of a second when hurt (Roughly 0.3 seconds), and the destruction of a External Cell gives a much longer respite mid combat (Almost a whole second, usually 0.9). Every 2 points of Immunity increases this by 0.1 and 0.3 seconds respectively (Unless Mutations or other effects play a part and extends, or shortens, the duration). Note that more than 1 point of damage done at one time does provide only the base Invulnerability, not the TOTAL damage in seconds.
· Status Resistance: Any status can be resisted with more or less 0.25% to 2% chance per Immunity point, depending on how vulnerable (or resistant) a Cell species is to certain damage. A Blood Cell would be much weaker against Choking status (Loss of a HUGE chunk of HP if the status isn’t lifted before its countdown reaches 0) than Bleeding (Loss of HP every X seconds) since they are meant to carry Oxygen around and damage to their function can be lethal, while their bodies are made of fluids meant to cloth quickly to resist further damage. Mutations may make these % much better, or sometimes worse, so do your best to become as resilient as possible!
· Inventory Stacking: Immunity is able to provide ‘stacking space’ for many items. All items that can stack naturally (For example in units of 6) would get another Stack unit per Inventory Space per Immunity point (So, 3 immunity would make the previously 6 stacked unit able to stack up to 18). This also can help with things that are too big to stack naturally, though every piece of cargo has a need in Immunity points to be able to be Stacked, and NOT ALL things can be Stacked! Every Cell should check the things they want to carry; they will learn naturally what can or cannot be carried easily.
· Fertility +1 (F)+: Immunity makes fertilization easier for a mother to be by ensuring the Cell in question is capable of protecting the future life within. 
· Without any further modifiers or Mutations, every point adds a 2.5% to the chance of being fertilized. This modifier generally ranges from a mere 1% to a massive 12.5% or even 25% with those that do their best to maximize (F)+.
External Cells [Built Attribute]:
· CELL HUSKS
· External Cells are secondary Cell layers that occupy the same space of the human Cell; impossible to see with the naked eye, and probably in a sublayer of the same dimension. These ‘extra bodies’ (as some refer to them) act as second chances for the person in question, taking the place of those other ‘bodies’ that have been too damaged to continue functioning. To create these External Cells you need to find various types of ‘Cell Husks’; fragments of Cells, be it native to the ‘Predator’ or outsiders trying to consume it.
· EXTERNAL CELL LIMITS
· Human Cells all are different, but generally, unless specifically mentioned, those meant to fight, or that have a hard time coming back if they die even once, have a much easier time creating External Cells. Meaning that Cyborgs, Bioforms, White Cells and other ‘combat’ human subspecies can gain one External Cell per level of the Inborn Attribute, whereas sex based Cells, or those for finer work (like neurons), would require 2 Solidity for one External Cell to be created.
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External Cells gain Complexity at a rate depending on the Affinity.
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Mortal Cells (or those with Affinity) gain Complexity every 2 External Cells.
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Generic Cells (or Unnatuned) gain Complexity every 1 External Cells.
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Specialist Cells (or those with Incompatibility) gain Complexity every 1 External Cell, but require 2 Solidity per External Cell.
· ORIGINAL Health Pod STORAGE
· All human Cells start with a basic number of Health Pods in their basic Cell body. External Cells work the same way; meaning that if a person starts with, say, four (4) Health Pods, every External Cell will start with that same number. It is never less, it is never more. This is different with Mutations that may alter the number of Health Pods: Any Mutation and other strange phenomena that alters the original Cell (the ‘basic’ Health Bar) will not include External Cells, but *EVERY* External Cell can, if they have the chance, acquire those same modifiers. 
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Note that these External Cells would gain Mutations and other modifiers in ORDER.
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Meaning that they would go 1st, or basic Cell, then 2nd, or 1st External Cell, then 3rd and so on. The growth will go for the quickest Mutation possible.
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So in this example with the original Cell and two (2) External Cells, the original would get a first level Mutation, then the second, or first External Cell, would do the same, then the third. Then the original would be able to earn a 2nd level Mutation with the process repeating as before.
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You cannot choose to modify them yourself because it would be handier to have X External Cell having more Health Pods NOW. Your new biology can be tweaked in many ways, but this is an automated process.
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If you wish to go for specific Mutations to a certain level quickly, and do not mind the time or risk, it is recommended to acquire LESS External Cells to expedite growth.
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As Leveling Up a Mutation requires copies of DNA, acquiring a new External Cell while those Mutations have a copy would redirect these copies to the new External Cell. So if you had a Level 3 Mutation in the previous example of Original and two (2) External Cells, these copies would be redirected to the new External Cell and consumed to empower the weakest of the group.
· CELL BREAKING
· Every External Cell can be ‘Broken’ if all their Health Pods are depleted. Damaged External Cells remain ‘dormant’ until properly healed in a Cloning Centre or Advances Medical Outposts disseminated all over the ‘Predator’s’ body. Experienced Cells may find Mutations or other elements, including man made medical implements, that can either allow them to repair damaged External Cells on the fly, or can be used to actually do so while using the healing implement. While ‘dormant’ these External Cells cannot recover Health Pods however, and any ability or item that could recharge Health Pods will refuse to work on these damaged External Cells. This means most people will do their best to upgrade the crud out of their original External Cell, as it is the last External Cell to ever be used, thus the one that will be maintained until you finally die (for a time).
Health Pods [Built Attribute]:
· NANO MEDICAE
· Health Pods are microscopic capsules chock full of nutrients, materials and nanobots programmed to cure brutal wounds. After being absorbed by the ‘Predator’, these Health Pods have been buffed beyond belief, and one dose can regenerate damage roughly equal to one lethal attack on average (Decapitation, vivisection, dismemberment, catastrophic blood loss…). Sadly the creation of more Health Pods requires ‘Nano Medicae’ materials; specialized nanomachines and certain modifications of various types that need to be processed into the human body for another Health Pod to become active and ready for deployment, rearming and general use.
· POD MANAGEMENT
· Similar to External Cells, Health Pods depend on a Cell’s Solidity to remain safe and functioning, more so because these things are delicate and the more fluid a Cell is, the less of them can be active at once as they are meant to work in heavily controlled environments. More importantly: The more affinity a Cell has with Solidity, the more Health Pods it can safely carry at once. 
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As such the formula is this: 2:1, 1:1 and 0.5:1 unless otherwise started. Or in other words:
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Mortal Cells can create and carry two (2) Health Pods per Health Pod Level.
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General Cells can have one (1) Health Pods per Health Pod Level.
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Specialized Cells have to do with half (0.5) Health Pod per Health Pod Level.
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The last Level of Complexity 5 Health Pods grants a full Health Pod for Specialists. This means their total would be 8 Health Pods and not 7.5.
· The initial number of Health Pods generated for an External Cell (Including the basic one) is four times the average. As such the Lv 0 Health Pods Inborn Attribute grants them a relatively large pool of health at no extra cost.
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This means that Mortal Cells would be born with eight (8) Health Pods.
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General Cells with four (4) Health Pods from the get go.
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 Specialized Cells meanwhile would appear with two (2) Health Pods.
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If a Human Cell was to be born with any extra Levels in the Health Pods Inborn Attribute, they would receive the normal number of Health Pods after the Lv 0. As such, in this example, if a Cyborg somehow got an extra Level in Health Pods after being born, they would have 10 Health Pods (Natural 8 for Lv 0 and 2 Health Pods for the first Level of Complexity 1).
· REFILL 
· So long as the External Cell carrying them hasn’t been broken, the Health Pods in them can be refilled. Simple Proteins (SP - Read the third section ‘Cell Mind’) can be used for many abilities gained through Mutation, but a natural, inborn ability is to use SP to refill Health Pods with new nutrients and materials converted from the ‘Predator’s’ own natural resources (And those taken from hunting bacteria). A painstaking and costly process when a Cell is young, the many Medical Outposts (Regular or Advanced) and Cloning Centers can also refill spent Health Pods, although Medical Outposts may have run out of supplies to do so if they have been left unatended for long, or a lot of fighting is going on around the place. 
· Certain medical items sold in most settlements can also refill a number of Health Pods if needed, and are generally either cheap or at least plentiful enough for any explorer to afford a few, so long as they don’t mind sacrificing a few Inventory Slots to carry precious medical cargo. For adventurers and warriors, there are many Mutations and abilities that can make the SP cost of Refilling go down, making SP recovery much more useful than it was at first, but external medical (and disposable) means are always a welcome addition.
· CORRUPTORS 
· Certain damage types can temporarily disable Health Pods! Acid (Corrosion) status can damage Health Pods permanently (The acid severely damages the nanomachines) until a Medical Outpost or Cloning Center have been visited (Unless special Mutations are part of that particular person or rare recovery items are on hand), while others, such as Bleeding, can not only make a Health Pod use its contents, but may keep it ‘on standby’ for a short duration as the damage is being taken care of. Pay attention to damaging status effects if you don’t want a nasty surprise that may limit your lifespan! More so since Broken External Cells will not recover Corrupted HPs if the External Cell is recovered; this means you may be in real dire straits if things have gone really bad.
Inventory [Non Attribute. Unmodifiable]:
· NATURAL SLOTS
· The number of Slots in subspace that a Cell can safely access (Read ‘Unstable Slots’). The number of Slots a Cell has depends on their ‘Solidity’ and the type of Cell they are. However, this is not a ‘survival’ skill, so Slots do not favor combat Cells, in fact they work in reverse and cost more for Human Cells with no specialist skills. This means that a Mortal Cell would need four (4) Solidity to have one (1) Slot, General Cells would work the same with two (2) Solidity for one (1) Slot, whereas Specialized Cells would need just one (1) Solidity to get four (4) Slots. This is, of course, unless any special rules apply, as there are no Mutations that help with Inventory.
· EQUIPMENT SLOTS
· Unlike Mutations, some Armor and other Equipment may have the ability to tap into the subspace and anchor more Slots for the Cell to  use. Do keep in mind that these Slots will become unstable (Thus you may lose stuff) as soon as the equipment is either damaged beyond use, or taken off for some reason (as in, taken off the person). These ‘Ephemeral Slots’ are handy for combat designed Cells that may lack the carrying capacity of other Cells, though generally most Cells tend to use equipment for their intended type (Meaning for survival for Mortal Cells, all rounded for General and utilitarian for Specialized Cells).
· UNSTABLE SLOTS
· Unstable Slots are those Slots used without a Cell ‘having’ them. While a Cell can fit as much as they want in the Subspace around them, as it is practically infinite, that doesn’t mean their body can control it. The items stored in these unanchored spaces may drift away, be damaged or even be ‘eaten’ by something… probably the ‘Predator’. Storing things in Unstable Subspace Slots is only recommended if you do not mind losing it, as anything lost in Subspace can *NEVER* be recovered. And if it ever appears again? It may be leagues away in physical space, if it ever returns at all (or if you discover it has returned anyway).
UNSTABLE SLOTS HAVE A 1 IN A 1D10  CHANCE OF BANISHING PER HOUR PER INVENTORY SLOT USED. AS SUCH A LARGE ITEM THAT OCCUPIES 4 SLOTS WILL HAVE A 40% CHANCE OF BEING ‘ERASED’ EVERY HOUR. STACKS DISAPPEAR ALL AT ONCE, THOUGH THE NATURALLY STACKABLE ITEMS ARE USUALLY 1 SPACE IN SIZE AND THE WHOLE STACK COUNTS AS THE ITEM IN QUESTION, THOUGH HIGHLY STACKABLE ITEMS, NO MATTER THE NUMBER, USUALLY HAVE A 10% CHANCE OF BANISHING. DO NOT CARRY MORE THAN YOU CAN IF YOU ARE AFRAID OF LOSING THINGS.
· ITEM WEIGHT
· Some items and Equipment pieces require more than one Slot to carry them around. Sometimes it is more practical to carry them in external means like a cart, or with your hands if needed, but if you have the space to spare it may be more useful to carry them in the subspace. Do keep in mind that trying to force something that has more ‘Weight’ than you have ‘Slots’ means that the whole thing becomes ‘Unstable’. Some things are also incapable of entering Subspace for some reason; perhaps being too delicate to travel dimensions in any shape or form. More often than not Cells will notice when this is the case as they will ‘feel’ as if the item’s weight was infinite, or ‘999999’ if you want to use gaming terms.
· STACKS
· The ability to Stack an item. Some items can be carried in Stacks already, like, for example, Basic Rations (in stacks of 4), but not all items are like this. Some items can form very large Stacks, while others cannot be Stacked, at least not at first, and others may never be Stacked. Having high Immunity can allow for multiple Stacks or grant ‘Stack Points’ in a fashion similar to Solidity and Slots, which means the same rules apply for Mortal, General and Specialized Cells (Needing 4:1, 2:1 and 1:1 Immunity for extra Stacks).
· Stacks are Multiplicative. This means that if an item can be Stacked by 4, like Basic Rations, but the Cell has a Stack Power of, say, 5, then the Basic Ration can be Stacked up to 20 in the same Inventory Slot. STACKING PAST THE LIMIT IS POSSIBLE, SO LONG AS THE ITEM IS STACKABLE, BUT DOING SO TURNS THE SLOT INTO AN  UNSTABLE SLOT UNTIL EMPTIED AGAIN.
· Many items and pieces of Equipment have been clearly marked to show how much ‘Stack Power’ they would need to have a replica of the same item Stacked in the same Inventory Slot (An item with a Stack Power of 5 would require that many ‘Stacks’ to be able to get another copy on itself). Of course not every piece of equipment or item can be stacked even if they can be shoved into the subspace. So, if they lack clear labelling for this, then assume that the item is unique or has some limitations and may not be Stacked.
Cell Husks and Nano Medicae
· CELL HUSKS
· T1: Cell Flakes
Flakes of dead cells, generally left behind by sturdy enough macro bacteria and viruses of respectable power. These Cell parts have the texture and appearance of dead skin, and usually come in patches that can grow as big as a hand, though they seem to fracture the moment they achieve certain sizes and are, on average, the size of a finger or so. A clump of these small patches tend to survive absorption by the ‘Predator’, at least for a time, and they together can be counted as one unit of ‘Cell Flakes’.
These basic ‘Cell Husk’ units can, in the right amount, help create new External Cells, help reinforce some armor or even be used in certain crafting recipes. However, being basically dead cell fragments, the amount required is usually high and, in most cases, their usefulness quickly becomes non-existent unless you have large quantities at one time.
· T2: Cell Dermis
Still (somewhat) living Cell material, usually from far more dangerous entities than the most basic bottom feeders that managed to grow in power. These patches of Cell are usually at least the surface of a hand’s palm and can, more than their preceding Flakes, grow even bigger. They have a warm texture and a milky white, translucid color, as if they were a living sack holding something else not long ago, which, in fact, is true. These Dermis are absorbed quicker than the Flakes, and while they will linger around for a while it is indeed recommended to not tarry; while not the most uncommon material there is always someone itching for more of these and the ‘Predator’ is not going to let it go to waste either.
More advanced ‘Cell Husk’ materials, these are still relatively plentiful anywhere that is dangerous and advanced enough. Even so, these are always in demand. Even the first External Cell requires at least one Dermis to put it together, and Dermis are generally used in many recipes for equipment and other manufacturing processes.
· T3: Cell Husk
Writing, still living Cell material. Husks are the remains of fairly powerful, sometimes rare, bacterium, generally viruses and parasites that are either rare, dangerous or highly evolved through the leeching of Strands. These Cell materials move slightly, have a translucid brownish coloration and seem to try to grasp anything they can, with their texture being similar to very soft leather. It is recommended to not leave them around since these things may either crawl away or be absorbed by the ever hungry ‘Predator’ or other entity that is willing to put the Husks to good use.
Intermediate Husk material that gives this category its name, these things are always in demand and there is never enough of them to go around. Almost all advanced equipment and recipes require at least a handful, and getting more External Cells will, at some point, demand more and more of these materials to be created. If you ever find some, keep them around or find a use for them, because you will never be short in the requirement department.
· T4: Cell Corpus
Very much moving and doubly so alive, these are some of the rarest Cell materials. You will only find these things on the mature and most dangerous creatures out there, and this is not yet the most rare find possible. Colored like flesh with a pinkish central point that becomes clearer and whiter the more it moves away from its epicenter, these things move around frantically a few minutes after dropping, and may very well regenerate the whole damn body if left alone for too long! They feel like a living thing, but no one can pinpoint exactly the texture. Store it quickly and keep an eye on it! If the ‘Predator’ doesn’t eat it, you may have to fight the original body a second time!
One of the rarest forms of Cell Husk you may find and, for most people, the highest possible part they may ever see or use, as these are already so rare that few are ever sold or bartered. Some of the best and most defensive items, and equipment are created from these pieces of strange flesh, but they are usually handed out to those that need it for something important. More often than not you’ll see adventurers and explorers using whatever a Corpus can create, because most settlements sure as hell cannot mass produce those things.
· T5: Cell Eve
Not only alive; smart, likely malevolent and doubly so dangerous. These things are part of parasites or viruses that could pose a danger to a whole city or organ within the ‘Predator’ and, while just an annoyance for the titanic monster, they can create untold destruction and push it to absorb the whole place to kill the son of a bitch. Eves are usually half the size of a human’s chest, they move and lash around, trying to harm whoever attempts to store them away, have a texture similar to warm, pulsating flesh and look like irritated red skin that can form a small slime like monster for self defense. Grab them, store them and try to keep them away from anything and everything or they will try to absorb mass to regain their bodies. And be warned: They CAN grow back very quickly. The ‘Predator’ will do its best to devour them after a few minutes at most; letting this thing live in the wild would be a catastrophe.
The rarest form of Husk to be found; these things are used in small numbers for most things, though combat focused Cells may need loads of them to grow the last External Cells to make themselves ‘perfect’. As such these things are NOT sold or even traded. When someone gets one it is theirs, and it is not rare for people to try and rob someone, or even kill them for a time to get these things, if possible. There is absolutely no doubt in anyone’s mind that the most sturdy of all equipment, or at least the one giving the most survival chances, is created with these Husks… but choosing what to do with these damn things is not easy, even when you have a handful of them. So hunt well, and choose wisely.
· Nano  Medicae
· T1: Capsule Adapters
Packets full of parts and materials to ‘terraform’ a body, usually small, portable and inconspicuous. Easily distinguished by their brand name ‘Adapting Bodies’, the image on the box shows a small group of tiny ‘men’ preparing spaces inside a nondescript body. No method of ingestion provided, these packets are meant to be used in a Cloning Center. Most of these packets are designed to prepare microscopic parts of the body for the next Health Pod.
While lacking programming, machinery or protocol guidelines, enough Adapters are capable of activating a new Health Pod by themselves. Generally many of these are required for most Health Pod expansions in any External Cell, including the original, but they are so easy to produce with mundane materials that acquiring them just requires patience. Capsule Adapters are also used for most common medicine as the materials can produce a small number of basic HP restorers and can be stored in greater quantities, making them a constant hot commodity for anyone capable of alchemizing t
· T2: Micro Bodies
Solution full of the necessary materials to construct new, or maintain existing Health Pods and its nanobots, extremely necessary as the number of HP increases. Another ‘Adapting Bodies’ product, this one has a small team of ‘men’ creating the outer bodies of HPs and the many nanobots those capsules will be housing. Similar to the previous product, this one is designed to be automatically introduced into the body during expansion, no pain necessary. As expected, these solutions have small autonomous robots that will create new HPs and nanobots after usage.
Barely with proper programming for large scale usage and nearly no safety guidelines, these things wouldn’t be made this way back in the old world. Here? Perfectly fine thanks to the ‘Predator’s’ interference and usually readily available. Usually only one of these is needed during the first phases of Health Pod expansion in weaker bodies, though most Mortal Cells need a couple, or a few, already. Plenty of these are required for those that aim to be truly healthy and, even if not, a lot are used regularly in medical applications.
· T3: Nano Medicae
A small, peanut sized capsule with specific components designed to create microscopic neuralgic centers. With the image of a multi armed ‘man’ in front of many computers, this is the epitome of ‘Adapting Bodies’ and their research before the ‘Predator’ overtook everything. Extremely complex, they were never as capable as they are now, not as easy to implant. These small capsules were required to be introduced through surgery before, but now they can be swallowed and allowed to do their thing, though the process is said to be somewhat unpleasant, no matter if it last barely a second. It is worrying how those that need many of these at once tend to just eat them as if they were real peanuts, but no side effects have been noticed.
A proper command center for the Health Pods to coordinate and spread all over, though the main focus of this product was to rearm Health Pods effectively and always create/maintain spares. As such these things were extremely complex to maintain in the past and could actually control the HPs to almost work as they do inside the ‘Predator’, though in a lesser way of course. Even now they are somewhat hard to produce regularly, as they require advanced materials, a few alloys and some electronic components. All of those things together take more time to prepare than a Nano Medicae dose may be worth, at least if you just want them to produce advanced medicine on the fly. If you want these to expand your HP pool? Then prepare to barter a lot, or go mine one of the resource fields for a long period.
· T4: Micro Control Repeater
A small, wafer shaped ‘cookie’ like greyish, solid and mineral rich compound created in Cloning Centers with a rich mix of components. The first Nano Medicae made by the ‘Predator’, at least in a way, and without real labels or anything else; these ‘M.C.R Cookies’, or ‘Imcers’ as some call them, are meant to be chewed and mixed with the user’s saliva for the compounds to bind themselves to a particular body. Most people say these things taste like butter cookies. Despite the taste they seem to leave lingering feelings of fullness long after consumed, multiplied by the number ingested. Note that this does NOT feed a person and, in fact, consumes a lot of natural resources from the body: Going on without eating until the feeling subsides may be negative for the body, though the feeling of being ‘full’ may make it feel like eating could bring other problems.
Despite its clearly displeasing ‘effects’, the mix created by consuming these ‘cookies’ is immense: The Micro Control Repeaters are capable of connecting various Nano Medicae commands together for effective usage and distribution of materials across the Cell when the quantity of Health Pods is becoming high enough to be burdensome, but even more necessary than before. As such these things are usually created on demand and in direct exchange of materials, generally never exchanged or sold, though there tends to be a small degree of surplus here and there in most cities with the luxury of a constant influx of resources. In most cases the ones sold are those that exceed the medical quotas however, as the HP recovery medicines created with these ‘cookies’ are very powerful (and sometimes addictive), which means they are also heavily controlled and, if too many or too little are created, someone is going to get it as a single unit out of place can create a big problem.
· T5: Biomechanical Command
An orb of dark color, the size of a thumb, give or take, all of it covered in some kind of ‘circuitry’ that seems to be a design imprint instead of anything else (and if it is, or isn’t, no one knows). These (chocolate flavored, SOMEHOW) Nano Medicae are so chock full of minerals, nutrients, medical compounds and things you don’t want to know, that they could likely cure a whole planet of any and all illnesses before the ‘Predator’ was a thing. Commonly called ‘Golden Apples’ despite their black exterior, these medical orbs are meant to be eaten, much like the Micro Control Repeaters, and, unlike the previous versions, they DO fill you up, though not as much as you’d think. It is recommended to space each unit five minutes apart or they may cause internal damage, making any bioengineering with them a lengthy process.
Completely infeasible in human biology, even beyond the usual modifications found in the ‘Predator’ thanks to its meddling, these small ‘chocolates’ construct direct pathways between nanobot neuralgic centers for communication so fast not even the most pinpoint accurate and on the edge nerve reaction could even compare. Sadly, by the time these things are used such reactions are needed; the HPs are so plentiful and the range they need to cover so expansive, that this precision is the *bare minimum* needed for them to work with only ‘acceptable’ levels of wastage. Considering all this, you would be right to think that these little ‘bonbons’ are rare, pricey and, almost in all cases, just handmade by those with the resources to do so, because usually those guys are the only ones to need (or in fact be able to use) them.
