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Bionics
Introduction
For some, humanity is not near enough the top of the food chain. An extra step needs to be taken, beyond 
that which can be easily made by ýtness regimes. Humanity can be augmented by technology. Any 
un-natural augmentation of a human is known in the group term Bionics, regardless whether they are 
biological based or machine based improvements. The person with the augmentation is referred to as an 
Aug in this section. Bionics is split into three distinct sections. Borgware involves completely replacing 
limbs such that the Aug looks like part of a machine. Cyberware goes under the skin, sometimes 
replacing limbs but normally such that the enhancement does not change the appearance of the Aug. 
Bioware produces þesh and nerves that is woven onto the body of the Aug. Can change the appearance 
of the Aug, but rarely does. A more detailed description of each is included at the start of each section.

Repair of Bionics is done using the Bionics Systems skill (Medical). Borgware can be repaired using 
a standard mech/tech kit whereas Cyberware and Bioware requires the same machine that was used to 
install the augmentation. It is is possible to ýt different types of Bionic onto the same person, unless 
otherwise stated. A certain amount of common sense is required, if the Aug is a Full Borg with no skin 
left, then a skin tatoo is not possible. A failure of installation (failed Bionics Systems roll) leads to either 
a permenant Rehab or a longer Rehab time (GM choice).

Rehabilitation (Rehab) is the immediate effect of being augmented. Normally, the larger the object or the 
greater its effect on the life of the Aug, the more drastic the Rehab is. Rehabilitation is normally much 
like physiotherapy (like you would have after breaking a leg in the 21st Century), a number of physical 
workouts, monitored by a qualiýed doctor. It can be painful and is often frustrating. If Rehabilitation is 
not undertaken then the Aug may pick up neurosis and may never fully recover from the Augmentation 
process. Once rehabilitation is ýnished, then the Aug will never have any trouble again. Rehab can be 
concurrent. If the Aug has a Rink (brain-computer interface) ýtted, this rehab will take 2 days. If the 
Aug then has an extra sense (like extended vision) added, this could add another day. Making 3 days. If 
they were added at the same time, then you only take the longer time period (the Rink of 2 days) as both 
augmentations are Rehbilitated at the same time.

All Bionics are registered with Star Civilisation (SC) upon installation. It is possible to get Bionics ýtted 
without this registration, but it is illegal and can lead to a hefty ýne and the doctor will lose their License 
to do medicine.

All bionics extend lifespan in some form or another. However, the human brain will eventually run out 
of steam at approximately 220 years after a 10 year period of senility. The better the Bionics and the 
more attention to detail when Rehabilitating the longer the lifespan. The downside to this is that many 
of the bionics that allow extended lifespan will lead to the Aug becoming sterile.

Social Effects
One of the largest drawbacks of having bionics is the social effects. The society of the human race moves 
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at a much slower pace than that of technology and people have difýculty adjusting to those who look 
different through technology. This social inadequacy is often manifested by fear, hatred or plain racism. 
Many systems have local laws that ban Bionics over a certain level or to have a separate registration. 
This restriction is often argued as a infringements of rights, but then for most, Bionics is a choice.

Borgs get the worst treatment as they look the least like humans and also that Borgs can no longer be a 
parent. This classes them lower in a society where keeping the human race going is the most important 
consideration. Those with Cyberware often appear as if they are underhanded and sneaky and thus not 
to be trusted. Most bioware goes un-noticed, but then the enhancements it provides are minimal.

Common Features and Keywords
There are some keywords and features that are common to more than one area of Bionics. They appear 
in many sections and so are explained here for ease. Also, some bionics systems may appear in two 
different classes of bionics. If in doubt always use the same sort of bionics that you started with, try not 
to mix Borg and Cyber systems.

Suit: A collection of limbs and systems that go to make up a Borg or Cyber augmentation.
Frame: A chassis, or metal skeleton about which everything is based
Armour: Protection for the frame and internal systems.
Bioreorgniser (Bio): A device for tuning food into nutrients that keep any human-like bits in working 
order.
Motor: The powerplant (generator) that the Bionics uses.
Sensors: Additional senses that can be used for sensing the environment. Common ones include:

¶ EM: Electromagnetic, allowing sight into the Infrared and Ultraviolet range. 
¶ MT: Motion tracker, for detecting things moving. 
¶ EG: Electrogrid, for seeing raw energy being moved or emitted. 
¶ TO: Teleoptics, for seeing further.

Combat Bionics
Some bionics have Combat features. On the most simple level, these could be targetting modiýers that 
helps the augmented character ýre weapons more accurately. There are also systems that allow an Aug 
to have a bonus in close combat. In this case, the bionics system will come with a close combat combo 
with a Battle modiýer. This combo may be used in addition to the 8 they character may have, however 
it can not be altered and must have the Battle Modiýer taken into account. Also, the Combat Bionic 
combo  may be longer than that allowed by the characterôs Battle. In this case, the player may still use 
the combat bionic combo because the bionic is designed speciýcally for combo given.

Bionics Sheet
As soon as a human character takes their ýrst bionic augmentation (regardless how small), they should 
update their Human / Armour card to a bionics one. This should be used to copy the information onto 
and gives a feeling of change that should be echoed in the character.

4 5



Borgware
Introduction
Of all the Bionics on offer, Borgware is the oldest and most understood. Bionics are favoured by 
many because of the longevity offered by replacing biological parts with easily serviced energy driven 
systems. Also, Borgware has the advantages of cost effective Augmentation and repair as well as a wide 
array of small systems that can upgrade a suit with little cost.

To Suit or Not To Suit
Borgs have a choice of becoming a Half Borg (Borg spine and a limb or two) or a Full Borg (full body 
replacement). Half Borgs are rare (Rarity: 80%) and tend only to be those people who have lost limbs 
through accident (or carelessness) and can not afford (or ýnd) a bioweave replacement.

Full Borgs are much more common and can be found in Industry, Sports and in Expeditionary teams. 
Borgs are also widespread across the Imperium, especially in Star Fleet where human intelligence is 
required within the tough body of a machine. Thus, Borg suits can be classed as Military, Expeditionary, 
Industrial and Sport. Military suits can only be gained by active service in the Star Fleet and are not 
included here because of their rarity. All the others are readily available and their uses are listed below.

Expeditionary
The closest suit to a Military one, without actually being one. The expeditionary suit is intended for use 
outside of Imperium space: the Fringe and Lone Systems. Expeditionary suits tend to be fast, tough and 
well equipped for all environments. They are also the only suit that can come with weapons mounted as 
standard. Due to the high tolerances of construction, these suits are generally the most expensive.

Industrial
By far the most prevelant suit is the Industrial one. These suits are larger, stronger and equipped such 
that a person can do their job. Industrial suits are used in Star Docks, Space Ports and any hazardous 
environment where a human might need to wear an environment suit. The suits tend to be large and 
bulky. Due to the large numbers in which these suits are produced, they tend to be cost-effective.

Sports
The sports industry took hold of Borg and Cyberware as soon as it realised the athletes would do 
anything to get an edge on their sport. These suits come in all sorts of varients, mostly designed for a 
particular sport. There is a ógenericô sub-type. This is for those people who either like to think they are 
a true athlete or wish to have the longevity without the cost of an Expeditionary suit or the bulk of an 
Industrial. The cost of these suits tends to vary depending on the application they are put to use but they 
can be extermely expensive indeed.
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Augmentation and Rehabilitation
The Augmentation for Borgware is done using a semi-automated laser surgeon where the brain is 
removed from the skull of the Aug while immersed in a biogenetic þuid. The brain is then laced with 
the Rayengine Link (Rink) and inserted into the Borg suit. Connections are then made with the suit and 
the Rehab process begins. The whole Augmentation process between the user becoming unconscious 
and being immersed in the þuid and then waking up as a Borg is 20 minutes. The process is a reýned 
and well understood one. Thus it requires an Easy Bionics Systems to perform. Few people reject the 
Augmentation but if they do, they can be rejoined with their old body and the scarring removed. 

Rehabilitation is the difýculty in the augmentation of Borgware. The Human brain does not react well to 
being put into an infamiliar host for the ýrst time. The ýrst 40 hours of consciousness normally involve 
convulsions and a fair amount of pain for the new Aug. From there, the Aug must learn to walk and other 
dexterous tasks. Different suits take different amounts of time to adjust to. The further from humanity 
the suit is the more time it takes to adust. After Rehab is ýnished, it is expected for there to be some 
additional training, which can be self-taught. Rehabilitation supervision requires a Bionics Systems 
check.

Repair and Upgrading
Borgware is most useful when it comes to upgrading or adding to the suit. It does not require a fully 
qualiýed medic and large amounts of equipment, like other Bionics.

Requirements for Repair or Upgrades:
 Bionics Systems Roll (Easy)
 Bionics Know Roll and Mechasys Systems Roll.

Thus, you do not have to be a qualiýed medic to be able to update Borg Systems.

Half Borg Systems
Half Borg systems are tailored to the person who requires them. Most Half Borg systems are limb 
replacements. Normally, a whole arm, leg or sections of the torso are replaced. Any more subtle systems 
are considered as being Cyberware. Most limb sections require a Borg Backbone. This allows cheaper 
systems to be created as the replacement limb does not need to be the same size and weight as the userôs 
arm. Some limbs do not require a new backbone, but most do.

Budget Arm
Cost: 40 000 Rarity: 25% Rehab: 2 Days Supervised Maufacturer: Morgan
Requires: Backbone (5000 cr, included)
Description: A sleek arm that can be covered with a synthetic skin (additional cost: 500). Returns the 
user to human capacity.
Game Effect: The arm is not a attractive looking device and some people may be repulsed with it. 
The synthetic covering does help to mask this but is Easy to spot at anything less than 20 metres. 
Normally provided as a temporary repair before a more natural version can be afforded. At this point, 
an undamaged Budget Arm can be traded in for half cost. Arm has human Stats with an AR of 5.
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Power Arm
Cost: 70 000 Rarity: 35% Rehab: 8 Days Supervised Maufacturer: Morgan
Requires: Backbone (5000 cr, included)
Description: A strong metal arm that is sleek and attractive to look at. Is covered by default in a 
synthetic covering but comes with a number of coloured ósleevesô for variety. This arm gives the user 
added strength.
Game Effect: Easy to spot under 20m, but not physically repugnant to humans. When the arm is used, 
it gives +2 to Meat. The Statistics of the arm are: AR: 10, HP: 100

Budget Leg
Cost: 35 000 Rarity: 22% Rehab: 4 Days Supervised Maufacturer: Morgan
Requires: Backbone (5000 cr, included)
Description: A replacement metal leg with foot included. Allows amputees to regain their mobility in 
the minimum amount of time.
Game Effect: If rehab is not completed properly, then the Aug will have a limp. The leg gives no 
appreciable effect on strength or speed. The Statistics of the Leg are: AR 5, HP: 15. There is no power 
version of the leg.

replacement joints
Cost: 5 000ea Rarity: 30% Rehab: 2 Days Supervised Maufacturer: Morgan
Requires: None
Description: Shoulders, hips, ribcages and chestplates are all replaceable for the modern human. Each 
replacement costs just 5K and can be rehabilitated in only two days.
Game Effect: An extremely old and unpopular method of repairing a human, this involves robotics 
parts ýtted within the human frame. Itôs ungainly and ugly to look at. Only a few perverse people 
would ýnd this attractive. The Aug will have thier hit points returned to them and the location (Torso) 
will get a AR of 5.

Full Borg suits
The Borg suit offers the user unparalleled security and safety. However, the mental and sociological 
effects can be crippling. Although it is not wise to judge a book by its cover, this is often the case for a 
full borg and they are considered as being untrustworthy by the general populace.
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Gravitron (Borg)
The most popular industrial suit ever, this is an all singing and dancing 0g Borg suit. 

Manufacturer Uo Statistics Armour / Hit Points
Type Industrial Battle n/a H 15 3000
Rarity 17% Meat 40 LA 15 4200
Base Cost 120 000 Shift 7 T 15 8000
Implant Cost 60 000 Soul -1 RA 15 4200
Height 2.9m Wit n/a LL 15 5000
Weight 960kg Stun 300 RL 15 5000
Frame: Tungsten Sinite
Armour: Woven 
Plasticermaic
Bio: 0g Vacuum Capable 
400hrs survival
Motor: Poraq Enostore G.
Sensors: EM, TMS.

Augmentation: Standard Borgware laser surgery system.
Rehabilitation: 25 days under supervision. Then 5 days at with pre-
augmentation statistics before Bionic stats begin. Lastly, 5 days of 
equipment training and þying lessons (non-essential). 

Repair Modiýer: Easy.

Additional Systems:
Grav Pack (Sp: 20. Accel: 10. Mano: 0)
Glowing Skin (Lights the area up to 50m without dazzle)
Shakespear Mech Kit Forearm (All the equipment found in a Shakespear Mech Kit).
Shields: 1 Globe.

Chimera (Borg)
The entry level expeditionary borg suit. Large and impressive looking with few systems. A good 

platform for other additional systems. 
Manufacturer Morgan Statistics Armour / Hit Points
Type Expeditionary Battle n/a H 25 1000
Rarity 30% Meat 20 LA 25 2200
Base Cost 80 000 Shift 14 T 25 3000
Implant Cost 80 000 Soul -1 RA 25 2200
Height 2.8m Wit n/a LL 25 2600
Weight 280kg Stun 500 RL 25 2600
Frame: Tungsten Sinite
Armour: Tungsten Sinite Plate
Bio: 0g Vacuum Capable 80hrs 
survival
Motor: Poraq Enostore N.
Sensors: EM, MT (50m, 360) 
TMS.

Augmentation: Standard Borgware laser surgery system.
Rehabilitation: 30 days under supervision. Then 10 days at with 
pre-augmentation statistics before Bionic stats begin. 

Repair Modiýer: None.

Additional Systems: None
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Nightmare (BORG)
The deýnitive expeditionary Borg suit with all the system required for life in the Lone Systems.

Manufacturer Uo Statistics Armour / Hit Points
Type Expeditionary Battle n/a H 55 7000
Rarity 82% Meat 32 LA 45 9000
Base Cost 1.4M Shift 16 T 55 12000
Implant Cost 200 000 Soul -2 RA 45 9000
Height 2.9m Wit n/a LL 45 11000
Weight 600kg Stun 800 RL 45 11000
Frame: Tungsten Sinite
Armour: Tungsten Sinite Plate
Bio: 0g Vacuum Capable 200 
days.
Motor: Poraq Enostore NG2.
Sensors: EM, MT (50m, 360) 
TMS, EG.

Augmentation: Standard Borgware laser surgery system.
Rehabilitation: 60 days under supervision. Then 40 days at with 
pre-augmentation statistics before Bionic stats begin. 

Repair Modiýer: Taxing.

Additional Systems:
Hyper Turbine Grav Pack (Speed:120. Acceleration: 30. Manouvre: 20)
Glowing Skin (Lights the area up to 50m without dazzle)
Shakespear Mech Kit Forearm (All the equipment found in a Shakespear Mech Kit).
Shields: 10 Globe + heat sheild.
Point to Point (PTP) Light Jump Engine (LJS: 1)
Orbit Capable (5 hours surface to low orbit, 2 hours orbit to surface)
Ammo Store (7.4 Chain only, 2600 rounds)
Internal Gaia Card
Internal Prospace Comms
2 x Sprung Internal Holster
Micro Self Repair System
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