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LYBERWARE

Il across the go|o><\/ there is one Hﬂ'ng in common: peop\e. The\/ migh’r be b'\g hoiry

ones with s’rrengﬂw and stamina to spare. The\/ migH be small squis%y ones with
not a lot going for them (other than being able to reach higher levels). They
mighf even be little green men who wield mystic powers. But wherever there are

peop|e, there arises a need to improve them.

Moybe peop\e need improved to make it possib\e to exist on an alien world to do some
corporation’s biddingv Moybe peop\e need upgrgded fo meet some m'\hfor\/ ogendo,
Perhops fhey are trying to achieve some level of re|\'gious en\ighfenmenf Jr|1ey think can
on\y be achieved fhrough fechnobgy. Or moybe peop\e just need improved when Hﬂey
lose an arm in a cantina on a backwater desert world when some old man with o star

sword overzealously protects his young friend.

This supp\emerﬁ provides C\/bemeﬁc \'mp\orﬁs designed for use in the W hite Star role
p|0\//\'ng game. Don't think you can just buy this stuff and add it to your inventory. The
Referee may not want some of this in his game. For that reason, the \'mp\on%s are divided
info two basic types. Bionics are light implants powered off the body's own bioelectric field.
Cybernetics are the heavy implonts that require their own power source. Each are divided
info minor, moderate, and major grodes. Referees may restrict certain types or grodes of

imp\om’rs from his campaign.

IMPLANT LIMITATIGNS

Rep\ocmg a character’s physio\ogy with ’rechno\ogiccﬁ upgrodes comes with o price. The
body's own bio-electric field exists for a reason: the body needs it. Adding devices which
draw from its reserves or interfere with its bio-electric capacity or resonance can cause
normal bod\/ parts to lose eﬁ('\ciency or even fail. |mp|on+ too much tech and the character

gefs S\'ck, or can even die.



Characters have a limit fo the strength of
their bioelectric field, equo\ fo their
Constitution score. A character with a
Constitution score of 11, therefore, can have

11 points of imp|orﬁ5 installed.

INSTALLED IMPLANTS - As o character acquires
imp\onfs, he keeps a running sum of
all his imp\onf points and lobels this
“Installed \mp\onfs” on his character
sheet. If Installed |mp|0rﬁ5 exceeds his
Constitution, he's dead; his body just
shuts down as one organ ofter
another painfully fails. Don't install
that much tech, it's a s*upid idea. If

Installed \mp\orﬁs exceeds half his

Constitution, he suffers from a mo|od\/

kI’WOW?’] as C\/ber—sickness.

CYBER-SICKNESS - \\/hen a character suffers
from cyber—sickmess he must take
spedo| vitamin-iron piHs do\'\\/ or is
{oﬁgued (sugers -2 on all diced
actions, 0|w0\/s), He looks like hell:

po\e skin, dark bogs under bloodshot

eyes, etc. The special pills aren't free
but olso aren't expensive; characters must spend 10 credits per one-week supply to

cover the cost and avoid the {oﬁgue.

DAMAGE TO IMPLANTS - |mplants should be listed on the character sheet with sequential
numbers next to them (1, 2, 3, etc.). Whenever a character is hit with a critical hit, the
p|0yer must roll d20 to see which imp\on’r was dom@ged If o number is rolled which
exceeds the number of implants then no implant was damaged by that critical hit.
When an imp\onf is domoged/ it is unusable until it can be repoired. Thot mighf not
be a big deal for some Imp|orﬁs/ but o character hit in both C\/bemeﬁc |egs will find it
difficult to get arou nd! Repairing an imp\orﬁ costs 20% of ifs origino| cost and requires
spedo| tools and know\edge. If an '\mp|onf is hit a second time, it is desfroyed

comp\efd\/ and must be rep\oced b\/ paying the full cost again.

BIONIC IMPLANTS

All bionic implants found in the lists below are upgrades to a normal being. Possessing any
of these makes a character better in several ways. All bionics are made of materials which
cannot be detected using metal detectors or casual scanners at star ports. Defeding them

requires medical scanners or other specio\ized gear.
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BIOCOMM

Type: bionic, minor (normal) Cost: 200cr |mp\cm+ Points: 1
Type: bionic, minor (hologrophic) Cost: 400cr Implant Points: 1

This is an implanted communications device similar to a common communicator in nearly
all respects, but is hands-free and mentally controlled. The improved biocomm costs more

and operates ho|ogrophico\|\/.

BIOLIGHT
Type: bionic, minor Cost: 200cr Implant Points: 1

This is an imp|on+eo| bioluminescent ﬂgsh\igh’r emitted from somewhere on the character.

CEREBRAL STABILIZER
Type: bionic, minor Cost: 400cr Implant Points: 1

This implont adds active stabilizer bands around the cerebral cortex and clong critical
locations in the spine and immunizes a character against saving throws to remain

conscious from ph\/sico| frauma.

CLAWS
Type: bionic, major (normal) Cost: 600cr |mp\on¥ Points: 3
Type: bionic, major (mono-bladed) Cost: 800cr Implant Points: 3

Three identical blades extract from slots on the back of the hand between the four fingers
with a comforting “snikkt” sound. This weapon causes 1d6 damage. The mono-bladed

version costs a bit more but causes 1d6+1 domoge.

DERMAL CLIMBING PADS
Type: bionic, moderate Cost: 400cr Implant Points: 2

New follicles are installed on hands, elbows, knees, and feet which grow coarse hairs thot
hook onto surfaces. The hairs are split (and re-split) giving a Velcro-like effect. This allows
the character to c\ing to most vertical surfaces, or even upsw’de down from the ce'\hng.

Some surfaces may require Dex’rer'\’ry checks to climb.

DERMAL INFRARED TREATMENT
Type: bionic, moderate Cost: 400cr |mp\an* Points: 2

The character’s skin is infused with a coating that masks his heat signature. This makes
him invisible fo infrared detfection devices of all types. If reduced fo half his hit points or

less, his disgu'\se is compromised until it heals and the infrared treatment re-grows.

EIDETIC PERCEPTION
Type: bionic, minor (normal) Cost: 200cr Implant Points: 1
Type: bionic, moderate (holographic) Cost: 400cr Implant Points: 2

This imp|omf goes in the head, with small parts mounted behind the ear and o\ong the
skull, all just under the flesh. It is able to record what is seen by the eyes and heard by the
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ears, giving all the benefits of hoving a por%ob|e digi’ro\ camera system. The imagery and
audio can be p\oyed back against closed eyes by the character, or can be wire\ess\y
transferred fo a computer system. It is an inexpensive \'mp\orﬁ but one favored by spies
and jou rnalists. The ho|ogroph’c version is more expensive and tokes {UH\/ three

dimensiono\ recordings H’]Cd' can b@ p\oyed bOCk OHCI exp|ored from various ong‘es‘

ELECTRO-SHUNT
Type: bionic, minor Cost: 400cr |mp\omf Points: 1

This imp\onf grou nds the character against electrical domoge. The charocter is immune to
electric-based stun effects. He sfill has fo worry about other types of stun effects, but
e\ecfricﬁ\/ is bosicoHy ignored This imp\onf was described in Hyperspoce Messenger #1,

but if the bionic and C\/bemeﬁc rules from this supp|emen’r are used then this is considered

an implant.
FINGER BLADES
Type: bionic, minor (normal) Cost: 200cr Implant Points: 1
Type: bionic, minor (mono-blade) Cost: 400cr Implant Points: 1

Each of the character’s ﬁngerﬁps of one hand have o tiny but effective retractable razor
that can extend from under the {ingemoi\. The\/ can be used to scratch someone but are
designed for use in Wﬂever\/: fhey give a bonus of +1 to any roll to pick a pockef or to
perform other acts the Referee permits (this bonus also applies fo unarmed combat

domqge) The mono-blade version is more expensive and increases the bonus from +1 to
+9.

FLAMEFINGER
Type: bionic, minor Cost: 200cr Implant Points: 1

This is a classic {ire—smrﬁng imp\on’r, spewing a flame from the poinfer Fmger of one hand.
The chemical fuel for the ﬂomefmger fits info an internal g|cmo|fsocl< reservoir in the inner

Foreorm Oﬂd |OSJFS ](O?’ 1 or more years OW( COSUO‘ use.

GILLS
Type: bionic, moderate Cost: 400cr Implant Points: 2

Characters with g'\H \'mp\orﬁs can breathe underwater. The\/ emit no noise and are

normo”y undetectable - H’]e\/ are passive devices which take over when submersed.

GLASS CUTTER
Type: bionic, minor Cost: 200cr |mp\on+ Points: 1

This is a hand imp|onf, The index {inger has a retractable cutter, and the po\m of the

same hand can grip g|oss with suction. The po|m is p\oced ogoimsf a piece of g\oss, and
the hand is moved in a circular motion. After a few moments, a standard piece of g|oss
can be puHed away, oHowing quick (if illicit) entry into a bui\ding or vehicle. This doesn't

work with armored g|oss/ and is not designed for use as o weapon.
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INFRARED EYES
Type: bionic, moderate (one eye)

Cost: 400cr Implant Points: 2
Type: bionic, major (both eyes)
Cost: 600cr Implant Points: 3

The character reploces his eyes with implants
thot are able to see in the infrared spectrum.
He can see Hm'ngs b\/ the heat H’]e\/ give off,
inc\udmg seeing the Foofsfeps of a tracked foe,
or the p\oces where a hand touched o door
knob, keypad, or wall. He can even see walls,
floors, efc. b\/ the way in which their materials
absorb, keep, or release heat. Additionally, the
charocter is unhindered by smoke grenades or
even complete darkness. The eyes look normal
until the infra-red electronics are activated,
then the pupi\s and irises look crimson red. If

purdﬁosed as Oﬂly a sing\e eye, 'H’HS becomes a

moderate bionic imp|on+.

KNUCKLEPLATING
Type: bionic, minor (per fist) Cost: 200cr Implant Points: 1

The character's knuckles receive we\'ghfed reinforced p\ofes which run Hﬂrough the hand

and c\omp to the top of the forearm, granting +2 to unarmed domoge.

LIGHT AMPLIFICATION EYES
Type: bionic, moderate (one eye) Cost: 400cr Implant Points: 2
Type: bionic, major (both eyes) Cost: 600cr Implant Points: 3

The character replaces his eyes with this implant and is able fo adapt fo a wide variety of
|\'ghf conditions, o||owing him fo see normo”y if there exists even a sing\e star sh’ning in the
sk\/. The eyes react quick\y, but flash-blindness can occur which lasts on\\/ one turn when
sudden brig%f |igh+s are introduced. This imp|omf is popu|or among scoufts, hunters, and
burg\ors, OHO\/\/mg nighf operation without penoH\/‘ If purchosed as on|y a sing|e eye, this

becomes a moderate bionic imp\onf

LIQUIFILTER
Type: bionic, minor Cost: 400cr |mp\omf Points: 1

The character receives a filter system and is procﬁcoHy immune fo oll toxins (inhaled,
consumed, or mjecfed). The character can walk unhindered Hﬂrough tear gas, drink go”ons
of o\coho|, and even subsist on his own urine in the desert (ew), The filter is organic and

regenerates itself over fime by drawing nutrients from foods eaten. The character’s skin



takes on a coloration specific to the type of chemicals being filtered, although it will return

to normo| over a coup\e Ol( hours.

MAGNASOLES
Type: bionic, minor Cost: 200cr Implant Points: 1

The bottom of the character’s feet and palms of his hands are made into electromognetic
material. The character can turn on the e\edromogmeﬁc feet fhroug% a mental \'mpu\se/
and can turn it off s'\mi\or|y. Once enabled, the character can walk on or c\'\ng to any
metallic surface such as bulkheads, exterior hulls of spoceships, etc. Characters with this

imp\on’r cannot be disarmed if the weapon Hﬂey wield is metallic.

MAGNIFICATION EYES
Type: bionic, moderate (one eye) Cost: 400cr Implant Points: 2
Type: bionic, major (both eyes) Cost: 600cr Implant Points: 3

Popu\or with snipers, scouts and hunters, these imp\on’rs rep|oce the eyes of the character.
These have an imoge processing system replacing the character’s normal refina and
inferfocing to the optic nerve direcﬂy. The character can zoom his vision up to ten times
normal to focus on things very far away or very close. Additionally, he sees a small
crosshair super\'mposed in the center of his vision which he can move over objeds in view
and will know the range to the object. If purchosed as on\\/ a sing|e eye, this becomes a

moderate bionic imp\orﬁ.

MEDICAL DIAGNOSTIC SYSTEM
Type: bionic, major Cost: 800cr Implant Points: 3

This includes o powerful diagnostic system, able fo detect problems with the character’s
body caused damage, toxins, efc. It also includes artificial glonds containing necessary
drugs fo help manage the character's medical condition and is able to defibrillate if his
heart stops. It is an effective automatic docfor system, allowing the charocter to regenerate
1 hit point per hour. The hecling is very fast but imperfect in many ways, causing visible

scarring.

NEURALCOMP
Type: bionic, major Cost: 600cr Implant Points: 3

This is a h\'gh\y sophisﬂcofed bionic that allows a character fo be imp\orﬁed with an
infernal power{u| microcomputer. The neuro\comp is controlled memfoHy, and its disp\oy is
superimposed over the character’s vision. Anyfhing someone could do with a powerfu\
computer can be done with the neuro\comp. Itis equw’pped with an inferface located in the
back of the character's head under a removable pofch of hair, and a wireless module to
interface with other computers. When networked, provides +9 to all pi|oﬁng and repair

checks on starships or computer systems.



NEURAL CHRONOGRAPH
Type: bionic, minor Cost: 200cr |mp\on¥ Points: 1

The character who receives this imp\omf o\woys knows what time it is. The imp\orﬁ can be
merﬁo”y set, reset, etc. and includes muHip\e internal alarms. The alarms are not audible
of course, %ey simp\\/ stimulate the areas of the brain necessary to awaken/alert the
character. The character can also time %ings with an infernal sfopwo’rch to surprising
precision. He can issue the impulses to start the timer, o stop it, and is aware of the
amount of elapsed time. The Referee may callow this character a +2 on any roll where

timing is crifical.

NEURAL COMPASS
Type: bionic, minor Cost: 200cr Implant Points: 1

This is o simple implanted digital compass, giving the character an automatic ability to
detect which direction is north. It also includes a GPS system that provides the character
instinctive know\edge of location (\ongﬁude, latitude, and olfitude). It can be offected b\/

strong e|ecfro—mog netic fields.

REFLEX IMPLANT
Type: bionic, moderate Cost: 600cr Implant Points: 2

This imp\onf is very invasive. The character's own central nervous system gefts rep\oced
with poroHe| lines, and certain key nerves are comp|efe|y rep\oced. This upgrode fo the
character’s natural electrical network improves his Armor Class by 9[+2], and provides
+2 to initiative rolls and movement rates. This is the basic model of Reflex |mp|orﬁ and

requires no additional energy source to use. Characters with this imp\orﬁ often jittery.

SKELETAL AUGMENTATION
Type: bionic, major Cost: 800cr |mp\omf Points: 3

This implant is o gradual replacement of a character’s entire skeletal system. When the

procedure is complete, the character’s skeleton is replaced with a highly durable material
It is much stronger than bone and gives the character some advantoge. Characters with
skeletal augmentation can add +1 fo any unarmed attack damoge. Additionally, he takes

Oﬂly |’1CI|]( domoge W(I’OV’TW any plﬁ\/SI\Cdl b\udgeon domoge or gf@O* FOHS.

SMUGGLING COMPARTMENT
Type: bionic, minor Cost: 200cr Implant Points: 1

This implont replaces a large area of meat and muscle with a concealed body cavity with
durable \'\mng. A closeable door is covered with flesh. It is the ideal smugg\mg
compartment. A character can conceal a small item (no |orger than a knife or perhops a
rolled up piece of paper, etc.) within the smuggling compartment and it will be hidden

from view.



SYNTH EYES

Type: bionic, minor (one effect) Cost: 200cr Implant Points: 1
Type: bionic, moderate (variable) Cost: 400cr Implant Points: 2

The character has lenses implanted over both his eyes which will tint to act like sun
glasses. Additionally, the lenses con be commanded to cause creative effects on the
appearance of the eyes. For instance, the character might change his eyes to appear
comp\efe\\/ white, devoid of iris or pup'\|, or fo g\ow. AHhough none of this affects the
vision capobi\iﬂes of the character, +hey are aoll fun to ro|e-p|oy. Creative use of synﬂﬂ—eyes
durimg intimidation, seduction, or other social interaction rolls migH allow a +1 or +2 to
that roll. If purchosed with the obihfy to simulate on\\/ one effect on impu\se then it is

considered a minor bionic imp\onf

SYNTH FLESH
Type: bionic, minor (one effect) Cost: 400cr Implant Points: 1
Type: bionic, moderate (variable) Cost: 600cr Implant Points: 2

The character receives networks of S\//I’TH’]@‘HC g|ond imp\orﬁs all over the bod\/, wired back
to a central imp|onf. The character can mod'n(y his skin pigmentation to match any possw’b\e
skin color of the same species. The color chgnge takes about one minute and couses the
top \O\/er of skin fo flake off. A character can cause artistic shopes fo appear on their
ne\/\/\\/ grown skin, normoHy tattoos or birthmarks, but can also make |eopord spots, tiger
stripes, etc. This imp|0nf provides a +2 bonus o any checks fo clisguise or hide. If
purchased with the ability to simulate only one other effect on impulse then it is considered

a minor bionic \'mp\orﬁ.

NG SYNTH HAIR
7 Type: bionic, minor (one effect)
Cost: 200cr Implant Points: 1
Type: bionic, moderate (variable)
Cost: 400cr Implant Points: 2

The character’s head of hair is made bald by

surgico| removal of all follicles. New follicles are

!
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implanted which generate synthetic hoir made of
special fibrous circuitry. The character can cause

his hair to sﬂo\'ghfen, wave, curl up, or take on
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an appearance similar o being dirty or frizzy.

The imp\omfed synfh—hoir can be commanded fo

be any reosonob|e |€|’Wg+|’1 or fo d’]onge CO‘OI’. The

——
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hair change takes about o minute. It is helpful for
facilitating quick disguises or for getting ready
quickly for a night on the town. Synth-hair, if cut
or damaged, con grow back but it takes several

weeks for the synthetic fibers to be regenerated



natu ro”y. If purchosed with the obi\i%y to simulate on\\/ one other effect then it is

considered a minor bionic \'mp\orﬁ.

TALON
Type: bionic, minor Cost: 200cr Implant Points: 1

A 12" smg|e hook-like bladed weapon extracts from a hardened skin slot in the back of the
hand. The talon is made from a durable material and can cut fhrough many materials,

inc\udimg bod\/ armor. This weapon causes 1dé domoge.

UNIVERSAL TOOLKIT
Type: bionic, moderate Cost: 400cr Implant Points: 2

This p|oces many types of versatile tools at the character’s disposo\: built into his hands,
ﬁ'ngers/ arms, etc. though unobvious, fhe\/ are not fo’ro“y concealed without loose

clothes. The character is O\WO\/S assumed fo have a toolkit with him.

UNISOLVE SPRAY
Type: bionic, moderate Cost: 400cr |mp\an* Points: 2

The character's body receives tiny spray nozzle emitters on the under-side of the wrists on
one arm. A network of tubing connects the emitter to a spray system located in the
character's thigh where synthetic glands exist which contain a natural universal solvent
spray. The spray can dissolve just about any adhesive in one round, and can even

dissolve most solid materials given enough time (hours fo doys).

UNIVERSAL TRANSLATOR
Type: bionic, moderate Cost: 600cr Implant Points: 2

This imp|on+ goes in the throat and ear canal. It is progrommed with all known \onguoges
in the gg\oxy. When exposed to a new |Cmguoge for 24 hours, it begms to build a
translation database to allow basic communication. Full communication like that of a

native speoker occurs OH@V 7 dOyS O{ exposure.

CYBERNETIC IMPLANTS

Cybemeﬁcs are imp\onfs just like bionics. However/ Hﬂey are far more invasive, rep|oce
more of the bod\// or require so much power that the body cannoft itself support it. Note
that not all C\/bemeﬁc imp\orﬁs are compoﬁb|e with one another. For instance, can a
robotic arm and an m’regrofed firearm work foge’rher? It is up to the Referee to approve

any ‘\mp|on’r combinations ogecﬁng the same body part.

BIOBATTERIES

Type: cybemeﬂc, minor Cost: 500 |mp\omf Points: 2
Type: cybernefic, moderate Cost: 1000 Implant Points: 3
Type: cybernetic, major Cost: 2000 Implant Points: 4

All cybernetic implants require a power source to function. Biobatteries are implants that

serve as power sources fo other implants, and recharge automatically. A minor biobattery



is needed to power any number of minor cybernetic implants. A moderate biobattery is
needed fo power any number of moderate and minor cybernetic implants, efc. A
character with a major bioboHery can power all his cybemeﬁc imp|on+s from that one

power source.

ACTIVE RADAR

Type: cybernetic, minor Cost: 1000 Implant Points: 2
Type: cybernetic, moderate Cost: 2000 Implant Points: 3
Type: cybernetic, major Cost: 4000 Implant Points: 4

The character can send out radio signo\s which bounce off %ings and return. The 5'\gm0| is
ono|yzeo| b\/ internal circuitry and software and its results are 3D-modelled into the image
processing center in the brain. The character becomes a living, walking, active radar
imaging system. He instinctively knows the fopography of his surrounding area, the layout
of any bui\ding he's in. He knows the \ocoﬁon, size, shope, and %e\eme’rr\/ of all ph\/sico\
objects within range. His sonar can be flosh-blinded by sudden powerfu\ sonic noises. | he

maoximum range of the active sonar He\ps define the power requirements of this '\mp|on+:

> Minor: 1 mile radius outdoors or a small office bui\ding or home
4 Moderate: 10 mile radius outdoors or o |orge office comp\ex or mansion

4 Maijor: 100 mile radius outdoors or a skyscroper/ buw’\d\'mg comp\ex, etfc.

ELECTRICAL DISCHARGE

Type: cybernetic, minor Cost: 1000 Implant Points: 2
Type: cybernetic, moderate Cost: 2000 Implant Points: 3
Type: cybernetic, major Cost: 4000 Implant Points: 4

Great capacitive storage devices are imp\onfed in the character’s torso, with anode and
cathode components routed fo his hands. The character can dischorge energy from his
bioboﬂery in one of two ways. He can dischorge it in a bolt all-at-once to domoge or stun
a foe at range, or dischorge itin a slow bleed fo give off an e|edromogneﬁc aura to affect

electronics in a radius.

> Minor: bolt causes 1d6 domoge up to 10 range; or can poro\yze one target who
fails a saving throw; offects electronics in o 5" radius.

> Moderate: bolt causes 1d6+2 domoge up fo 30" range; or can poro\\/ze a target
(soving throw -2); affects electronics in a 10" radius.

> Maijor: bolt causes 2d6 damage up to 60" range; or can paralyze (saving throw

-4); offects electronics in a 20" radius.

ENVIRO-SYSTEM

Type: cybernetic, minor Cost: 1000 Implant Points: 2
Type: cybernetic, moderate Cost: 2000 Implant Points: 3
Type: cybernetic, major Cost: 4000 Implant Points: 4

The character with this \'mp\orﬁ is able to enfer unusual environments so{e\\/. For a minor
imp\omf he's able to go into all temperatu re/climate extremes most p\cmefs have to offer.
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For a moderate implant, the character’s system is sufficiently sealed that he can go
without breath for ten hours, double that if he wants fo be {oﬁgued. For a major \'mp\orﬁ

- the character can do a spocewo\k noked.

INTEGRATED FIREARM

Type: cybernetic, minor Cost: 1000 Implant Points: 2
Type: cybernetic, moderate Cost: 2000 Implant Points: 3
Type: cybernetic, major Cost: 4000 Implant Points: 4

The character has o firearm or blaster pisfo\ or rifle imp\orﬁed info his body. It may or

may not be ’ro’roHy concealable. Ammunition must be supphed normo“y.

> Minor: Treat in all respects like a standard s|ug—fhrowimg firearm which is
undetectable when retracted and usable when extracted.

> Moderate: The weapon is the stafistical equivo\erﬁ of blaster pis’ro|. It is
retractable but can be detected with many types of weaopon scanning
fechno\og\/.

> Major: This is a monster of a weapon, treated as o blaster rifle. It fully replaces
the skeletal system of an arm. The arm’s elbow is still bendable, and there exists
a prosH’]eﬁc hand that has normal (if numb) fu nc’ﬂ'ono\i’r\// but when the weapon
is activated the wrist bends back Ftu and the rifle extends. This is \'mpossib\e fo

concedl except under a Heovy jacket or coat.

REFLEX IMPLANT - IMPROVED
Type: cybernefic, moderate Cost: 2000 Implant Points: 3
Type: cybernefic, major Cost: 4000 Implant Points: 4

Like the bionic implant, this is a replacement for the body’s centrol nervous system, as well
as a speed-up of his brain’s cognitive reaction-time centers. It also replaces tendons and
other connective tissues, and lubricates the joints syn’rheﬁco”y. It is an overall improvement
of the body's ability to coordinate movement and react quickly. A character cannot have
more than one fype of reflex imp\omf - so if he o|reod\/ has a bionic lesser version, he
upgrodes that to @ C\/bemeh’c version if he wants to improve it, e|immoﬁng the bionic one
he had from his character sheet. Characters with reflex implants are often jittery, jumpy,

and nervousf\ooking, and must be role p|oyed that way.

> Moderate: -3[+3] to AC, +3 to initiative rolls, and movement rate.
> Maijor: -4[+4] to AC, +4 to initiative rolls, and movement rate.

ROBOTIC ARMS

Type: cybernetic, minor Cost: 1000 Implant Points: 2
Type: cybernetic, moderate Cost: 2000 Implant Points: 3
Type: cybernetic, major Cost: 4000 Implant Points: 4

The on|y reason a character would want a robotic arm is for the added Sﬂengﬂﬂ it
provides (or to rep\oce a missing limb). The S’rreng% prov'\ded on|y opp\ies to uses of the

arm such as Hﬁng, c|imbmg, swinging, punchmg, wie|dmg weapons, efc.
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» Minor: All robotic porfs are hidden from view. These look like normal human

muscular arms and give an arm Strength of 14 and an unarmed damage value
of 1dé.

> Moderate: If not concealed with |ong sleeves onlookers will nofice irregu|or
protrusions. These give an arm Strength of 16 and an unarmed domage value of
1dé+1.

> Maijor: All robotic parts are obvious, the character looks like he has cyborg arms.

These give an arm Strength of 18 and an unarmed damage value of 1d6+2.

ROBOTIC LEGS

Type: cybernetic, minor Cost: 1000 Implant Points: 2
Type: cybernefic, moderate Cost: 2000 Implant Points: 3
Type: cybernetic, major Cost: 4000 Implant Points: 4

Roboftic legs make the character able to run faster and leap higher and further than those
with normal legs. They can be used fo replace normal legs which are lost by damage, or

can simp|\/ he|p make a character better:

> Minor: Movement rafe is +2, but out of combot can accelerate to approximately
30 miles per hour. The character can leap 15 feet high and 30 feet distance with
a running start. The \egs look like normal human |egs, indisﬂnguish@b\e from a
human.

> Moderate: Movement rate is +4, but out of combat can accelerate to
opproximofe\\/ 60 miles per hour. The character can \eop 30 feet high and 60
feet distance with a running start. Concealed on\y with loose {iHing \ong pants.

> Major: Movement rate is +9, but out of combat can accelerate to opproximofe\y
90 miles per hour. The character can leap 45 feet high and 90 feet distance with
a running start. These \egs are comp\efe\y robotic, Hﬁe\/ don't even try to look

HOJH,H”O‘ Oﬂd cannot be conceo|ed.
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ROBOTIC TORSO
Type: cybernetic, major Cost: 4000 Implant Points: 4

The character’s abdomen, chest, and shoulders are dlll rep|oceo| with robotic equivo\erﬁs.
His internal organs are all rep\oced with bio-mechanical recreations which are quite
efficient. This is often done in conjunction with robotic arms and |egs, but need not be; the
robotic torso groﬂs to other bio\ogico\ bod\/ parts well. The character with this upgrode
never fires, needs no s\eep, and can hold his breath for up fo an hour. Subtract 1 from any

domoage caused to this character.

SUBDERMAL PLATING

Type: cybernetic, minor Cost: 1000 Implant Points: 2
Type: cybernefic, moderate Cost: 2000 Implant Points: 3
Type: cybernetic, major Cost: 4000 Implant Points: 4

Just beneath the character’s skin is imp\on’red |O\/€I’S of over|oppmg dense material,
armoring the character. Orgcmic in nature, the body will regrow domoge to p\oﬁng just as

a {ingemoi\ @\/@?’]fUOHy regrows Wh@ﬂ cut.

» Minor: This is comp\e’re\y hidden from view. Considered LigH Armor.
> Moderate: Obvious unless hidden in baggy clothes. Medium Armor.

> Major: Impossible to conceal. Character looks metal. Heavy Armor.

TARGETING SYSTEM
Type: cybernetic, minor

Cost: 1000 Implant Points: 2
Type: cybernetic, moderate

Cost: 2000 Implant Points: 3
Type: cybernetic, major

Cost: 4000 Implant Points: 4

This imp\orﬁ is a targeting computer that p\oces a
crosshairs in the character’s field of view, moved
mdependenf of the movements of his eyes.
Faoctors range, wind currents, gravity, etc. and
feeds information to the character's arm, hand,
ond wrist muscles to target what is being focused
on with the crosshairs. Complex ricochet shots can

be calculated and attempted.

> Minor: adds +1 to hit.
> Moderate: +2 fo hit, +1 fo dcmoge
> Major: +3 to hit, +2 to domoge.




BIONIC IMPLANTS GRADE # COST
Biocomm, normal MIN 1 200
holo MIN 1 400

Biolight MIN 1 200
Cerebral Stabilizer MIN 1 400
Claws, normal MAJ 3 600
mono-blade MAJ 3 800
Dermal Climbing Pads MOD 2 400
Dermal Infrared Treatment MOD 2 400
Eidetic Perception, normal MIN 1 200
holo MOD 2 400

Electro Shunt MIN 1 400
Finger Blades, normal MIN 1 200
mono-blade MIN 1 400

Flamefinger MIN 1 200
Gills MOD 2 400
Glass Cutter MIN 1 200
Infrared Eyes, one MOD 2 400
pair MAJ 3 600
Knuckleplating MIN 1 200
Light Amplification Eyes, one MOD 2 400
pair MAJ 3 600

Liquifilter MIN 1 400
Magnasoles MIN 1 200
Magnification Eyes, one MOD 2 400
pair MAJ 3 600

Medical Diagnostic System MAJ 3 800
Neuralcomp MAJ 3 600
Neural Chronograph MIN 1 200
Neural Compass MIN 1 200
Reflex Implant MOD 2 600
Skeletal Augmentation MAJ 3 800
Smuggling Compartment MIN 1 200
Synth Eyes, one effect MIN 1 200
variable MOD 2 400

Synth Flesh, one effect MIN 1 400
variable MOD 2 600

Synth Hair, one effect MIN 1 200
variable MOD 2 400

Talon MIN 1 200
Universal Toolkit MOD 2 400
Unisolve Spray MOD 2 400
Universal Translator MOD 2 600

# = Implant Points.

Cannot have more total Implant Points
than your Constitution score.

If you have more than half your

Constitution score worth of implants,
you suffer from Cyber-sickness (-1 to all
rolled actions) unless you take vita-salt

pills daily. 10cr for 1 week supply.

CYBERNETIC IMPLANTS GRADE # COST
Biobattery MIN 2 500
MOD 3 1,000
MAJ 4 2,000
Active Radar MIN 2 1,000
MOD 3 2,000
MAJ 4 4,000
Electrical Discharge MIN 2 1,000
MOD 3 2,000
MAJ 4 4,000
Enviro-system MIN 2 1,000
MOD 3 2,000
MAJ 4 4,000
Integrated Firearm MIN 2 1,000
MOD 3 2,000
MAJ 4 4,000
Reflex Implant MOD 3 2,000
MAJ 4 4,000
Robotic Arms MIN 2 1,000
MOD 3 2,000
MAJ 4 4,000
Robotic Legs MIN 2 1,000
MOD 3 2,000
MAJ 4 4,000
Robotic Torso MAJ 4 4,000
Subdermal Plating  MIN 2 1,000
MOD 3 2,000
MAJ 4 4,000
Targeting System MIN 2 1,000
MOD 3 2,000
MAJ 4 4,000
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THIS SUPPLEMENT CONTAINS SEVENTY TWO IMPLANTS
FOR USE IN YOUR WHITE STAR ROLE-PLAYING GAME. GOT
SOME CHARACTERS WITH CREDITS TO SPARE, LOOKING
FOR A WAY TO SPEND ‘EM... LOOK NO FURTHER!

ORGANIZED INTO TWO TYPES OF IMPLANTS — BIONICS AND
CYBERNETICS — EACH CLASSIFIED INTO THREE IMPLANT
GRADES, REFEREES CAN CUSTOMIZE THEIR MENU OF
CYBERNETIC GEAR TO SUIT THEIR CAMPAIGN STYLE.

ALSO INCLUDED IS SOME LITE RULES ON LIMITING
IMPLANTS, CYBER-SICKNESS, AND HOW IMPLANTS CAN
GET DAMAGED BY CRITICAL HITS FROM OPPONENTS! AND
THIS IS A NEAT WAY TO THROW POWERFUL ENEMIES AT
YOUR CHARACTERS WITHOUT THOSE PLAYERS BEING ABLE
TO LOOT THE BODIES AFTER THE ENCOUNTER AND BECOME
THEMSELVES UNSTOPPABLE.

THE HYPERSPACE MESSENGER IS A SERIES OF SHORT
SUPPLEMENTS DESIGNED FOR USE WITH THE WHITE STAR
ROLE-PLAYING GAME, THOUGH IT USES SIMPLE CONCEPTS
WHICH CAN EASILY BE INTEGRATED INTO ANY OSR-STYLE
SCIENCE FICTION GAME. THE GOAL IS TO DELIVER QUALITY
SUPPLEMENTS EXPLORING A SINGLE NEW CONCEPT ALL
WITHIN THE SPAN OF ONLY SIX-TO-TWELVE PAGES.
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