Bio-System:
Implants:
Brain Programming: 5 skills per I.Q. at 88% plus I.Q. & level bonuses


1-40% -30% to learn.


41-60% -10% concentrating & all skills, -1 on initiative, -2 to save vs. HF, illusions & mind



control.


61-80% -15% to all skills, loss of short term memory, & hard to learn new thing 4D6 min later


81-00% loss 8 skills


Cost: 500,000

Enhanced Healing: +2 save vs. Poison, drugs, & disease, & +5 save vs. coma/death


1-45% Despises any one how is weaker people


46-85% makes foolish chances


86-00% No penalties


Cost: 600,000

Enhanced Physical Endurance: +3D4x10 S.D.C. / +3D4 M.D.C., +2 save vs. magic, poison & disease,



+10% save vs. coma/death, carry x2 for x10 longer.


1-25% I.Q. -20%, +2 save magic illusions & HF


26-50% -10% to Spd & -1 attack


51-75% +1D4x10 S.D.C. / 1D4 M.D.C. & 1/2 Spd


76-00% -20% Spd, -1 on initiative, parry, & dodge and -2 to roll with impact & fall.


Cost: 400,000

Enhanced Speed: Spd: +3D6 (min 19) & Leap 3.6 x 2.4 m


1-50% Metabolism x2


51-70% Speed Freak!  Most keep moving.


71-80% -3 on initiative & -1 to all combat


81-90% 3D6 min early to every place & get mad when delayed


91-00% Despises any one how is weaker people


Cost: 400,000

Enhanced Strength: +2D4 P.S. (min. 19) & +4D6 S.D.C. or 2D6 M.D.C.


1-40% -10% to Spd & -1 on initiative


41-80% +4 to P.S., +10 to S.D.C. /M.D.C., 1/2 Spd, & -1 I.Q.


81-90% Paranoid


91-00% Despises any one how is weaker people


Cost: 350,000

Eternal Brain: Life Span x2 for human or 50% for all other, +2 on initiative, +2 to save vs. psionic,



+1D6 save vs. HF, +3 save vs. poison, drugs, & disease and +10% save coma/death


1-40% Become Mean to other


41-52% -25% I.Q., but impervious to all form of mind control, +4 save vs. magic illusions,



& +4 save vs. HF


53-65% -5 to all bonuses (not Attack)


66-85% see neurosis in Rifts RPG


86-00% No penalties


Cost: 800,000

Hyper Sense: 1.5 m  for 2 min per level for 10 I.S.P.


+2 on initiative, dodge, roll with impact, pull punch & fall and  +1 to parry & save vs. HF


1-25% jumpy


26-50% does things that get on there peoples nerves


51-75% makes foolish chances


76-00% No penalties


Cost: 600,000

Brain Wave Identifier: Use as ID 
Cost: 30,000

Controller Chip: Slave
Cost: 20,000

Explosive Chip: Death
Cost: 20,000

Tracking Device: 305 m
Cost: 12,000

Eyes:
Simulated Eye: 20/20 vision Cost: 20,000 or 35,000 for two

Polarized Eye: can look into bright light.  Cost: 30,000 or 53,000 for two

Underwater Eye: Cost: 35,000 or 65,000 for two

Infra/Ultra Eye: Cost: 70,000 or 125,000 for two

Head:
Inner Ear: Human hearing: 20,000 or 36,000 for two

Outer Ear: Cost: 1500

Nasal Passages: 75% smell odors.  Cost: 5000

Outer Nose: Cost: 2000

Lips: Cost: 600

Tongue: 63% taste & full speech.  Cost: 14,000

Larynx & Voice Box: Cost: 18,000

Organs:
Artificial Heart: 40 years. Cost: 70,000

Artificial Lungs: 40 years. Cost: 50,000 each

Artificial Kidney: 30 years. Cost: 30,000 each

Artificial Liver: 30 years. Cost: 30,000

Artificial Spleen: 30 years. Cost: 30,000

Artificial Intestine: 25 years. Cost: 10,000

Artificial Skin Plastic Surgery: 50 years. Cost: 1000 to 150,000 plus 2400 to 160,000 for the face & head.

Limbs: P.S. Stander

Finger or Toe: Cost: 1000 each

Hand or Foot: Cost: 20,000 each

Arm: P.S.: 8, P.P.: 10, S.D.C.: 25, & Mass: 2.8 kg.  Cost: 22,000

Leg: Spd: 10 max., S.D.C.: 40, & Mass: 7 kg.  Cost: 45,000

Hip: Cost: 35,000

System:
Bio-Comp Self-Monitoring System: Cost: 2500

Depth Gauge & Alarm: 30.5 m, Cost: 3,000

Cybernetic:
Hand & Arms:
Hand Sensor: Heat: 10th of a c., Motion Detector: 12 m, Radiation Detector, & Radar Detector.


Cost: 33,000 or 20,000 for full mechanical arm plus the cost of arm.

Medical Sensor Hand: Epidermic Analyzer: Check Blood, chemicals, ect. in the body. Cost: 35,000


Pulse & Pressure Detector: Cost: 25,000

Metal Detector: Cost: 4500

Head Implants:
Radio & Scrambler Implant: Range: 160 km, 75% decoding. Cost: 80,000

Clock Calendar: 100th of a sec. Cost: 200

Gyro-Compass: Cost: 600

Universal headjack & ear implant: Cost: 8400

Special Augmentation: radio receiver & transmitter: 32 km & Throw a voice: 1.8 m.  Cost: 64,000

Amplified Hearing: Range: 23 m 1 dec., 46 m 10 dec., & 110 m 70 dec.


Bonuses: +1 to parry, +1 to dodge, +6 on initiative.  Cost: 20,000

Utra-Ear: Sub-sonic hearing, like that of a bat.  Cost: 11,000 or 5500 plus the cost of Amplified Hearing

Sound Filtration System: Pick up one sound out of a room of people.


Cost: 15,000 or 3500 plus the cost of one other Hearing implant

Stethoscopic Feature: added to ear or finger jack.  Cost: 10,000

Radio Chip: Pick-up wide band transmission. Cost: 3000

Low-Frequency Audio Rig: Troop: 3.2 km away.  Cost: 5,000

Audio Filter & Enhancement: 60% between 24-91 m.  Cost: 38,000

Mechanical Eye with Polarized Filter: can look into bright light.  Cost: 10,000 or 16,000 for two

Thermo-Imager Eye: Cost: 12,000 or 20,000 for two

Old-Fashion Infrared Eye: can only see 2 m area but a range of 366 m & can see in total darkness.


Cost: 6000 or 9000 for two

Telescopic Eye: 8x magigication, range: 1830 m.  Cost: 12,000 or 20,000 for two

Super-Telescopic Eye: 50x at 1524 m.  Cost: 20,000

Targeting Sight: +1 to strike total.  Cost: 4000

Multi-Optic Eye: Telescopic Eye: 4x, range: 1830 m

Macro Lens: 8x, Range: 1 m

Passive Night Vision: 610 m
Thermo-Imaging: 610 m
Light Filter


Targeting Display: +1 to strike total
Cost: 55,000 or 100,000 for two

Video Camera Eye: 2 hours per disc.  Cost: 20,000

Optic Nerve Video Implant: eye jack. Cost: 35,000

Macro-Eye Laser: 1 S.D.C., 10x.  Cost: 80,000

Spectra-Eye: Microwaves, x-rays, gamma rays & energy. +15% to track at 30.5 m.  Cost: 350,000

Wide-Angle Vision: 180 degrees vision, +1 on initiative & dodge

Panorama Cluster Lens: 360 vision plus above.  Bonuses: +2 on initiative, +3 to dodge, +1 to disarm, &


+5% to all detect skills.  -25% to P.B. (Max 10).  Cost: 470,000

Third Eye: -20% to P.B. Cost: 350,000 plus the cost of the eye

Comp-Calculator: Cost: 1000 basic or 5000 Advanced.

Cyber-Disguise Type AA-1: 5 different hair colors, 15 different shades, Time: 1D4 min.  Cost: 450,000


Type AB-2: Change Face Looks.  Cost: 85,000

Cometic Implants: Changes shape & looks.  Cost: 8000

Signal Booster: increase strength/signals & range by 25%.  Cost: 1200

H.U.D. Visor: Cost: 95,000

Vehicle Interfacing: +1 on initiative, strike, dodge, attack, & +10% to pilot. Cost: 120,000

Voice Enhancer: Cost: 6000

Other:
Gromeko Indentification Computer: 200 cyborgs, 600 monsters & D-bees.  Cost: 200,000

Computer Virus Carrier: Cost: 55,000

Computer Hacker Encoder: +33% Cost: 55,000

Computerized Telephone Jack: Can use telephone lines to hack into systems or to make phone calls


without paying. Cost: 500

Cyberware Networking: Can enter most systems & borgs.  Cost: 75,000

Cyber-Drone: Can control a system or Borg.  Cost: 600,000

Data Chip: Receive data from the user with out him/her knowing it.  Cost: 26,000

Death Gauge: Cost: 600

Power Booster: adds the same amount of power as a Stander E-clip.  Cost: 25,000

Security Clearance Chip: Let some one to fallow the wear.  Cost: 500 to 2500

Body Attachment: Can hook small items to body. Cost: 100 per attachment

Tracer Chip: 3.2 km in city or 8 km in wildernesses. Cost: 800 plus 250 to install.

Internal IV Feed: Added nutrient into the bloodstream. 3 days stander, 10 days if stretch, 20 days for


borgs. Cost: 5000

Security Clearance Chip: Cost: 10 Million+

Gills: Cost: 90,000

Lung Implants:
Oxygen Storage Cell: 30 min. Cost: 60,000

Toxic Filer: 80%  Cost: 40,000

Molecular analyzer: 35,000

Rebreather Lungs: stored 2 hours for oxygen & adds 12 hours of recycle air. Cost: 210,000 per lung.

Bionic
Limbs: No sense of touch or heat & -15% to physical skills and any thing that need the use of


touch.  P.S. Stander

Finger or Toe: Cost: 500 each

Hand or Foot: Cost: 12,000 each

Arm: P.S.: 10, P.P.: 10, S.D.C.: 35, & Mass: 5.5 kg.  Cost: 14,000

Leg: Spd: 10 max., S.D.C.: 50, & Mass: 14 kg.  Cost: 32,000

Hip: Cost: 25,000

Extendible Hydraulic Hand/Arm: Length: 1.2 m, P.S.: 10 to 20, P.P.: Stander, S.D.C.: Stander, &


Mass: Stander plus 1 kg.  Cost: 140,000 to 180,000

Weapons & Tools:
Retractable Finger Blade: 1D4 S.D.C. each +P.S.  Cost: 1200

Retractable Knuckle Blade: (4) 3D4 S.D.C. +P.S.  Cost: 2500

Retractable Arm Blade: 3D6 S.D.C. +P.S., Cost: 3000

Retractable Arm Vibro-Blade: 2D6 M.D., Cost: 3000

RVB-31 Vibro-Blade: 2D4, Cost: 5000

Vibro-Blades: Stander: 2D6, +1 to strike & parry. Cost: 8000


Vibro-Knife: 1D6, Cost: 4000


Large Vibro-Blade: 4D4, +1 to strike & parry. Cost: 10,000


Giant Vibro-Blade: 5D6, +1 to strike & parry. Cost: 22,000


Vibro-Sword: 3D6, +1 to strike & parry. Cost: 12,000

Bladed Weapons: Large Vibro-Blade: 4D4


Pair of Vibro-Blade: 3D6


Vibro-Sword: 3D6


Large Vibro-Sword: 4D10


Laser-Blade: 2D6


Vibro-Claw: 4D4


Bonuses: +1 to strike & parry, and +2 to disarm.  Cost: 90,000

Giant RVB-31 Vibro-Blade: 3D6, 3 m long, Cost: 10,000

Finger Camera: 48 photos. Cost: 1200

Finger Gun: Can't move finger


Type: .22, 1 round, 2D6 S.D.C.  Cost: 4500


Type: Energy, 2 shots, 2D6 S.D.C.  Cost: 20,000

Fingerjack: Cost: 200

Razor Fingernail: 1 S.D.C. each.  Cost: 200 each

Explosive Finger Segments: Light Exp.: 1D4x10 S.D.C. Cost: 100 for 3


Heavy Exp.: 2D6x10 S.D.C. Cost: 350 for 3


M.D. Exp.: 1D6 M.D. Cost: 1000 for 3

Retractable Knuckle Spikes: 1D6 S.D.C. for all 4. Cost: 800

Shooting Knuckle Spikes: Range: 15.2 m  Cost: 1600


Spikes: 1D4 S.D.C. each.  Cost: 50 for 4


Exp. Spikes: 3D6 S.D.C. each.  Cost: 120 for 4


M.D. Exp. Spikes: 1D4 M.D. each.  Cost: 3400 for 4

Wrist or Palm Needle: Cost: 300

Garrote Wrist Wire: Damage: Punch.  Cost: 200

Climb Cord: Length: 3.5 m, 1D6 S.D.C.  Cost: 1500

LGL-31 Grapnel & Launcher: 30.5 m, Cost: 5000

Cyber-Armor: A.R.: 16, S.D.C.: 5,000, Mass: 9 kg, Attacks, Bonuses & Speed: 1/2  Cost: 55,000

Energy-Clip Arm Port or Hand: Stander only. Cost: 4000 each

Laser Utility Finger: 1D6 or 3D6 S.D.C., 15 m, R.O.F.: 4 per melee, P.: 12.  Cost: 5000

Laser Finger Blaster: 1D4 M.D., 91 m, R.O.F.: 3 per melee, P.: 6 per melee +12 per E-clip, Cost: 20,000

Chemical Spray: Cost: 40,000

Computer & Calculator built into the Arm: Cost: 1200

Arm Laser Rod: 1D6 M.D., 224 m, 10 blast + 10 per clip.  Cost: 20,000

Leg Weapon Rod: Payload: 20 per E-clip


Laser: 3D6, 914 m, Cost: 35,000


Ion: 4D6, 609 m, Cost: 30,000

Chest Blaster: 3D6 M.D., 244 m, 20 shots, Cost: 24,000

Sonic Echo-Location: 78%, 610 m, Cost: 60,000

Full Conversion:
Cybernetic:
Life System/Nuclear Power System: 25 years, Cost: 50,000

Life System/Nuclear Power System: 50 years, Cost: 120,000

Life System/Nuclear Power System: 50+2D4 years, Cost: 180,000

Life System/Nuclear Power System: 50+4D6 years, Cost: 300,000

Life System/Nuclear Power System: 60+5D6 years, Cost: 800,000

Life System/Nuclear Power System: 80+1D4x10 years, Cost: 1 Million

Life System/Nuclear Power System: 100+ years, Cost: 2 Million

Life System/Nuclear Power System: up to 300 years, Cost: 3 Million

Bionic Lung with Gas Filter & Oxygen Storage Cell: 94% & 30 min. Cost: 250,000

Brian Life Support System & Oxygen Storage Cell: 96 hours. Cost: 1 Million

Built-In Loudspeaker: 80 dec. Cost: 6000

Interchangeable Part: Cost: +50,000 per part plus parts cost.

Head Collar & Hood: +42 M.D.C. to head. Cost: 35,000

Helmet/Face Plate: 80 M.D.C. Cost: 36,000 + 12,000 if oxygen supply is added + 12,000 if face plate


moves up and down.

Hydraulic Leg Boosters: +20% to speed, +0.6 by +1.5 m to leap, & +1 to dodge. Cost: 90,000

Shoulder Weapon Mounts/Clamps: Cost: 1500

Schematic Sensor Hand: Sensor for mechanical part. Cost: 40,000

Tool Hand: fingerjack, screwdrivers, pliers, light, laser cutter (1D6x10 S.D.C., 1, 1D4, or 1D6 to 182 cm)


Cost: 24,000

Tool Arm: Basic thing in a toolbox, plus Small Arm (0.6 m, P.S. 10). Cost: 190,000

Tread Legs: 144 kmph, 100 M.D.C., 60 M.D.C. per treads (2). Cost: 185,000

Cyber Shield: Man-size: 40 M.D.C., or Giant: 90. Cost: 20,000 or 26,000

Extendable Arm: P.S.: 10 to 20 Robot. Cost: 150,000

Forearm Weapon Guards: 25 M.D.C. Cost: 18,000

Hydraulic Hammer Hand: +1D6 M.D. Cost: 40,000

Hydraulic Ram Arm: 4D6 M.D., Robot P.S. 40. Cost: 80,000

Secret Compartment: Cost: 1000+

Built-In Radio Receiver & Transmitter Headjack: Range: 32 km.  Cost: 22,000 + 10,000 for Scrambling


radio & decoder.

Built-In Speech Translator: 9 common languages +6 others.  Cost: 11,000

Molecular Analyzer: 99% Cost: 50,000

Modulating Voice Synthesizer: 10% +5% per level Cost: 25,000

Psionic Electro-Magnetic Dampers: +1 save vs. psionic, & magic, +2 save vs. possession, Cost: 45,000

Sonar: 3.2 km, 24 targets, Cost: 25,000

Bionic Weapons & Tools:
PL-31 Palm Laser Torch: 3D6 or 6D6 for double blast, 0.3 m, Cost: 15,000

Laser Finger: 1D6x10 S.D.C., 152 m, +1 to strike, Cost: 10,000


1D6 M.D., 152 m, +1 to strike, Cost: 20,000


2D6 M.D., 152 m, +1 to strike, Cost: 35,000


4D6 M.D., 610 m, +1 to strike, Cost: 80,000

Mini-Laser: 1D6x10 S.D.C. or 1D6 M.D., 610 m, Cost: 18,000

Forearm Blaster: -1 to all strikes, parries & dodges


Laser: 2D6 M.D., 609 m, 20 per E-clip, Cost: 25,000


Ion: 2D6 M.D., 336 m, 20 per E-clip, Cost: 20,000


Ion: 3D6 M.D., 305 m, 15 per E-clip, Cost: 22,000


Ion: 4D6 or 1D4x10+6 for double blast, 10 per E-clip  305 m, Cost: 40,000


Plasma: 4D6 M.D., 305 m, 10 per E-clip, Cost: 40,000


Particle: 6D6+6 M.D., 305 m, 10 per E-clip, Cost: 60,000


Mini-Machine-gun: 2D4 M.D., 609 m, 30 per clip, Cost: 20,000


Mini-Missile: 1D4x10 M.D. or less only, 609 m, 3 max., Cost: 20,000

Particle Beam Weapon Arm: 20 kg, 6D6+6, 305 m, 50 blast, -1 to strike & parry, Cost: 80,000

Laser Cannon Arm: 2D6 or 6D6 for tri-blast, 610 m. Cost: 63,000

Laser Cannon Arm: 4D6, 914 m. Cost: 63,000

Weapon Arm: Laser: 3D6, 610 m, Ion: 4D6, 366 m, or Mini-Missile: (2).  Cost: 90,000

Leg Weapon Rod:


Laser: 3D6, 914 m, Cost: 35,000


Ion: 4D6, 609 m, Cost: 30,000


VX-40 Particle Beam: 5D6+6, 488 m, Cost: 50,000

Laser Eye: 2D6 M.D., 610 m, +1 to strike, Cost: 130,000

Particle Beam Eye: 5D6+6 M.D., 245 m, +1 to strike, Cost: 150,000

Laser/Particle Beam Eye: Cost: 400,000

Full Body Multiple Grenade Launcher System: (25)  91.5 m, R.O.F.: 4, Cost: 25,000 plus Grenades


Fragmentation Grenade: 3D6 (15 m), Plasma: 5D6 (3.6 m), Tear gas, Stun, or Smoke

Multiple Grenade Launcher System: (4)  91.5 m, R.O.F.: 4, Cost: 10,000 plus Grenades

Grenade Launcher: (48) 91.5 m, R.O.F.: 3, Cost: 20,000 plus Grenades

Mini-Missile Launcher System: (1) each, Cost: 20,000

Mini-Missile Tube Launcher: Back, (2) each, Max.: 6 tubes for stander size, Cost: 8000 each

Rail Gun Arm: 20 kg + 18 kg for drum, 4D6 for 20, 5D6 DU or U, 1200 m, 200 round clip or


2000 round drum, Cost: 100,000

Rail Gun Arm: 4D6 for 20 rounds, 610 m Cost: 90,000
Clip: 70 rounds, Cost: 200

Wide Beam Ion Disrupter: 2D6 or 4D6 point-blank range, 18.3 m, Cost: 55,000

Particle Beam Weapon: 1D4x10, 610 m, Cost: 120,000

Plasma Flame-thrower: 5D6 (6.1 m), 61 m, Cost: 80,000

Mini-Machine-gun: 11 kg + 18 kg for drum, 2D4 for 30 rounds, 609 m, 2000 round drum,  Cost: 20,000

Multi-Weapon Gun-Arm: 27 kg + 4.5 kg for drum or 45 kg for large drum


Rain Gun: 4D6 for 20 rounds, 5D6 for DU & U, 1200 m, 200 drum or 2000 drum


Vibro-Baynet: 2D6 or 6D6 if fired, +1 to strike & parry


Mini-Laser: 3D6, +1 to strike


Utility Arm (2): P.S.: 9, Reach: 0.9 m


Cost: 200,000

Pneumatic Air Gun: 61 m to 152 m, 48 Darts, Cost: 10,000

Palm: Laser: 1D6, 152 m, 50 blasts, Cost: 25,000


Ion: 2D6, 91.5 m, 30 blasts, Cost: 22,000


Particle Beam: 5D6, 91.5 m, 20 blasts, Cost: 64,000

Plasma Cannon: 2D6x10, 610 m, 20 blasts, Cost: 500,000


Stun Blaster: 6D6 S.D.C., 152 m, 50 blasts, Cost: 42,000

Internal Energy Supply: hook weapons to Internal Nuclear Power System. Cost: 500,000

Internal Ammo Drum: 3000 rail gun rounds. Cost: 5000

Environmental Upgrade: Air-tite seal, +25 M.D.C. to main body & +10 to limbs. Cost: 68,000

Aerial Jet Thruster: 192 kmph for 450 kg load, 1280 km after 1 hour of cooling, Cost:65,000

Cyberjet Nodes: Can move in space. Heavy: 30.5 m by 61 m & +30% to Spd. Light: +50% to Spd.


Cost: 150,000

Underwater Propulsion: Can move underwater, 5 knots. Cost: 72,000

Electro-Cannon Forearm Blaster: 3D6, 91.5 m Cost: 30,000

Full Conversion Bionic Package:

P.S. Stander, Size: 1.8 to 2.2 m tall, Bionic Lung with Gas Filter & Oxygen Storage Cell,


Artificial Heart, Universal headjack & ear implant, Amplified Hearing, Mechanical Eye with


Polarized Filter, & Life System/Nuclear Power System: 25 years

Light: P.S.: 15, P.P: 12, Spd: 22, Mass: 210 kg, Prowl -15% & Touch 52% Cost: 300,000


P.S.: 15, P.P.: 24, Spd: 176, Mass: 240 kg, Prowl -15% & Touch 52% Cost: 400,000


P.S.: 18, P.P.: 12, Spd: 22, Mass: 220 kg, Prowl -15% & Touch 52% Cost: 320,000


P.S.: 18, P.P.: 16, Spd: 44, Mass: 220 kg, Prowl -15% & Touch 52% Cost: 350,000


P.S.: 18, P.P.: 18, Spd: 45, Mass: 240 kg, Prowl -15% & Touch 52% Cost: 360,000


P.S.: 20, P.P.: 18, Spd: 50, Mass: 240 kg, Prowl -15% & Touch 52% Cost: 380,000


P.S.: 20, P.P.: 20, Spd: 50, Mass: 240 kg, Prowl -15% & Touch 52% Cost: 390,000


P.S.: 20, P.P.: 20, Spd: 132, Mass: 210 kg, Prowl -15% & Touch 56% Cost: 490,000


P.S.: 24, P.P.: 21, Spd: 154, Mass: 220 kg, Prowl -15% & Touch 52% Cost: 540,000


P.S.: 24, P.P.: 21, Spd: 170, Mass: 240 kg, Prowl -15% & Touch 52% Cost: 550,000

Heavy: P.S.: 24, P.P.: 22, Spd: 176, Mass: 280 kg, Prowl -30% & Touch 56% Cost: 560,000


P.S.: 24, P.P.: 24, Spd: 132, Mass: 450 kg, Prowl -40% & Touch 44% Cost: 560,000


P.S.: 24, P.P.: 24, Spd: 134, Mass: 240 kg, Prowl -15% & Touch 52% Cost: 575,000


P.S.: 24, P.P.: 24, Spd: 170, Mass: 250 kg, Prowl -15% & Touch 52% Cost: 600,000


P.S.: 26, P.P.: 20, Spd: 132, Mass: 440 kg, Prowl -40% & Touch 43% Cost: 580,000


P.S.: 27, P.P.: 22, Spd: 154, Mass: 450 kg, Prowl -40% & Touch 43% Cost: 600,000


P.S.: 27, P.P.: 24, Spd: 154, Mass: 450 kg, Prowl -40% & Touch 43% Cost: 620,000


P.S.: 28, P.P.: 20, Spd: 160, Mass: 460 kg, Prowl -40% & Touch 43% Cost: 620,000


P.S.: 30, P.P.: 22, Spd: 100, Mass: 460 kg, Prowl -40% & Touch 43% Cost: 630,000


P.S.: 30, P.P.: 24, Spd: 176, Mass: 460 kg, Prowl -40% & Touch 43% Cost: 660,000


P.S.: 30, P.P.: 26, Spd: 176, Mass: 550 kg, Prowl -40% & Touch 44% Cost: 680,000

Giant:  P.S.: 40, P.P.: 21, Spd: 96, Mass: 600 kg, Prowl -40% & Touch 43% Cost: 1 Million


P.S.: 45, P.P.: 24, Spd: 108, Mass: 800 kg, Prowl -40% & Touch 43% Cost: 1.7 Million


P.S.: 50, P.P.: 26, Spd: 134, Mass: 800 kg, Prowl -40% & Touch 43% Cost: 2 Million


P.S.: 60, P.P.: 20, Spd: 67, Mass: 810 kg, Prowl -50% & Touch 43% Cost: 2.5 Million

Note: -10% to Spd & -1 to P.P. when base mass doubles (x2, x3, x4, ect...)

Bonuses: Robot P.S.: 25 for Light (pair of arms), 35 for Heavy only (pair of arms), 40 for Large only



(pair of arms), or 50 for Giant only (pair of arms). Cost: +400,000 for 20, +20,000



per P.S. up to 30, +200,000 per P.S. up to 40, and +400,000 per P.S. up to 50.



Mass: +5 kg per P.S. after 20.


Light: +1 to P.P., Mass: +1 kg per P.P. after 20 (Max 24), Cost: 5,000



+4 to Spd., Mass: +1 kg per 4 Spd. after 150 (Max 176), Cost: 1,000


Heavy: +1 to P.P., Mass: +4 kg per P.P. after 22 (Max 30), Cost: 10,000



+4 to Spd., Mass: +2 kg per 4 Spd. after 150 (Max 190), Cost: 1,500


Giant: +1 to P.P., Mass: +10 kg per P.P. after 25 (Max 30), Cost: 50,000



+4 to Spd., Mass: +6 kg per 4 Spd. after 150 (Max 200), Cost: 3,000

Full Conversion Bionic Armor:
Light Human Size: Hand: 10, Mass: +0 kg, Cost: 3,000 each


Hand: +2 (30 max.), Mass: +0.08 kg, Cost: 650


Foot: 15, Mass: +0 kg, Cost: 4,000 each


Foot: +5 (60 max.), Mass: +0.15 kg, Cost: 2,000


Arm: 40, Mass: +0 kg, Cost: 11,000 each


Arm: +5 (100 max.), Mass: +0.3 kg, Cost: 1,800


Leg: 50, Mass: +0 kg, Cost: 14,000 each


Leg: +5 (180 max.), Mass: +0.3 kg, Cost: 2,000


Head: 20, Mass: +0 kg, Cost: 5,000


Head: +10 (100 max.), Mass: +0.5 kg, Cost: 4,000


Body: 15, Mass: -8 kg, Cost: 1,800


Body: 50, Mass: -2 kg, Cost: 6,000


Body: 60, Mass: -1 kg, Cost: 7,500


Body: 110, Mass: +0 kg, Cost: 14,000


Body: +10 (200 max.), Mass: +0.5 kg, Cost: 3,000


Body: +10 after 200 (300 max.), Mass: +0.65 kg, Cost: 3,500

Heavy: Hand: 15, Mass: +0 kg, Cost: 4,000 each


Hand: +2 (60 max.), Mass: +0.08 kg, Cost: 650


Foot: 20, Mass: +0 kg, Cost: 4,600 each


Foot: +5 (100 max.), Mass: +0.15 kg, Cost: 2,000


Arm: 50, Mass: +0 kg, Cost: 11,000 each


Arm: +5 (150 max.), Mass: +0.3 kg, Cost: 1,800


Leg: 50, Mass: +0 kg, Cost: 14,000 each


Leg: +5 (250 max.), Mass: +0.3 kg, Cost: 2,000


Head: 30, Mass: +0 kg, Cost: 6,500


Head: +10 (180 max.), Mass: +0.5 kg, Cost: 4,000


Body: 110, Mass: -3.5 kg, Cost: 14,000


Body: 170, Mass: +0 kg, Cost: 30,000


Body: +10 (300 max.), Mass: +0.5 kg, Cost: 3,000


Body: +10 after 300 (400 max.), Mass: +0.65 kg, Cost: 3,500


Body: +20 after 400 (500 max.), Mass: +1.5 kg, Cost: 12,000


Body: +20 after 500 (660 max.), Mass: +1.6 kg, Cost: 14,000

Giant: Hand: 20, Mass: +0 kg, Cost: 5,000 each


Foot: 35, Mass: +0 kg, Cost: 6,000 each


Hand/Foot: +5 (100/150 max.), Mass: +0.15 kg, Cost: 650


Arm: 60, Mass: +0 kg, Cost: 15,000 each


Leg: 80, Mass: +0 kg, Cost: 18,000 each


Arm/Leg: +5 (200/400 max.), Mass: +0.3 kg, Cost: 2,000


Head: 50, Mass: +0 kg, Cost: 12,000


Head: +10 (180 max.), Mass: +0.5 kg, Cost: 4,000


Body: 170, Mass: -6 kg, Cost: 30,000


Body: 270, Mass: +0 kg, Cost: 60,000


Body: +10 (400 max.), Mass: +0.5 kg, Cost: 3,000


Body: +20 after 400 (500 max.), Mass: +1.3 kg, Cost: 8,000


Body: +20 after 500 (650 max.), Mass: +1.5 kg, Cost: 14,000


Body: +50 after 650 (1200 max.), Mass: +4 kg, Cost: 34,000

Full Conversion Bionic Limbs:
Additional Arm: (Pair only) P.S.: +18, +2 to P.P. (20 Max.), +1 attack, strike & parry, Hand: 5 each


& Arm: 25 each. Mass: 3.5 kg.  No Sense of touch.  Cost: 130,000 or 250,000 for pair


(Max. two pair can be added on)

Tentacle: (Single) P.S.: +10, +1 to P.P. (20 Max.), +1 to parry, M.D.C.: 20, Length: 1.5 m. Mass: 6 kg.


25% touch.  Cost: 100,000 each (Max. two can be added on)

Tail: (Single) P.S.: 10, +2 to P.P., +5% to balancing, +10% to climb, +1 to strike with tail,


+2 to parry & dodge. M.D.C.: 30 base, Length: 1 m & up, Mass: 4 kg+.  Cost: 220,000+

Wing: (Single) +2 to dodge in flight, M.D.C.: 20 base, Length: 1.2 m & up, Mass: 2 kg+.  Cost: 140,000

Full Conversion Borgs' Body Armor:
Light Undercover: 50, Mass: 5.6 kg, Cost: 3000

LL-SB Light Slave-Borgs' Armor: 70, Mass: 8.8 kg, Cost: 3500

Light Infiltration: 110, Mass: 14.1 kg, Cost: 5000

LE-B1 Light Espionage Armor: 135, Mass: 18 kg, Cost: 8000

Light Infantry: 150, Mass: 21.5 kg, Cost: 10,000

Heavy Infantry: 240, Mass: 35.3 kg, Cost: 16,000

LI-B2 Light Infantry Armor: 270, Mass: 40 kg, Cost: 20,000

HI-B3 Heavy Infantry Armor: 420, Mass: 68 kg Cost: 32,000

Spiked Demon Armor: 80 per arm, 90 per leg, 150 for Main Body. +1 to M.D. damage.


Mass: 90 kg. Cost: 50,000

Spiked Demon Armor (Giant size only): 180 per arm, 140 per leg, 300 for Main Body. +1 to M.D.


damage.  Mass: 180 kg. Cost: 150,000

Deep-Sea Environmental Body Armor: 175, Mass: 32 kg, -10% to all physical skills, Cost: 75,000

Giant Borgs Note: Can use Bio-Systems, Bionics, Cybernetics, Bots, Robots, Mechas Systems &


Weapons. Size: 3.5 m to 5 m

For More: see already made borgs.

