Aidkitter

At will, you can open an artificial orifice in
the side of your neck. The orifice exposes a
pseudo-cartilaginous tube constructed
from vat-grown bio-fibers, which you can
withdraw and inject into the bloodstream
of another sentient humanoid. The
recipient must be willing and relaxed, or
restrained or unconscious.

You may transfer any number of points
from your Health pool into the recipient's.

Ashen Stars, p. 127

Install: 2 Upkeep: 1

Amper

Microcapsules  implanted in  your
braincollect spare molecules of dopamine
and amphetamines for concentrated
release at will. You undergo a temporary
boost of energy and concentration now,
paying for it with a crash later.

Once per episode, you may activate your
Amper, adding a number of points chosen
by you to any combination of your
investigative or general pools.

Sometime during the subsequent interval,
at an appropriately dramatic moment
chosen by the GM, you pay the piper,
losing a number of Health points.

Ashen Stars, p. 127

Install: 1 Upkeep: 1

Autonomic Avenger

When you fail a Consciousness roll during
a Scuffling contest, an array of automatic
systems kick in, allowing you to deal one
or more devastating blow to your
opponent even after you've passed out.

Right after getting knocked out, roll a die.
On a5, you do 1 attack. Strike twice on a 6.
Your Scuffling pool increases by 6 points,
which must all be spent on the avenger
attack(s). Damage from the attack(s) is +2.
Once you've made the attack(s), you
slump to the ground and are then subject
to the usual penalties of being hurt,
seriously wounded, or dead.

Ashen Stars, p. 127

Install: 2 Upkeep: 1

Fosy

Bad Liver

A fleet of nanotech helpers lodged in your
liver and stomach protect you from all
ingested toxins and pathogens. You are
immune to food poisoning and can gargle
arsenic solution with impunity. When
consuming alcohol or other intoxicants
that enter the bloodstream through your
digestive system, you can elect to block
their entry into your system. Once you
choose to become intoxicated, the bad
liver can't reverse the effect.

Ashen Stars, p. 128

Install: 1 Upkeep: O

Berserker

Whenever you lose 4 or more pointsof
Health in a single blow, your Scuffling pool
gains an equal number of points.

When you are hurt for the first time, you
gain 4 Scuffling points, and a +1 bonus to
your Scuffling damage.

When you are injured for the first time, you
may ignore all of the effects of being hurt
or injured for the duration of the combat.
You gain 4 Scuffling points and another +1
damage bonus.

If you fall below -12 Health, you remain in
the action for one more round. For this
round you gain 8 Scuffling and yet another
+2 damage bonus. Then you die.

Ashen Stars, p. 128

Install: 3 Upkeep: 1

Biofueler

Through an interface coil attached to your
intestinal tract, you can transfer energy
produced by your body through
phosphorylation into the ship's power
grid.

For each Health point you spend, the ship's
Output pool increases by 1. For every 2
Athletics points you spend, the ship's
Output pool increases by 1.

In spending from your Health pool, you
may decrease it below 0, becoming hurt,
injured or dead.

Ashen Stars, p. 128

Install: 4 Upkeep: 1

Breadbox

You have a secret compartment in your
abdomen. At will, you can retract the wall
of flesh, exposing the ceramic-alloy
compartment door. Its capacity is 4 cm x
12 ¢cm x 12 cm. The compartment door
locks securely; once activated, it can only
be opened on a mental command by you.
However, if you're held captive, someone
determined to get at its contents can
always have the whole thing surgically
removed and then blasted open.

Ashen Stars, p. 128

Install: 1 Upkeep: O

Dataloader

An interface jack implanted in your thumb
allows you to temporarily download
massive  quantities of data onto
microscopic storage chips implanted in
your cerebellum.

While aboard your ship, you can spend
any number of its Output points. These
become a free-floating pool of points you
can use to make spends from any of your
Academic abilities. This pool empties at
the end of the episode.

Ashen Stars, p. 129

Install: 3 Upkeep: O




Dopamine Redirector

This kit consists of a neural port in your
neck that connects a neurotransmitter
cable to your disruption pistol. Whenever
you hit an opponent while firing your
weapon in  non-lethal mode, the
neurochemical rewards your brain gives
you for the successful action are converted
into enhanced pre-frontal cortex function.

Once per episode, you may add a number
of points equal to the damage done by
your hit against an opponent to the pool
of any one academic or technical
investigative  ability, or to  your
Enhancement Integration ability.

Ashen Stars, p. 131

Install: 2

Upkeep: 1

Episealant

When microscopic chips dotted through-
out your skin detect the presence of
radiation and other dangers, they cause a
series of implants stationed throughout
your body to release a sealing film that
covers your entire body.

The film protects you from radiation, the
vacuum of space, extremely high
temperatutes, etc, and lasts 10*X (See
Install cost).

Without an internal rebreather, with which
it is designed to perfectly interface, you'll
suffocate.

Ashen Stars, p. 129

Install: 1+X Upkeep: 2

Frequency
Transducer

This circular polyplastic device, with a 1cm
diameter, is installed over your left
ventricle.

When you are struck by disruption fire
from a weapon set on lethal mode, you
instead react as if struck by a weapon set
on non-lethal mode.

The transducer is always active by default.
You can toggle it on or off by spending 2
Health points.

Ashen Stars, p. 129

Install: 1 Upkeep: 1

&

Handgun

One of your hands has been removed and
replaced with a highly realistic prosthetic.
With a flex of your forearm muscle, you
can command it to reconfigure itself into a
disruption pistol. Your hand passes a
normal flesh under ordinary visual
inspection but will be revealed as a
disguised gun to scanning devices.

If you fire vyour disruption pistol
immediately after revealing it, you get a
+2 bonus on that Shooting test.

Your handgun may be enhanced with a
pherotracker and any number of
disruption accessories.

Ashen Stars, p. 130

Install: 4 Upkeep: 1

&

Headdisk

A storage drive implanted on your brain
connects to your aural and visual sensory
apparatuses. At will, you can switch it to
record mode, making an audio or visual
record of all you see and hear. A small port
concealed at the base of your neck allows
you to beam the recorded content as a file
to any computer, including your ship's
system.

Privacy regulations in most jurisdictions
require you to notify subjects when you're
recording them. These rules are regularly
flouted but may trip you up when vidfiles
you submit as evidence are rejected as
inadmissible.

Ashen Stars, p. 130

Install: 2 Upkeep: 1

&

Headlight

You have a meglight installed in your
forehead. A flap of realistic synthetic skin
covers a housing compartment installed in
the front of your skull. On a mental
command, the skin withdraws and the
light, secured behind a layer of transparent
poly-reinforced plastic, comes into view.
You can modulate the intensity and scope
of the light beam, as you would with a
non-cybernetic meglight.

Ashen Stars, p. 130

Install: 1 Upkeep: 1

Honeybee

The honeybee implant is a fibroid mass of
artificial cartilaginous tissue installed your
frontal lobe. In response to a conscious
visualization, it floods your brain cells with
recursively structured sugar molecules.
This allows your synapses to fire at an
increased rate, at the cost of a crash later
on.

Once per episode, choose either the
academic or technical category of
investigative abilities. You gain a boost on
all abilities in that category. When the
interval concludes, you then are unable to
make investigative spends of any kind for
one interval.

Ashen Stars, p. 130

Upkeep: 2

Install: 3

Interface Transducer

A network of nanoscopic wires installed
beneath your scalp emits low-frequency
interference  preventing the use of
cybernetic enhancements within 20m of
you, including your other enhancements.

Cybes may ignore this effect by winning a
showdown test against you. They pit their
Enhancement Integration ability against
yours or (if you don't have it ) against a die
roll on which you can spend any number
of Interpersonal points.

Activate the transducer by spending
points from any investigative abilities. The
effect lasts this many minutes.

Ashen Stars, p. 130

Install: 1 Upkeep: 2




Internal Headset

You have a headset installed in your skull.
The chief advantage of this is that it can
never be taken away from you.

Headsets allow up to a dozen people to
exchange video and audio transmissions
in real time. A curved holoscreen hovers at
eye level, permitting you to see what the
tiny cameras on your teammates’ headsets
are seeing. You can zoom in or out and,
through a connection to your ship's
computer, conductanalysis of what you
see with the Imaging ability.

Sophisticated captors may deactivate it
with the use of a snower.

Ashen Stars, p. 130

Install: 2 Upkeep: 1

Internal Rebreather

Allows your body to produce its own
oxygen. When activated, you can operate
in environments with little or no oxygen as
if you were wearing a breathing apparatus.
By shutting down your normal breathing,
you ignore airborne toxins and pathogens.

Turn on your internal rebreather to block
the effects of intoxicating or mood-
altering substances that enter the
bloodstream through the lungs.

Allows 10*X (see install cost) minutes of
continuous use. For each additional
minute of use, you lose 1 point from your
Health pool.

Ashen Stars, p. 131

Install: 1+X Upkeep: 2

Mesodermal Jumper

Pseudo-cartilagenous fibers released from

your pectoral muscles attach on
biomorphic pads to the pectorals of a
willing recipient.

Once per interval, you can transfer any
number of pool points from your Athletics,
Scuffling, and/or Shooting to one of the
following  recipient pools:  Athletics,
Scuffling, or Shooting. The donating pool
need not correspond to the receiving pool.
You can transfer from Shooting to
Shooting, or to Athletics to Shooting, and
so on.

Ashen Stars, p. 131

Install: 3 Upkeep: 1

Motobooster

Your leg bones have been reinforced with
titanium, your leg muscles with carbon
fiber. A motor installed over your pelvis
powers these enhanced limbs, increasing
your running speed.

When fleeing or pursuing on foot, your
Difficulty decreases by 2.

In a Scuffling contest, your damage
modifier when kicking is O (better than the
usual -1).

Ashen Stars, p. 131

Install: 3 Upkeep: 1

Neurojolter

Nanoscopic wires inside your fingertips
transmit electrochemical energy from your
own nervous system into the brain of a
willing recipient.

Once per interval, you can transfer any
number of points from certain pools to
one of the recipient’s pools. The recipient
must have at least 1 point in the chosen
pool before you begin.

As you conduct the transfer, make a
Difficulty 4 Medic test. The transfer still
works if you fail, but the recipient suffers
an intense and lingering migraine that
subtracts 3 points from her Health pool.

Ashen Stars, p. 131

Install: 3 Upkeep: 1

Nightvision
Ocular implants allow you to see in the
dark as through a nightvision scope.

Ashen Stars, p. 131

Install: 1 Upkeep: 1

Ocular Input Analyzer

A processor chip and nanite motherboard
attached to your brain's optic tract
superimposes a computerized readout
over everything you see. You can turn this
on and off at will.

When it is on, you can perform Bio
Signature and Energy Signature readings
without a scanner.

The OIA also includes a targeting overlay.
When engaged when using the Shooting
ability, the Hit Thresholds of your targets
decrease by 1 (for your attacks only).

Ashen Stars, p. 131

Install: 4 Upkeep: 1

Pherotracker

An input port in your neck allows you to
connect your brain to your disruption
pistol via a neurosynthetic cable. When
you strike a target with a non-lethal
disruption blast, his genetic information is
fed back to you through the beam.

For the remainder of the episode, you can
gauge your proximity to the subject. When
you are within 500m, you can pinpoint his
position. If the distance is larger, you can
tell whether any movement takes you
closer toward him or further away.

The Pherotracker is vulnerable both to
effects that target cybernetic and viroware
enhancements.

Ashen Stars, p. 132

Install: 2 Upkeep: 1




A

Phosphoraolytic
Battery

Through a high density power cable
connecting your heart to a ship's engines,
you can absorb energy from its systems
and convert it into muscle power.

You may transfer points from your ship's
Output pool to your Athletics, Health,
and/or Scuffling pools.

Your cable interface is tuned only to your
ship, preventing you from absorbing
power from other ships or
energy-producing devices.

Ashen Stars, p. 132

Install: 4 Upkeep: O

Popclaws

You've implanted retractable three-inch
carbon-fiber claws in the finger tips of
your right or left hand.

When you pop your claws out, your
damage when Scuffling increases by 2.

Popclaws freak people out. When you use
them or are thought to have used them in
a questionable killing, the Difficulty of the
Public Relations test to preserve your
crew's Reputation increases by 2. The cost
of any interpersonal spends you make with
your claws popped increases by 1.

Ashen Stars, p. 132

Install: 4 Upkeep: 1

Schrodinger Lobe

This vas mal-designed crystal is installed in
the cerebellum. By means they are
presently unable to articulate to outsiders,
it allows you to unconsciously manipulate
the probable outcomes of your actions.

After any successful test of Athletics, Battle
Console, Filch, Helm Control, Infiltration,
Phase, Scuffling, Shooting, or Shuttle Craft,
you may spend 1 Health to increase your
margin by 2.

Ashen Stars, p. 132

Install: 3 Upkeep: 1

A

X-Gravs

Tiny pads installed on the soles of your
feet allow you to generate a temporary
anti-gravity field, allowing you to levitate
for brief distances. They last long enough
to make an unassisted vertical climb of
10m. If you're leaping a fence or other
obstacle, your x-gravs get you 5m up and
5m back down again. They take one
minute to recharge after use, forcing you
to make moves in excess of 10m in a series
of hops.

Once per episode, you may use your
X-gravs at no cost. Subsequent uses in the
same episode cost you 2 Athletics apiece.

Ashen Stars, p. 132

Install: 3 Upkeep: 1
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