Tensided Cyberpunk Equipment Price Guide

Overview: On the increasingly dangerous streets of New York, demand for specialized military-style devices has skyrocketed in the last decade. Not only are the corporations re-arming and producing much of it for their own use, but otherwise average people on the outside are increasingly worried for their own safety. At the same time, more and more sophisticated black market factories are being set up to serve the needs of a population that wants the gadgets and devices they used to have before the world went to hell. The modern man living in 2030 New York has a wide array of high and low tech devices to fill every market niche he may want, with more and more being produced every day right under the noses of the corporate police.

This supplement covers non-weapon equipment that has some sort of military or paramilitary application. It will be divided and sub-divided into different types of items. At the beginning of each list, there will be a summary of the game effects of the possible features, followed by a list of products on the market, which features each product implements, and its price. GMs are free to add their own products and features.

Keep in mind that popular brands can get away with charging more than the sum of their individual features due to name recognition, and usually do.

Prices for cybernetics include surgery. Components in cybernetic devices are miniaturized compared to that found in normal equipment, so the price on each feature is double. Miniaturized features can be placed onto non-cybernetic equipment as well. They count only half against the number of features the device can accept. Most modern security scanning devices will pick up even the smallest external devices, but they will not pick up cybernetic eyes, ears, etc.

Headware

I. Eyewear
Possible Features:


a. Smartgun – A smartgun system combines the speed and versatility of a laser sight with the accuracy of an unmagnified scope. It takes only 1 action to aim instead of a full round, and the range penalties of a laser sight are not suffered. 2 extra rounds can be spent aiming at –2 DF each. It is also much more difficult to damage a smartchip than to knock a scope or sight off-center. Smartgun systems range in size from a large visor to a cybernetic version. Smaller systems obviously cost more.


b. Chipless Smartgun – The newest corporate smartgun systems do not require a smartchip to work. That means that the user can pick up any gun and use it with full smartgun capabilities right away. It even works with grenades and other thrown objects.


c. Zoom-capable Smartgun – At the cutting edge of technology, zoom-capable smartgun systems can work in tandem with a zoom feature to provide the benefits of a low magnification scope with none of the drawbacks, while keeping all of the perks of a regular smartgun system!


d. Smart Targeting System - Upgraded smartgun designed to work with x-ray vision. Highlights aimpoints for critical areas, bestows expert targeting and precision abilities in addition to a normal smartgun processor’s functions.


e. Night Vision – An NV scope includes a mode for seeing in the dark. Night vision removes penalties for low light, but bright flashes will blind the user for 2d6 rounds. Flashes that would normally cause blindness will blind the user for 2d6 minutes, and extreme brightness may even cause permanent blindness. It also does not work in total darkness.


f. Automatic Dimmer – A device to automatically dim the lens to protect against bright flashes. Common on high end NV scopes.


g. Thermal Vision – Thermal vision removes penalties for low light and total darkness, and does not suffer the blindness flaw of NV equipment, but the image is much less precise and the user suffers range penalties for spotting and sighting are doubled. However, it is easy to spot a hot object (like a person) against a cold background, even though it would be difficult at long ranges to tell if it’s actually a person and not just a fire or other hot object.


h. Ultraviolet Vision – UV vision can be the best of all worlds, since it provides a good picture, works in total darkness, and is immune to blinding flashes. It is much more expensive than NV or thermal, and strong UV lights can reduce visibility to zero.


i. X-ray Vision – Previously only a comic book fantasy, some equipment now allows users to see through walls, but not if they are thicker than normal wood, and the picture is indistinct. Range penalties to spotting and sighting are tripled.


j. Target Highlighting – Puts a band around targets once they are spotted to defeat later attempts to hide or camouflage. Will not track targets behind solid objects without an X-Ray mode. Can be manually activated (takes 1 action to mark a target) or automatic (more expensive). Automatic mode can sometimes spot and highlight targets before the user notices them. If the user’s spot AT is less than 15 and he has Target Highlighting, then his AT is raised to equal 15.


k. Radar Vision – A radar system to detect things in a 360 degree arc, with a 50 meter range. Strong enough to go through anything thinner than unreinforced concrete, and will pick anyone who is not somehow radar absorbant. For eyeware, displays are typically shown in the corner of one's vision. The user is given no information about a contact on his radar other than range and direction. It is exceedingly difficult to hit an unseen opponent based solely on a radar contact. Range for sighting purposes is multiplied by 10.

l. Sonar Vision – Similar to Radar Vision, but will be stopped by any solid surface. It is not affected by radar jammers or radar absorbant material. Like with radar, the user is given no information about a sonar contact other than range and direction.


m. Smart Vision Interpeter – Processor that works with other upgrades to provide a crystal clear image. Takes in information from each different mode on the device and gives the user a full color image of what he sees at a chosen level of brightness. Works with night vision, thermal vision, UV vision, and X-Ray vision. More than one of these need to be present and functioning on the device for the Smart Vision Interpreter to do anything. Removes all visibility penalties.


n. Zoom – 4x magnification zoom. Can divide the range for spotting purposes by 4, but only provides a benefit if the user knows where to look.

o. Machine Vision (Upgrade to cybernetic eyes) – While high-tech lenses might have a lot of features, they cannot actually improve the clarity of vision unless there was something previously wrong with it. Cybernetic eyes can. This is not so much a “feature” of Cyber Eyes as much as an attribute of high quality ones. Bestows +4 spot at all ranges and Scout ability.

p. Wrist-mounted Camera – Tiny camera relays information to the upgraded eyewear or cybernetic eyes. Allows shooting around corners without exposing one-self.

q. Integrated Clock – Small display lets the user know what time it is. Does not count against upgrade limit on the device.


r. Integrated GPS – Small display lets the user know his exact location and orientation.

Black Market Prices:

Basic Visor: $50. A large visor. Fairly obvious as to the kinds of abilities it gives. No limit on number of features.
Basic Goggles: $100. Goggles are still fairly obvious, but less bulky and perhaps can be passed off as something else. Maximum of eight features on one pair.
Basic Glasses: $500. Can be made to look like sunglasses or prescription. Maximum of four features on one pair.
Basic Contacts: $1,000. Almost undetectable, but many systems cannot be miniaturized to that degree. Maximum of two features on one pair.
Basic Replacement Eye: $1,000. Replacement for a lost eye. None of the above features can be added to it.

Basic Cybernetic Eye: $10,000. Totally undetectable without specialized equipment. Some features are cybernetic-only. Components must be miniaturized (2x the price of each feature that is not marked “cybernetic”), and there are a maximum of two features per eye (four per set). Not as soft and squishy as real eyes, -1 severity to targeted eye shots.
Basic Smartgun: $20,000

Chipless Smartgun: Add $10,000

Zoom-capable Smartgun: Add $20,000

Smart Targeting System: Add $200,000

NV: Add $100

Dimmer: Add $50

Thermal Vision: Add $200
UV: Add $500
X-Ray: Add $1,000
Target Highlighting: Add $100 for manual, $500 for automatic
Radar Vision: Add $1,000

Sonar Vision: Add $1,000

Smart Vision Interpeter: Add $100,000

Zoom: Add $100

Machine Vision: Add $5,000
Wrist-mounted Camera: Add $1,000

Integrated Clock: Add $10

Integrated GPS: Add $500


II. Earwear
Possible Features:


a. Audio Scanner – Scans for unusual noises and alerts the user. A trained user is often better than the scanner, and so most professional soldiers do not use them. If user’s alertness AT is lower than 15, it sets it equal to 15.

b. Lie Detector – Useful for people who cannot easily read the subtle variations in the tones of others, or for those who are gullible. Trained users are often better than the machine. If user’s empathy AT is lower than 15, it sets it equal to 15 for lie detection purposes.


c. Universal Translator – Translates spoken, written, or signed languages into the user’s preferred language in the form of a computer voice speaking into the user’s ear. The translation is not always perfect and obscure languages may not be in the device’s library. Can be shut off at will.

d. Subsonic and Supersonic Hearing Range – User can hear things he normally could not, like dog whistles and bat sonar. Does not directly influence any variables in the game, but might be useful in some situations.

e. Audio Filter – Filters out unwanted sounds and reduce the effect of extremely loud noises. Flashbang grenades or similar devices will have one quarter the normal effect.


f. Ultrasensitive Hearing – +4 alertness. Ability to listen in on whispered conversations up to 200 ft away if there are no barriers between the target. Always bundled with an audio filter, since it would be useless and dangerous without one.
Black Market Prices:

Basic Headphones: $50. A large set of headphones. Fairly obvious as to the kinds of 
abilities it gives. No limit on number of features.

Basic Earbuds: $100. The size of an old-fashioned hearing aid. Fairly pronounced. Maximum of eight features on one pair.

Basic Mini-Earbuds: $500. Very small and hard to notice. Maximum of four features per pair.

Basic Replacement Ear: $500. Replacement for a lost ear.
Basic Cybernetic Ear: $5,000. Totally undetectable without specialized equipment. Components must be miniaturized (2x the price of each feature that is not marked “cybernetic”), and there are a maximum of two features per ear (four per set).
Audio Scanner: Add $2,500

Lie Detector: Add $2,500

Universal Translator: Add $2,500

Sub/Supersonic Hearing: Add $1,000

Audio Filter: Add $2,500

Ultrasensitive Hearing (not incl. audio filter): Add $5,000


III. Neural Upgrades
Possible Features:


a. Hard Memory – Memory storage is rerouted to a small hard drive. Character remembers everything exactly how it happened.

b. Pain Filter – Dispenses small but localized amounts of painkiller. Amounts are too small to cause side-effects. The character goes increasingly numb instead of feeling pain. Willpower roll is automatically passed to halve injury effects, and other pain rolls are ignored.

c. Supersoldier Regulator – Dispenses small but localized amounts of a supersoldier drug that helps with aiming. +1 Coordination.

d. Supersoldier Regulator Mk2 – Drug is more precisely and effectively administered using the latest technology. +2 Coordination.


e. Cyberbrain Processor – Recently recovered lost-tech. No one is sure exactly how it works, but time seems to move slower for the character. No penalties for two actions in one round, and only half penalties for three actions.


f. Auto-aim Processor – More lost-tech. Works in tandem with a cybernetic steady arm. Those with auto-aim processors do not miss. Roll 1d10 as normal, but only count as a miss if the roll is below the gun’s PTM at that range, or if the result is a 1.

g. Psychic Inhibitor – Detects psychic intrusion and dispenses localized amounts of an inhibitor drug. AT 15 against psychic attack.

h. Psychic Inhibitor Mk2 – Drug is more precisely and effectively administered using the latest technology. AT 25 against psychic attack.

i. Circulatory Regulator – Intelligently determines the path of bloodflow, preventing the effects of bleeding. Also foils lie detectors. Lastly, it prevents the user from tiring easily, automatically bestowing the runner ability.
Black Market Prices:

Hard Memory: $10,000

Pain Filter: $2,500

Supersoldier Regulator: $5,000

Supersoldier Regulator Mk2: $20,000

Cyberbrain Processor: $250,000

Auto-aim Processor: $1 million

Psychic Inhibitor: $5,000

Psychic Inhibitor Mk2: $20,000

Circulatory Regulator: $25,000
IV. Miscellaneous Upgrades
Possible Features:


a. Titanium Skull Plating – Severity -1 for targeted head shots, except to the eyes. Severity -1 for untargeted shots if character also has the ribcage and throat plate.


b. Titanium Throat Plate – Protects the most vital area of the human body. The plating is thin and flexible, but a vast improvement. -1 Severity for targeted throat shots. Severity -1 for untargeted shots if character also has the ribcage and skull plating.


c. Cranial Shock Absorbers – Prevents the brain from being knocked around too much inside its case. Prevents KOs from blunt force impact.

d. Cybernetic Voicebox – Allows the user to mimic any sort of noise with good enough clarity to fool any human observer, but volumes above 80 dB will cause obvious distortion. +1 to all persuasion skills.


e. Nasal Filter – Small device attached to the inside of one’s noise that detects and filters out poisonous gases and other harmful inhaled substances. Some cannot be fully filtered. Emits a small electric jolt to alert the user to poisons, and a stronger one to indicate poisons that cannot be fully filtered.

Black Market Prices:

Titanium Skull Plating: $5,000

Titanium Throat Plate: $5,000

Cranial Shock Absorbers: $2,500
Cybernetic Voicebox: $5,000

Nasal Filter: $2,500
Arm Equipment

Possible Features:


a. Replacement Arm – Cheaper models are a poor substitute for a real arm, but others are just as good as the original. Basic variety inflicts -2 Coordination, no penalties with the pricier version.

b. Cybernetic Arm – Capable of accepting up to 4 upgrades. Severity on called arm shots is reduced by 1.


c. Spring Arm (upgrade to cybernetic arm) – Physique 15 for melee attacks with that arm. Normal physique +5 for a two-handed weapon if only one arm is upgraded.

d. Spring Arm Mk2 (upgrade to cybernetic arm) – Physique 25 for melee attacks with that arm.


d. Steady Arm (upgrade to cybernetic arm) – Arm can be held perfectly steady at all times. Coordination +2, but only +1 for two handed weapons if only one arm is upgraded.


e. Re-inforced Arm (upgrade to cybernetic arm) – Severity is reduced by 3 on all called arm shots and resistance is increased by 8 in that arm.

f. Lifting Arm (upgrade to cybernetic arm) – Allows leg lifters to be used to their full potential. By themselves, they only impart Physique 10 for lifting and carrying, 15 for the heavy duty model.

g. Retractable Claws (upgrade to cybernetic arm) – Sharp steel claws that retract fully. Damage 1, armor piercing.


h. Retractable Slashing Blade (upgrade to cybernetic arm) – Large slashing blade that retracts fully into the arm. Damage 2.

i. Retractable Stabbing Blade (upgrade to cybernetic arm) – Large stabbing blade that retracts fully into the arm. Damage 1.5, armor piercing.


j. Hidden Holster (upgrade to cybernetic arm) – Capable of storing a large derringer or smaller gun.


k. Integrated Pistol (upgrade to cybernetic arm) – Fully integrated .32 calibre pistol that raises out of the arm. Stores 5 cartridges. Reloaded one shot at a time. Damage 3, Range 4, ROF semi. Laser sight can be fitted. Also works with a smartgun system.

l. Shock absorbers (upgrade to cybernetic arms) – Reduces felt recoil from most guns to almost nothing, only a truly overpowered weapon would cause discomfort. Bestows stubborn shooter ability. Does not reduce the actual kick of the weapon, and so uncontrollable traits are not removed.

m. Shock absorbers – Non-cybernetic versions. These are high-tech pads worn on the shoulder and wrists.


n. Precise Fingers – Easier to do precise work. +2 dexterity.

Black Market Prices:

Basic prosthetic Arm: $200
Replacement Arm: $500

Cybernetic Arm: $5,000

Shock Absorbers: $1,000

Spring Arm: Add $5,000
Spring Arm Mk2: Add $20,000

Steady Arm: Add $10,000

Re-inforced Arm: Add $1,000

Lifting Arm: Add $2,500

Claws: Add $500
Slashing Blade: Add $2,500

Stabbing Blade: Add $2,500

Hidden Holster: Add $500

Integrated Pistol: Add $2,500

Integrated Pistol w/ laser sight: Add $3,000

Shock Absorbers: Add $500
Precise Fingers: Add $1,000
Leg Equipment
Possible Features:


a. Replacement leg – Replacement legs come in three varieties: walking, running, and sprinting. Movement faster than the rated speed is not possible.

b. Cybernetic legs – A cybernetic leg is not just as good as a real leg; it is better. They come in many different varieties and with many different features. Severity on called leg shots is reduced by 1 on all models. Can accept up to 4 upgrades.

c. Speed legs (upgrade to cybernetic legs) – +5 sprinting speed. User can jump 3 meters up and/or 10 meters forward.

d. Spring legs (upgrade to cybernetic legs) – User can jump 6 meters up and/or 20 meters forward at normal sprinting speed +5. User can also has Physique 15 for kicking attacks.

e. Reinforced legs (upgrade to cybernetic legs) – Severity is reduced by 3 on all called leg shots and armor resistance is increased by 8 in the legs.

f. Hidden holster (upgrade to cybernetic legs) – One or both legs can have a hidden compartment that can store any large pistol or smaller gun.

g. Hydraulic lifters (upgrade to cybernetic legs) – Physique is set equal to 25 for purposes of lifting and carrying weight. Physique is only normal +5 for weight lifted with the arms unless the arms are also upgraded with hydraulic lifters. Heavy duty lifters exist with Physique 40 for twice the price.


h. Hydraulic leg attachments – Non-cybernetic attachments to help bear a load. Physique is set equal to 20 for purposes of carrying weight. Heavy duty lifters exist with Physique 35 for twice the price.
Black Market Prices:

Walking Leg: $100

Running Leg: $200

Sprinting Leg: $500
Cybernetic Leg: $5,000

Hydraulic Leg Device: $2,000

Looks Real: Add $500

Speed Legs: Add $2,500
Spring Legs: Add $5,000

Re-inforced Legs: Add $1,000

Hidden Holster: Add $500

Hydraulic Lifters: Add $2,500
Cybernetic Organs
Possible Features:


a. Cybernetic Circulatory System – All of the character’s veins, arteries, vessels, etc. are replaced by cybernetic ones. The process is fairly well understood, but hideously expensive. It allows organs to be moved, or cybernetic ones to be installed in a different place than normal. Otherwise, these backup or moved organs will not function.

b. Cybernetic Heart – -2 severity to targeted heart shots.

c. Cybernetic Lungs – -2 severity to targeted lung shots. Lungs can store up to 3 hours of reserve oxygen. Every other breath fills the reserve, so it takes 6 hours to fill up to full reserves from nothing. Character can survive underwater, in a vaccuum, or in a room filled with poison gas for 3 hours.
Black Market Prices:

Cybernetic Circulatory System: $250,000

Cybernetic Heart: $5,000

Cybernetic Lungs: $10,000
Miscellaneous Cybernetics
Possible Features:


a. Grafted Armor – A kevlar-like substance is woven over the skin, giving one’s skin a leathery appearance. It behaves like any other form of armor, adding to resistance, but subtracting from Athleticism.


b. Covert Grafted Armor – Woven under the skin. Visually undetectable.


c. Sub-Dermal Noise Dampners – Reduces the sound of bones creaking, footfalls, and other sounds that might give someone away. Stealth +4.


d. Titanium Ribcage – Replaces the brittle, dangerous bone version with one made of glorious metal. -1 severity to called shots in the chest area. -1 severity to untargeted shots if user also possesses the throat plate and skull-plating.

e. Robotic Immune System – Tiny microbots that fight sickness, disease, parasites and attacks by malicious microbots. Controlled by a computer chip implanted near the character’s center mass.

f. Eye Color – Operation to change someone’s eye color.


g. Continously Variable Eye Color – Color of character’s eye changes to whatever he wants at the time. He can even cause each eye to be a different color.


h. Hair Color – Operation to change the color of someone’s hair.


i. Continuously Variable Hair Color – Color of character’s hair changes to whatever he wants at the time.


j. Skin Color – Operation to change the color of someone’s skin.


k. Continuously Variable Skin Color – Color of character’s skin changes to whatever he wants at the time. Different body parts can be different colors, but it is not precise enough to be used as camoflague.


l. Chameleon Processor (upgrade for continuously variable skin color) – When activated, the color of the character’s skin changes to match the background, making him extraordinarily difficult to spot.
Black Market Prices:

Grafted Armor: $2,500 per 4 points of resistance

Covert Grafted Armor: $5,000 per 4 points of resistance

Sub-Dermal Noise Dampeners: $2,500

Titanium Ribcage: $5,000

Robotic Immune System: $20,000
Eye Color: $500

Continuously Variable Eye Color: $2,500

Hair Color: $250

Continously Variable Hair Color: $1,000

Skin Color: $1,000

Continuously Variable Skin Color: $5,000

Chameleon Processor: Add $5,000
Vehicles

I. Cars and Trucks
Basic car: $5,000
Speed: Recursive formula, 5% of base price “acceleration” at each step (for a car, +$250 for speed 1, +$750 for speed 2, +$1,500 for speed 3, etc.), -2% “acceleration” for speeds below 0. Ranges from -10 to 10
Handling: Recursive formula, 2% of base price “acceleration” at each step, -1% “acceleration” for handling below 0. Ranges from -10 to 10
Reliability: Recursive formula, 5% of base price “acceleration” at each step of 0.1 points above 99, -2% for each step of 1 point below 99. Ranges from 90-100
Prestige: Multiply price by prestige, ranges from .5 to 2
Appearance: Multiply price by appearance, ranges from .5 to 2
Motorcyle: Subtract 50% of final price

Truck/SUV: Add 50% to final price

Van/Large SUV: Add 100% to final price
