<h1>Psiborg
Most people take one look at me and think I’m a monster because of all my cyberware, but I’m nothing like those freaks who literally transform into giant beasts. I’m just an everyday person with a few extra tools to handle everyday issues. Issues such as infiltrating secret tech labs, protecting high profile clients, and cleansing hives of scum and villany so some scummy new tenants can move in.
People call me a psiborg because my ware isn’t all mundane. Most of it is enhanced with magic of some kind, such as my ESP cyber eye enhancement and my cyber legs with built-in sonarkinetic sound dampeners. This stuff doesn’t come cheap, but it’s a small price to pay for being the most flexible member of any team.
Oftentimes people hire me expecting that I’ll be a human tank for them, but that’s an annoying stereotype. Sure, some Psiborgs choose to load up on defensive ware so they can take a beating for their friends, but we’re not all masochists. Some of us prefer a subtle approach, while others use their ware to make sure they can avoid combat altogether. Getting to choose your niche is one of the perks of being a psiborg; you can build any body you’d like, given the right amount of cash and connections.
If you’re looking for a team member who can be flexible, then I’m the one you want. Even if I don’t fill the niche you’re looking for right now, just give me a couple hours to go swap out some of my parts and grab a few appropriate skill chips. As long as you’re not in a huge hurry to get started, I can be whatever you need me to be… for the right price, of course. Like I said, all this ware doesn’t come cheap. 
<h3>Skills
As a Psiborg, you can fill any niche you choose. Your choice of cyberware and magic devices play an important role in defining who you are, but your skill selection will help you hone your talents. You may  be a generalist and choose skills which fill gaps in your enhanced abilities, or you can specialize and focus on becoming the best at any task.  
Remember you can also supplement your skill selection by installing a Skill Chip Reader (see page XX of the <i>Psi-punk</i> core book). Grab a few chips to go with it 
<b>Combat</b> of any discipline comes in handy when you need to shoot, punch, or outsmart someone in a fight. You may be comfortable enough slinging firebolts or zapping people with lightning, but you still need to hit your target. Even if you don’t use a gun, it’s helpful to train at least a little with this skill.
<b>Craft</b> with a Specialization in <b>Repair</b> may be useful when you need to fix a broken body part that isn’t made of meat. You could also use this skill to assess the quality of potential implants, since you’ll probably find most of your ware on the black market.
<b>Knowledge</b> is a great skill to have, especially if you specialize in <b>Psionics</b>. It’s helpful to know a thing or two about how your tech works and what you can do with it.
<b>Rank</b> is among the few skills you can’t copy with a skill chip, so it might be helpful to take a few levels if you want to have legitimate access to your ware through your employer. You may want to consider being a ranking member at Magicorp or Kojicorp, since both companies develop magic.
<b>Social (Formal)</b> is useful for those situations in which you need to blend into polite society despite your appearance.
<b>Technology</b> with a Specialization in <b>Magic</b> can help you identify new uses for certain magicware. Sometimes magic has built-in limitations to help a device serve a specific purpose, but you can hack some of those items with this skill and make them perform in unique ways.
<b>Urban</b> with a Specialization in <b>Shady Contacts</b> can be useful for finding black market magicware. If you don’t have enough Rank to acquire your goods through legitimate means, you can walsy turn to the streets.
Psiborgs are defined less by their skills than their Gifts and Gear. Ultimately it’s up to you to decide how best to specialize (or generalize) your talents.
<h3>Gifts
Cyberware can be purchased with Gifts or Wealth, depending on your needs and resources. That’s helpful, because you only start with two free Gifts at character creation and must acquire some Faults to earn more before play begins. By spending a combination of Gifts and Wealth, you can maximize the amount of cyberware you have.
Although not spelled out in the <i>Psi-punk</i> core book, it’s certainly feasible that you could replace or upgrade your cyberware. Here are a few guidelines to follow when doing so:
<li>You must find a seller to purchase your ware, and you must find an appropriately skilled doctor to install it.
<li>You may sell (or trade in) an old piece of cyberware for half its original value. For example, you may turn in a set of cybernetic legs to receive Great [16] Wealth. because they originally cost Superb [32]. 
<li>Unless you replace a cyber limb with the same type of body part, you are left with nothing in its place. You may choose to buy standard prosthetics for a Good [8] amount of Wealth, but they convey no special bonuses. For example, if you hock your cyber arms for enough cash to buy upgrades for your eyes, you’re left without arms.
<li>Lacking a limb does not give you a Fault. Many people live full lives without the use of one or more limbs.  
The Gifts in this section fall into the Cyberware category, so they will have a cost listed in both Gifts and Wealth. Choose which method you’re using to acquire the Gift, but don’t mix and match.
<h4>ESP Sight
This cyberware is an enhancement to cyber eyes, similar to a HUD or X-Ray Vision (see page XX of the <i>Psi-punk</i> core book). ESP sight allows you to see things at a distance, even through walls and other barriers.
This differs from X-ray vision in that ESP sight centers your vision on any point within 150 feet, while X-ray vision is limited to viewing things from your current vantage point. The downside to using ESP sight is that you may not be able to see your immediate surroundings while you’re looking at something on the other side of a wall.
<b>Cost:,/b> One Gift or Great [16] Wealth. Requires cyber eyes. 
<h4>Psi-chip Reader 
This cyberware functions similar to the skill chip reader (see page XX of the <i>Psi-punk</i> core book), except it gives you the ability to slot psi-chips (see below) instead of skill chips. When you place a psi-chip into this reader, you gain the ability to use the associated power using your Focus Attribute instead of the device’s Power Rating to determine its effectiveness.
Swapping psi-chips takes two full rounds (12 seconds), one of which represents the chip being read by the device and prepared for use. For example, it takes one round to remove and replace the old chip and another “warm up” round before the new one  is ready to use.
Recently used chips must be unmounted before they can be removed from the reader. Attempting to remove a chip within one round of use causes the user to take one Scratched mental wound. For example, if you use a <i>pyrokinesis</i> chip and attempt to remove it the next round, you take one Scratched mental wound.
<b>Cost:</b> Two Gifts or Superb [32] Wealth. Psi-chips sold separately.

<h4>Psi-chip 
Psi-chips offer the ultimate versatility for any psiborg. Slot one of these into a psi-chip reader to gain full use of the psionic power programmed into the chip.
Psi-chips come in just as many varieties as natural psionic powers. You may select anything from <i>antipsi</i> to <i>telekinesis</i>. You’re limited only to your Wealth in terms of how many you may own.
Psi-chips are experimental and often come at a cost. You may be able to find some at their typical street value, but doing so may cost you a favor later, or it may require you to burn one of your contacts.
Using these chips also presents some risk to your well-being. Failing a check to activate your power comes with the same consequences as the individual powers they represent (see each power’s description in the <i>Psi-punk</i> core book for details). In addition, any time you have a natural roll of -3 or -4 when activating a power, regardless of the overall total, causes you one additional Scratched mental wound.
Those are small prices to pay for virtually limitless power and versatility, right?
<b>Cost:</b> Good [12] Wealth and a favor or a burned contact, or Great [16] Wealth. 
< h3>Faults	
Being a psiborg has its perks, but it also has some distinct disadvantages. Consider taking one of these Faults to add some complexity to your character. 
<h4>Poor Fit 
One of your body parts was acquired either used or illegally. Either way, it isn’t properly fitted for your frame and is sometimes a little uncomfortable. 
You have a -1dF reroll penalty when making any physical action involving that piece of cyberware. For example, your cyber legs would have a -1dF penalty when trying to use Athletics to jump. You may  not apply this Fault to any cyberware which wouldn’t reasonably be penalized.
<h4>Psychic Feedback	
When a mental attempts to use a magic device, bad things happen. Magicorp insists it’s due to psychic feedback between their own powers and the capabilities of the device, and since nobody has been able to prove otherwise then we’ll just have to take their word for it.
You’re so decked out in magic that mentals have a hard time affecting you with their powers. They take a -1 penalty on any roll made to benefit you and gain a +1 bonus on any roll made to harm you.
For example, when someone tries to use <i>control animate</i> to heal your wounds, they take a -1 penalty on the check. Conversely, if they try to use <i>control animate</i> to harm you, they gain a +1 bonus due to the erratic nature of the attack.
[bookmark: _GoBack]<b>Note:</b> You’re still susceptible to affects created by psionic powers, such as a fireball, lightning bolt, sonic attack, etc. Those effectively create projectiles which, themselves, are no longer psionic in nature. Only powers which directly affect you are susceptible to these penalties and bonuses.
<h3>Gear	
As a Psiborg, most of your Wealth is probably spent on cyberware. You can spend some of your Gifts to save a little cash for other things, such as guns, armor, grenades, drones, or magic devices. These are all useful tools to have in your arsenal, particularly if you choose to take an aggressive approach to problem solving.
One of the great things about being a Psiborg is that you probably already possess some magic in the form of enhanced cyberware. This means you can save some of your Wealth by doubling up on its usefulness and not having to purchase additional magic devices. What you really need is a way to channel your magic to greater effectiveness.
You could invest in a Psi-Chip Reader, which allows you to use low-powered magic devices as if you were innately talented. These are expensive though, and they leave you at greater risk of having a mental meltdown. If you’re not interested in taking your chances, consider the following piece of gear.
<h4>Psi Cannon
Rare, illegal, and difficult to acquire, the psi cannon is a boon to any magic user with the connections to buy one. If you’re fortunate enough to get your hands on one, you’re sure to attract unwanted attention. Good thing it’s just the tool to help you deal with those difficult situations.
Psi cannons increase the effective Power Rating of any magic device by 1, to a maximum of PR: 4. They do this by amplifying the psychic input and producing a quick burst of energy. Although they’re known as cannons, they can technically be used to enhance any power which doesn’t require sustained use.
It takes three rounds (about 18 seconds) to pair a new device to a psi cannon, making it difficult to swap devices in the heat of battle. Most users pair them with a specific device, such as a <i>sonarkinesis</i> or <i>pyrokinesis</i> device so they have a powerful and versatile weapon.
<b>Rank:</b> You must have Superb (+3) Rank in Magicorp or Kojicorp to obtain a psi cannon legally. Through any other means, you must find the right person to sell you one on the black market.
<b>Cost:,/b> Superb [32] 

