Threshold Victoria: Invasion


Lan/Bolt

Systems Specialist

Background


The Network has always fascinated you.  There was never much to do in the Machine Wastes, a bleak landscape of grey dust and rusted metal, so you turned your attentions inward; they implanted a Network connection protocol in you at a young age, and you grew adept at interfacing with this virtual overlay.  Bolt Squad – the group of Machines who raised you, and acted as your family – needed someone who could maintain and enhance their digital systems.  That’s what you did for years, mastering the subtleties of interfaces between the real world and the Network, which you see more as a world of the imagination, of possibility.  Anything can be done there, if you can only find a way to program it.


After a while, the group that you had been traveling with (only a small fraction of Bolt Squad’s widespread population) received a message on the Network commanding it to travel to a place called Victoria, previously unknown to any of you.  But when you at last arrived at the Bolt Squad encampment near the city, there wasn’t much left of it – apparently Rebekh/Bolt, a traitor, detonated an explosive in the midst of its encampment, then escaped into the city.  The remaining Bolt Squad forces were still picking up the pieces when you left, but you, Darby, Vanus, and Kell weren’t just going to stand around.  Rebekh had to be taken down before she struck again.  There’s nothing worse than a demolitionist gone rogue.


On your way into the fog, Kell was attacked and killed by some sort of winged lion creature, much to your dismay.  You managed to retrieve what was left of the body, along with his gun.  He was in the fact of firing it even at the moment of his death – how like him.  You were worried that you wouldn’t be able to complete your mission without your sniper, but just when you thought all hope was lost, the three of you stumbled upon the body of a man.  At first, you thought he was dead as well, but then he moved.  Vanus immediately set to work fixing him up.  There were many times when you thought that you had lost him, only to be surprised when Vanus managed to keep him going.  His right arm was too badly mangled to be of any use to him, so Vanus replaced it with some parts that he had.  When the man came to, he introduced himself as Royce Perillant of Victoria; that at least explained the odd clothing he was wearing when you found him.  Sensing an opportunity, you insisted that he be given Kell’s gun and trained how to use it.  Of the four of you, Kell had been the best equipped to take Rebekh down, and you hoped that this man would take Kell’s place.  Darby was fairly annoyed at the delay, but acknowledged the need for a sniper.  He took over the training process and pushed Royce much harder then you thought was necessary; nonetheless, you had to acknowledge that the results were impressive.  The man went from never having used a gun in his life to not being able to live without one.  Maybe he’ll be a decent replacement after all.


The four of you headed into Victoria after the training was completed, but you got lost and separated in the polluted fog – you always use the Network to navigate, but for some reason it wasn’t operative here.  Perhaps some kind of jamming was in effect?  You’ve finally arrived in the city, and you only hope that Darby, Vanus and Royce made it too – if so, you’ve got to meet back up with them and get down to business.  But in the meantime, you’ve been investigating the lack of Network access here, and you think that you may have found a kind of solution.  It’s not so much that it’s being jammed as that its signal is having trouble permeating through the fog.  If you could find someone local who was capable of acting as a Bolt hub and they acquiesced, you could outfit them with the appropriate signal amplifiers.  You’re fairly sure that their connection to Victoria would make it possible for them to instantiate the Network here, at least for members of Bolt Squad.  Then you would have a communication pathway to the base camp outside, which would be useful in any number of ways; if nothing else, you could report your status back to your superiors and request supplies and reinforcements.  Because you’re not sure you can find your way back out through that fog without the Network’s help.

Motivations

1. Find someone to act as a communications hub in Victoria for the Bolt Squad Network.

2. Meet up with Darby/Bolt, Vanus/Bolt and Royce/Bolt.

3. Incapacitate or destroy Rebekh/Bolt.

People You Know

Darby/Bolt – Your pal.  A demolitionist like Rebekh, although you know he’s loyal to the Squad.  He’s pretty bitter about her betrayal, and was the one pushing to go after her as soon as possible.

Vanus/Bolt – A Bolt/Squad biotechnician.  You’re quite friendly with him, and he always gets the job done.  He’s developed quite a reputation because of his skills.

Rebekh/Bolt – You never met the woman, but apparently she was one of the best killers Bolt Squad ever had, a truly masterful demolitionist.  You don’t know what caused her to lose it and detonate an explosive in the middle of Bolt Squad’s ammunition depot, but on her shoulders rest the deaths of more than a hundred talented, dedicated men and women.  That kind of wholesale slaughter must not remain unpunished.

Royce/Bolt – An odd man to say the least.  Very focused when he needs to be and what appears to be a perfect replacement for Kell.  Hopefully, he’ll be able to help you take out Rebekh and stay with your unit after the mission is completed.  He has a lot of potential.

Body: 2

Mind: 4

Soul: 3

Traits: Destitute, Machine, Wired

Properties

At A Loss – You may not Recover Mind nor use * Properties, Abilities, and Recoveries until you have instantiated the Bolt Squad Network in Victoria.

Cursory Examination – If the target allows you to, you may examine him/her to determine whether or not he/she has both the “Victorian” and “Machine” Traits, qualifying him/her to be a suitable hub.

* Ping – When you are alone with someone, you may ask him/her whether he/she has the “Wired” Trait.  Furthermore, you may communicate “telepathically” with anyone you know to be Wired.

* Protocol Disruption (Mind Attack) – Your target is at a –1 penalty to all Mind challenges (including combat), and loses an instance of the “Wired” Trait if he/she has it, for the rest of the session

Electromagnetic Pulse Wave (Soul Attack) – All of your opponents with the “Machine” Trait are at a –2 penalty to all challenges, combat and otherwise, for the next ten minutes.

Abilities

Network Instantiation [one use] (No Challenge) – The target, who must be willing and must have both the “Machine” and “Victorian” Traits, becomes a transmission hub for Bolt Squad’s Network.  This gives him/her an instance of the “Wired” Trait, even if he/she already has it, and allows you to use your * Properties, Abilities, and Recoveries.

* Network Overlay [mind] (Mind vs. Integrity Challenge) – If successful, give a Location the following Property: “Virtual – Only characters with the “Wired” Trait may enter this Location.”  This lasts until you leave the Location.

* Static Burst [soul] (Soul vs. Mind Challenge) – If your target has the “Wired” Trait, he/she experiences about 10 seconds of intense mental overload.  Can be used to pre-empt Abilities and Attacks being used against you.

* Digital Engineering [soul] (No Challenge) – Change the description of a “Virtual” Location as you please.  You may also increase or decrease its Obscurity, Security, Integrity, and Population by up to 2 each, and may make it Well-Lit, Dark, or neither of these.  These changes vanish when you leave the Location.

Recovery

* Data Mining – When you would Recover one point of Mind and nothing else, Recover two points of Mind instead.

A Job Well-Done – Accomplish one of your Motivations and Recover a point of each attribute.  Once per Motivation.

