Threshold Victoria: Invasion


Vanus/Bolt (once Hiram/Gear)

Biotechnician

Background

You started life with only one desire: to heal people and make them better.  The first part of your life was surrounded by death – the death of your family, of friends and of people you had never met before.  But that was what it was like in Exile lands.  A lot of death.  You’ve been told that your experience was unusual and particularly unpleasant, but it doesn’t really matter.  When you were still quite young, you had been left stranded in the middle of the Wastes to die because you’d stolen food, when a group of machines found you.  You were severely dehydrated by the time they got to you, but after a few days you were as good as you had ever been.  They asked you what name your parents had given you, but due to starvation and delirium you had forgotten it; so they renamed you Hiram, and you joined Gear Squad.  For a short period of time they just let you adjust to your new surroundings, but after a few days they started trying to figure out what you would be best at.  When they learned of your desire to heal people, you were immediately apprenticed to the unit’s biotechnician.  From that point on, everything just seemed to make sense, and you attended to your duties with a vigor that surprised everyone.  You soon managed to surpass your instructor and all but took over his role.

After you were reassigned to a different unit so that your instructor could save face, you made it your mission never to lose a single patient.  You couldn’t stand to see another death after watching your parents die and being helpless to save them; if you could prevent it, that would never happen to another child.  Of course, you were also good at non-life-threatening surgeries and alterations, but you were most famous for your skill at keeping people alive.  Then, while you were off assisting another biotechnician by the name of Vanus, the one thing you swore would never happen did.  He became infected with a disease that you had never seen before and haven’t seen since, and no matter how much you analyzed it, you couldn’t find a cure.  You watched him slowly wither away day by day until at last he stopped altogether.  Nobody was there when it happened, so you came up with a marvelous idea to keep him alive.  Both of you had been Wired – connected to the Network – and you’d taken advantage of his illness to learn all that you could about his past.  When it became clear that you couldn’t keep him from dying, you forcefully ripped all of his memories from him and took them into yourself.  You learned of his childhood, his adolescence and anything else that you could find out about his life.  Quite frankly, it was almost cliché.  He had an uneventful childhood, showed an aptitude for medicine, was trained in it and began practicing.  He had a couple of friends, but he had just been reassigned to this unit of Bolt Squad, so he hadn’t made any new ones.  How perfect for you.  You studied his body and made a few alterations to your own in order to match Vanus’ body as closely as possible.  It was a hard procedure and fairly painful, but the results were perfect.  You had become Vanus, so the one patient of yours that had ever died was returned to the living, and Hiram was sacrificed in his stead.

You returned to the man’s unit as Vanus/Bolt and proceeded to take over his duties as biotechnician.  You continued saving people, altering people and making everyone’s life better.  Vanus’ reputation spread so that he was nearly as renowned as you were before your “death.”  One day, you were walking through the Wastes with the rest of your unit when you came upon a man dressed in a top hat and tails – an outfit very much unlike any you had ever seen.  He was clearly suffering from malnutrition, dehydration and severe delirium accompanied by a high fever.  You quickly injected him with fluids and vital nutrients and allowed him to sleep.  He had an injured hand as well, which you hadn’t noticed at first, though you couldn’t imagine what could have crushed it so badly.  After days of rest and delirium, he finally became aware of his surroundings.  When he noticed his hand, he seemed a bit startled.  At this point, you  went over to him and explained his surroundings and the procedures you had had to perform on him, then asked him to stay.  He agreed to stay with you, saying that he had nowhere else to go.  He refused to tell you his previous name and insisted that he be known as Darby from now on.

You stayed in fairly good touch with him after that and were amused to learn that he became a demolitionist.  You never really liked that sort of work, but someone had to do it.  Then, two new people were assigned to your unit.  Lan and Kell were intriguing people.  Kell was a little too interested in his gun for your tastes, but Lan had a very sharp mind.  When you and Darby were assigned to work with them, you were perfectly satisfied with the arrangement.  One day, the four of you got orders to go to Victoria.  You were supposed to deliver some optics to someone named George Pratton and help him install them in a couple of people.  Your briefing also mentioned that they’ve been having trouble with a disease of some kind, and you’d imagine you might be able to lend a hand.  In any case, you’ve made sure to bring along some supplies that might help, just in case.

All of this was sidetracked to some degree when the four of you arrived at what was supposed to the be Bolt Squad’s camp outside of Victoria, only to find it completely destroyed; apparently over a hundred of your Squadmates had been killed by someone named Rebekh/Bolt.  She was a demolitionist of some renown, and you were quite shocked to hear that she’s gone rogue.  Darby took it the worst, though, and he insisted that the four of you go off to Victoria immediately to track this traitor down.  You tried to talk him into allowing you to stay behind to help these people, but Darby insisted that if she was on the loose in Victoria, you might be needed there just as badly.  You were forced to relent, and your small group of four headed toward the fog.  Kell went in first, and you heard a shot ring out of his gun as a winged creature launched itself directly at him.  Before any of you could get close enough to help him, he was ripped to shreds, and the monster disappeared.  You made your way to his body and collected his gun and the few mechanical parts that hadn’t been destroyed.  Lan seemed to be rooted to the spot in shock, and Darby looked as if he might run into the fog after the thing in a foolish attempt to pay it back for what it had done.  What saved all of you from doing this was the appearance of a man you later came to know as Royce.  He was badly injured, with wounds similar to those inflicted on Kell.  Immediately, all three of you sprang to action and prepared him for emergency surgery.  It was long and difficult, but you managed to save him in the end, using all of the parts you had just taken off of Kell.  His entire right arm had to be replaced and a few other parts needed some reworking.  In the end, you were quite satisfied with your work.

When he awoke, Lan insisted on giving him Kell’s gun, and Darby insisted on training him to use it.  Lan said that a sniper was critical to this mission, and Royce would be the perfect replacement as long as Darby trained him well enough.  He proved to be quite an adept learner, and after what seemed like a long period of waiting for him to learn everything he needed to, the four of you set out into the fog once more.  You lost track of Lan, Darby and Royce a very short distance into the fog as a result of a Network outage – hopefully Lan will be able to fix that once your unit has met back up.

You wandered through the smoggy mists for what seemed like ages, becoming increasingly confused and disoriented.  Just when you were about to give up any hope of returning to your unit or finding Victoria, you came across a small, none-too-pretty man staring into the fog.  He introduced himself as Jeremy, sized you up, and said with a lower-class Victorian accent, “’Ey, y’know, it could just be that we could ‘elp each other out, wot.  See, I need someone t’do me a coupl’a small favors… and you, well, you ain’t lookin’ too ‘appy ‘bout bein’ out ‘ere in the fogs.  So, what say y’ – I show you the way on in, and you deliver some letters t’a coupl’a people for me, wot?”

Needless to say, this seemed quite reasonable to you, so you acquiesced.  He informed you that you must find a man named Lord Mark Sweeney and give him one letter; and that you must find someone called Lord George Pratton and give him the other.  You must not break the seal and read them.  Simple enough.  He was true to his word, and you have arrived in Victoria at last, via the sewer systems; now to meet up with the other members of your unit and get to work.

Motivations

1. Find Lan/Bolt, Darby/Bolt and Royce/Bolt and then help them take care of Rebekh/Bolt

2. Find George Pratton and help with the installation of the optics, and help prevent this strange disease you’ve heard about if possible.

3. Deliver Jeremy’s letters.

People You Know

Lan/Bolt – A very competent systems specialist who can do things with the Network you didn’t know existed.  You never really tried to figure out how it worked, though, and are quite content to leave such things to Lan.

Darby/Bolt – You found this man nearly dead in the Wastes and nursed him back to health.  He has never told you how he got there or why, but you feel a sympathy for him as the condition you found him in almost mirrored you own when the Machines found you.

Royce/Bolt – You’re glad he’s doing better, and has been able to take over Kell’s position.  Hopefully he will be worth it, though you have to say, you did one of the best jobs of your life while fixing him up.  You hope he stays with you after this mission, if only so you can be sure that your work won’t go to waste.

Rebekh/Bolt – You haven’t met her, but she’s the first person whose death or incapacitation you would be able to justify, given that she took the lives of more than a hundred of her own Squad!

Body: 3

Mind: 4

Soul: 2

Traits: Destitute, Disguised, Machine, Wired

Properties

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.  You may not use this Property until Lan indicates that the Network has been instantiated in Victoria.

Optic Installation – You have three optics with you, which you may install in anyone George Pratton tells you to.  After a minute of surgery, give each of your chosen recipients one of the envelopes provided.

Tranquilizing Flechette (Body Attack) – Your target is injected with a numbing drug which prevents him/her from initiating challenges or moving faster than a very slow walk for five minutes.  He/she may still defend against challenges, but must go wherever he/she is taken during this time.

Abilities

I Will Not Lose A Patient [one use] (No Challenge) – If you can get to someone who has apparently died soon enough after their death, you can perform surgery for two minutes then expend this Ability to keep them alive, undoing the Effect that killed them.  They return to life with no attribute points of Body, however.

Pathogen Modeling [one use] (No Challenge) – By carefully analyzing a Body Effect that you have discovered using Physical Analysis, you learn how to Inoculate someone against it in the future.

Combat Drugs [body] (No Challenge) – Inject a willing target with drugs that allow him/her to spend up to three Body attribute points below zero for the remainder of the session.  These points must be Recovered as normal, however, and each point below zero that the character is at subtracts one from his/her Body score.

Physical Analysis [mind] (No Challenge) – Determine the target’s Body score, his/her quantity of Body attribute points, and any Body-affecting Effects and Abilities that he/she is currently suffering from.  This requires a brief examination.

Field Medic [mind] (No Challenge) – Lessen a Body Effect or Ability that is affecting the target; two uses of this Ability will remove the effect entirely, and the first will make it very much less noticeable.  Usable on a given target no more than once per session.

Inoculation [mind] (No Challenge) – A willing target is prevented from being affected by a Body Effect that you have learned about through Pathogen Modeling.  This lasts for four sessions, including the current one.  You may use this Ability at most ten times without restocking your medical supplies somehow.

Recovery

Stimulants – Inject yourself with a stimulant to Recover a point of any attribute point.  Five times per session.

