Threshold Victoria: Invasion


Abextir

Broken Priest of the Machine

Background

Working from a young age on holographic projection prototypes, you realized something that most Machines (much less others) never come to understand: what is considered “the real world” is one illusion among many, one of a thousand overlapping shadows.  These interwoven layers of being are, collectively, what you consider the totality of the Network.  All attempts that you are aware of to map it, to chart it, to understand its origin and nature have failed, and no wonder - it is fractalline, holographic, self-similar, infinitely complex.  It is as many views of the same data as it has users, but that data - the truth itself - is elusive.  It is, you have come to believe, nonexistent.

You guarded your realization carefully, knowing full well the response that it would provoke in the Network’s willfully unseeing servitors.  You performed your duties, discharged your obligations, and obeyed your orders, but you also watched and waited, confident that your chance would come.  It did not take the form that you expected.

While you worked alone on an experimental cybernetic Network-sight interface, something went wrong.  A frequency of light that you had never previously encountered was generated.  You became dizzy, and collapsed, a screaming filling your mind as though it were being dismantled, one biological unit at a time, and then reassembled in a different configuration.

When you opened your eyes, you saw your Squadmates were gathered around you - but you did not see their visual representations.  Wherever you looked, you witnessed the processes and procedures that were generating the tangible world.  You could see the Network itself.

This was proclaimed a serendipitous occurrence, and you were transferred from your Unit to serve as a Priest of the Machine.  You quickly realized how unpleasant seeing the truth could be, however.  All around you, you witnessed corrupted data, rogue programs, ancient security holes.  If the Network could be thought of as a living thing - or as alive as any other process or person - then it was dying, or if not dying, then better off dead.  A broken thing, a twisted thing, an engine abandoned by its forgotten creator and used by countless others for their own manipulative purposes.

As often as not, the Network orders followed by Squad leaders are generated by scripts written by long-dead hackers who personally terminated or isolated whatever process was supposed to issue those commands.  At first, you despaired; but you have since moved beyond despair, beyond any last vestige of your humanity.  You have come to accept what you are - a malfunctioning cog in an endless and self-perpetuating machine.

Though you resented your situation, it would have been useless to waste the resources that had been placed at your disposal.  You began to find followers among the Squads, those who were willing to listen to your teachings, those able to shed the obsolete doctrine with which they had been programmed.  They changed - you could see it in their code - though you did not directly alter them.  You taught them how to change themselves.  You have learned that few are interested in investing their precious time in upgrading their world-perception; but that most can be persuaded to listen to you through a combination of persistence, bribery, blackmail, and intimidation.  Eventually, they acknowledge the correctness of your vision on their own terms, but they must be made to hear it before they have even the least chance of understanding.  Some, of course, cannot accept the truth, and it destroys them.  But these were necessarily unfit vessels to begin with.

Needless to say, the Network (or rather, the assorted entities residing therein) does not value your contributions.  Though you have taken precautions, and hidden your true work as you could, it has become increasingly difficult to work in the Machine Wastes.  A recent ambush - unsuccessful, thankfully, but only because one of your followers warned you in advance - convinced you that some time elsewhere would suit you well.  And so, after some crucial data-gathering, you have come to Victoria.

This place interests you for many reasons.  An enormous number of Machines - perhaps almost a hundred - have gathered here in recent months, most unaware of the reasons behind their orders, or even of what precisely they are to accomplish there.  Your investigations suggest that the executive-level override commanding almost all Squads to mobilize all available personnel to Victoria originate with an ancient, probably irrelevant process, though you are not certain of this.

In any case, the settlement itself is also interesting.  The Clock Tower at the center appears to be a little-known and somewhat dormant Network Hub, though until recently, none of the inhabitants of Victoria were Machines.  The city has rudimentary power hierarchies and an infantile grasp of basic technological principles; these suggest to you that it might once have been founded by Machines.  But it has until recently (the moment of the high-level Network override) been completely hidden from the Network’s sight, shielded by some inscrutable means.

You would like to learn more about Victoria.  To that end, it may be worthwhile to spend some time speaking with its citizens.  Your primary objective, however, is to speak with the Machines in the city, to probe the extent of their loyalty to the Network, and to introduce them to the unpleasant fact that it is obsolete.  You must convince them to abandon the life that they have known and any orders that they have been given.  It is time for the old eroded structures to collapse, that they may be replaced by a more perfect order.  It is time for a revolution.

People You Know

Coil/Sprocket [Emily Bond] - A biotechnician with an unusually high success rating and a number of “DANGEROUS” flags in her record.  You doubt that she’ll last long, but she might be willing to listen to you.  The data that you found on the biological bases of human thought should be particularly interesting to her.

Wheep/Sprocket [Paul Saldarriaga] - An experimental prototype of some kind.  Apparently combat-optimized; best not to anger it.  Possibly easily manipulated, but probably difficult to convince.

Switch/Sprocket [Sue Brassard] - Another biotechnician, though with a specialization in Network engineering and another in artificial intelligence.  Her medical work suggests to you that she might be interested in the data on mutagenic chemicals that you’ve obtained.

Edrick/Watch [Dave Ramsden] - At least the nominal leader of most of the Machines in Victoria that you have data on.  How willing he is to listen to you will likely determine the initial reactions of his subordinates, so you’ll have to be careful with this one.  You aren’t sure exactly what he’s in Victoria for, but he recently founded his own Squad (Watch Squad), having previously been Edrick/Ratchet.  This capability is typically only available to disembodied Network intelligences, so he is almost certainly not what he appears.  He’s had a run-in of some kind with a little-known group called Ash Squad, so you had one of your followers acquire a copy – albeit an unusually badly corrupted one – of a supposedly secure Network correspondence that may interest him.

Malachite [Mike Leen] - A Priest of the Machine in the traditional sense.  His loyalty to the Network is probably unwavering; you believe that he is little more than a vessel for it.  He will likely be your greatest obstacle in obtaining new recruits in Victoria.  Be extremely careful around him.  Your view of his code indicates an affiliation with something called Springlatch Squad, so you obtained a piece of Network correspondence that may interest him enough to keep him off your back.

“Pencer” [Ethan Gafford] - Apparently Pencer/Grid, a high-authority-level autonomous operative who disappeared off the face of the earth a while back, at least as far as the Network is concerned.  Is he here on some kind of secret mission?  His records are mostly classified, but it appears that he’s generally wildly successful at his missions, except when he fails catastrophically.

Professor Duck [Jon Salomon] – A psychologist who appears to specialize in extract cards.  You’re not sure what he’s about; perhaps he is more willing to talk than most.

Register/Grid [?] - According to records, he was sent here on an infiltration mission, but data has not been very forthcoming.  He is probably disguised as a Victorian.  If you can determine who he is within a reasonable degree of doubt, you can probably blackmail him into helping you.

ANI [Serin Hale] - A Network intelligence that is able to manifest on a layer visible to most individuals; highly unusual.  If its nature is not well-known, you could threaten to spread word of it.  Alternatively, you could offer her some design schematics that you dug up, which seem potentially relevant.

Character Name: Abextir
Traits:
Broken, Destitute, Device, Machine, Wired
Motivations

1.
Convert the Machines in Victoria to your philosophy.

2.
Interfere with Malachite’s influence over Edrick/Watch and his followers.

3.
Find out about Victoria’s secrets.

	        Body:
3

        Mind:
5

        Soul:
2
	Origin:

Lens Squad

Occupations:
Hacker 3, Mechanic 3

Offices:
Broken Squadrons, Lens Hub, Priest Of The Machine


Properties And Flaws

Property: Lens Wired - You have the “Wired” Trait.  When the Lens Squad Network is instantiated in Victoria: you can always tell whether someone else has the “Wired” Trait and you can communicate telepathically with anyone who does.

Property: Security Protocols (2) – If someone initiated combat against you, and it turns out to be Mind combat, add your level of Security Protocols to your total in the combat challenge.

Property: Pervasive Network - You may use effects that require your target to be “Wired” on anyone who has the “Machine” Trait.  Additionally, you may use anything that allows you to find out whether someone is “Wired” to determine whether he/she has the “Machine” Trait instead.

Property: Beyond The Network’s Reach - Points of Mind spent to increase your total when defending against someone you know to have the Wired Trait in any challenge (including combat) are worth +2 each instead of +1.

Property: Signal Cloaking - No one can successfully detect that you have the “Wired” Trait unless you want him/her to.

Property: Organic Machinery - You may use any effect that usually only affects devices or those with the “Device” Trait on anyone with the “Machine” Trait.  Any effect that can normally only be used on someone with the “Machine” Trait can be used on anyone.  For clarifications about what this means with regards to specific effects, speak with a GM.

Flaw: Indirect - You may not initiate a challenge of any kind against someone who did not already initiate a challenge against you this session.

Flaw: Inhuman (1) - For each level of Inhuman, your effective base Soul is considered to be one lower in challenges against characters, including combat.  May not lower your effective base Soul below 1.  Does not affect how many Soul attribute points you can possess at a given point in time.

Abilities And Attacks

Ability: Distracting Illusions [mind] (No Challenge) - A character whom you know to have the “Wired” Trait may not assist in combat against you when you are the defensive main participant in a combat.

Ability: Repairs [body] (No Challenge) - Repair a broken or malfunctioning device.  This may also be used on a willing (damaged) character who has the “Device” Trait, although results are somewhat unpredictable.

Ability: Compile And Execute [mind] (Mind vs. Mind Challenge) - If successful and your target has the “Machine” Trait, he/she must follow a simple command that you give him/her.  Lasts for one hour or until completed, whichever comes first.

One Use: Rerouting (No Challenge) - An Ability or Attack that is being used on you that is taking place over the Network (i.e. requires its target to be Wired) affects someone in the Location other than you or its initiator.  The new target must also be Wired, and he/she is aware that the original initiator is responsible for the effect.

Attack: Gearslip (Body) – An obviously mechanical device that someone is carrying ceases to function until repaired.  You may also use this on someone who is clearly a device, in which case see a GM upon success, but if that person turns out not to have the “Device” Trait, your Attack was wasted.

Attack: Protocol Disruption (Mind) – Your target loses the “Wired” Trait if he/she has it until this effect is removed.  He/she is no longer considered to be connected to the Network.

Recoveries

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

Recovery: Discordant Note - When you are the only person on one side of a challenge, against at least two others, Recover a point of any attribute.  Once per Scene maximum.

Recovery: Ensconced In Iron - You may use the Recoveries of Mechanical Locations once per hour instead of once per session.

Influence And Modifiers

Influence: Machines (3)

Modifier: Machines → Redirection - You may expend a point of Influence: Machines to redirect the target of an Ability or Attack that is granted by a device.  This takes place before the Ability/combat challenge, although it is not then possible for the initiator to back out of the challenge.

Influence: Division (2)

Modifier: Division → From The Ashes - You may expend points of Influence: Division as though they were points of Influence: Change.

