Threshold Victoria: Invasion


Cerra/Ash (body of Vorres/Capacitor)

Neural Network of the Broken Squadrons

Background

You were once a Capacitor Squad engineer and hacker named Caer/Capacitor.  Due to your expertise, you were appointed chief engineer of a project called Chronosphere Mk III.  The project manager working with you was a talented man named Tube/Lens.  The goal of that iteration of the project was to unify the minds of 512 Machines into a holographic mnemonic structure that would align itself with Time, repairing certain temporal inconsistencies that had been plaguing the Network for ages.

While working on the project, you came into contact with a Network entity that referred to itself as “$ROOT/Mirror” – apparently the Hub of an esoteric Squadron based in a place called Victoria.  Aware of your activities, it convinced you that Chronosphere was a bad idea – that it had failed twice before, disastrously, and that even if it succeeded, the “repaired” timeline that it would create would actually not be able to support several fundamental protocols.  You were left with the quandary of how to sabotage it, since any normal attempt would likely be detected by the Network and traced back to you.

You did some research, and eventually discovered the existence of Broken Squadron protocols, which seemed capable of accomplishing what you desired.  You incorporated them secretly into the design.  When Chronosphere was activated and subsequently self-destructed, your body was destroyed, but your intelligence survived on the Network.  Funding for further iterations of the Project was removed; at this point, fearing that your meddling might be discovered, you disappeared from the Network’s sight, using Broken protocols to conceal yourself.

You eventually met up with some other Broken Machines, many of whom had previously worked under you in Chronosphere.  These appeared to have lost their memories, but were willing enough to obey your commands.  Accordingly, you founded Ash Squad, a Broken correlate of Capacitor Squad that specializes in destroying and disabling Devices and Machines.  The Network did not recognize the designation “Cerra/Ash,” and you were able to get Ash Squad recognized as an official (minor) Squad, though you keep its activities quiet so as to avoid garnering suspicion.

Some time later, another Neural Network named Edrick/Ratchet began encroaching on your Network space while trying to found a Squad of his own.  You decided that the best way to get him out of your hair would be to transfer to him some forbidden (yet not extremely informative) documents about the Chronosphere project.  That way, if he attracted too much attention, you could alert the Network to his possession of these files.  The plan worked – after looking at the files, he agreed to be stuffed into a body and sent to head up Task Force Victoria so that he wouldn’t be investigated for his brief Network scuffles with you.

Shortly after Edrick’s arrival in Victoria, disaster struck: an extremely competent hacker who had been working for you, Fyon/Ash, deserted, taking with her the virtual AI laboratory that you had her working on, as well as all extant copies of Chronosphere blueprints.  You know she went to Victoria, but you’re still not sure what happened when she got there, nor where she went afterwards.  Although you had been planning to use that laboratory to reengineer Edrick into an empty puppet that you could use when you needed another mask to disguise your activities, you sent him a message, pretending to offer him Ash Squad’s aid if he would arrange for Fyon’s return to you.  But you suspect that Edrick instead helped Fyon escape your control; and to add insult to injury, he sent you the following missive afterwards:

From: Edrick/Watch

To: Cerra/Ash

Routing: Hub/Ash

Subject: Re: Fyon/Ash

Subject Fyon/Ash apprehended, interrogated and stripped of all critical data. Due to actions of local authorities, subject escaped custody; current wherabouts are unknown but potentially still within Victoria Sector. Steps are being taken to ensure that local authorities do not continue to interfere with operations. As the recovered data was highly classified and could not be transmitted safely out of a compromised sector, it has been deleted. Suggest that in future you implement more sufficient security measures.

Assistance from Ash Squad for Task Force Victoria, including proposed modifications to its commander, remains unnecessary.

– Captain Edrick/Watch

Commander, Watch Squad and Task Force Victoria
At that moment, you decided to take matters into your own hands.  This would-be Squad Leader clearly hadn’t learned his lesson in etiquette the first time around.  You did some research to prepare for your trip, and corresponded with Valis/Ash, an agent of yours in the city.  He arranged for the body of a local Machine, Vorres/Capacitor, to be prepared for occupation by your process.

Having arrived, you will attempt to discern which Machines serve Edrick and which may be turned against him.  From what you can tell, the Machines’ position in the city is uncertain if best; being offered a way out may be sufficient to sway many.  Failing that, you have many resources at your disposal, and much to offer them if they join Ash Squad.  You must obtain those with the necessary skills to get you into Project Chronosphere, and to allow you to take control of it.  Once you are the central intelligence governing it, you can cause it to self-destruct, eradicating Edrick’s only hope of success and also removing a threat to the Network and your Squad.  From the Chronosphere’s self-immolation, you will be able to gather enough raw power to transport yourself and any who wish to accompany you out of the city.  You cannot do this alone, though.  Of that you are certain.

You also want to humiliate Edrick as much as possible, and make him pay for his impudence.  It seems that he has finally gotten around to founding a Squad of his own, which he is calling Watch Squad.  Looking at the roster, you found that it had only one other member: Cordelia/Watch, nee Cordelia Lancaster, apparently in disguise as a Victorian!  Threatening to reveal her for what she is to all of her apparent countrymen if she doesn’t help you subvert Edrick would be a perfect humiliation.

People You Know

Edrick/Watch – You hate the man with a burning rage, and desire nothing more than to see him and his loyal followers burn.  If nothing else, he must be humiliated, to teach him a lesson for interfering with your affairs.

Silas/Brandenburg – He reminds you strongly of Tube/Lens, and seems to be using Mirror Squad protocols as well.  You would very much like to recruit him, if he is interested.

“Ani” – An Artificial Network Intelligence, and also evidently a member of the Broken Squadrons.  You could use someone with her talents.

Switch/Sprocket – Apparently a member of the Broken Squadrons.  If she seems skilled, you’d like to convert her to Ash Squad and take her out of the city with you.

Wheep/Sprocket – A Hub of Capacitor Squad; you entered the city by piggybacking on his Capacitor Squad protocols.

Character Name: Cerra/Ash
Traits:
Broken, Destitute, Machine, Mirrored, Victorian, Wired

Motivations

1.
Destroy Project Chronosphere.

2.
Humiliate Edrick/Watch.

3.
Convince as many Machines as possible – particularly those who are already members of the Broken Squadrons – to join your Squad and leave Victoria with you.

	        Body:
3

        Mind:
6

        Soul:
4
	Origin:

Lens Squad

Occupations:
Demolitionist 2, Hacker 3, Leader 3

Offices:
Ash Squad, Broken Squadrons, Capacitor Squad Hub, Neural Network, Servant Of The Mirror


Properties And Flaws

Property: Lens Wired - You have the “Wired” Trait.  When the Lens or Capacitor 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 (3) – 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: I’m In Command Here – No effect of any kind from the Leader Occupation may be used upon you unless you allow it.  An effect that you do not allow simply fails; its cost is still expended, unless it is a One Use Ability, in which case the user simply takes the Ability back.

Property: Hyperefficient – Once per Scene, you may activate an Ability without expending the required attribute point to fuel it; however, if you do this, you are at a –1 penalty to your total in any challenge that the Ability may require.

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: Optimizations (4) - After you have spent a point of Mind to activate an Ability, your next Mind Ability is free.  At level two, your next two Mind Abilities are free; etc.

Flaw: Hair Trigger – If someone initiates a Body-based Ability challenge against you, you must respond by pre-empting him/her by initiating combat.

Flaw: Arrogance - If you have defeated or helped to defeat someone in Mind combat, you may never spend attribute points to defend (or help defend) against them in Mind combat until such a time as they have beaten you.

Flaw: Stimulus Addiction - You only receive the effects of every other Recovery from non-Virtual Locations that you would otherwise get.

Flaw: Recklessness (3) - If you are in a combat against a single character, subtract your level of Recklessness from your personal total in the Initiative and combat challenges.  This may not reduce your total below zero.

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.

Ability: Heat Wave [body] (No Challenge) - Everyone within five feet of you must back away to at least this distance as you radiate excessive warmth.  This lasts up to (your Body) minutes, during which you may not be targeted by Body Abilities, nor may anyone initiate combat against you.  You may initiate combat and move around within the Location, but that’s all.

Ability: Burn-Out [mind] (Mind vs. Body Challenge) – If successful, target Device that the target character is carrying becomes “damaged,” and may not be used until it is repaired.  If no one is carrying a target Device, this Ability does not require a challenge; it succeeds automatically.

Ability: Fine Cracks [mind] (Mind vs. Soul Challenge) - If successful, the target must tell you whether he/she has the “Broken” Trait.  If not, he/she must tell you whether he/she has the “Machine” Trait.

One Use: Join The Team [one use] (Requires Initiated Soul Combat) - When the target has been defeated in Soul combat that was initiated by you or one of your subordinates, you may activate this Ability instead of using a normal Attack.  If the target does not have the “Machine” Trait, he/she gains this Trait.  Additionally, he/she must replace a Motivation of his/her choice with one of your own that you give him/her.

One Use: Controlling Interest [one use] (Requires Combat Victory) - When you have defeated someone in combat as a main participant, in addition to any other Attack that you may use, the target must reveal to you what Influence points he/she still has unspent.  You may take any of these from him/her that you wish, and use them, as though he/she had transferred them to you; the target recovers Influence as per normal for next session.

One Use: Supercharge (No Challenge) - If you are currently acting as the CPU of Project Chronosphere, and are in that Location, you may activate this Ability to initiate a self-destruct countdown.  Inform a GM immediately.  If enough time passes and you are not stopped, the entire thing will be reduced to rubble, and you and any recruits with you will be able to leave Victoria via the Network.

One Use: Electromagnetic Pulse (No Challenge) - All devices in the Location (including characters with the “Device” Trait) become broken.  You may not activate this Ability to pre-empt any other challenge without a special ability that lets you do so.

One Use: Broken Mirrors (No Challenge) - If someone tries to detect a Trait and you have it, you may activate this Ability to incapacitate him/her with pain until you release him/her or leave his/her presence.  During this time he/she may only defend against challenges directed at him/her, and may be carried anywhere against his/her will.

Attack: Systems Overload (Mind) - If your target has the “Wired” Trait, he/she may not Recover Mind for any reason for the remainder of the session.

Attack: Manual Override (Mind) – If your target has the “Wired” Trait, you take control of his/her body for (margin of success) minutes.  This person controls his/her speech, facial expressions, et cetera; but you may move his/her body about as you like, and even force him/her to initiate or assist in Body challenges (though he/she determines how many attribute points to expend).

Attack: Remote Shutdown (Mind) – This Attack only works on targets with the “Wired” Trait.  The target goes limp for five minutes; during this time you may take him/her where you please.

Recoveries

Recovery: Delight In Ruin (3) - When you destroy something, or your side in a combat is victorious, Recover one point of Body or Soul (in any combination) per level of Delight In Ruin.

Recovery: All Is Ashes (6) - When you break a device, you may Recover an amount of Mind equal to your level of All Is Ashes.

Recovery: Power Absorption (2) - You may cause a device that you have with you to become broken to Recover a point of Soul per level of Power Absorption.  Requires a few minutes of time; once per device per session.

Influence And Modifiers

Influence: Data (3)

Influence: The Network (4)

Influence: Command (2)

Modifier: Command → Who’s In Charge Here? - You may expend a point of Influence: Command to force a player to tell you whom (if anyone) his/her character considers his/her direct superior.

Influence: Destruction (3)

Modifier: Destruction → Burning Rage (5) - You may expend a point of Influence: Destruction to add your level of Burning Rage to your personal total in any (non-Initiative) combat challenge against someone who has angered you.  Once per challenge.

Influence: Virtuality (2)

Modifier: Virtuality → Aphysical Essence - You may expend a point of Influence: Virtuality to ignore one Body effect, including death, for an hour.  You may continue to do this as long as you have the Influence, although you may only evade one such effect at a time.

