Threshold Victoria: Invasion


Fyon/Ash

133+ Hacker On The Run

Background

Things were so simple back when you were a Network programmer in Capacitor Squad.  They gave you specifications for various kinds of software – you specialized in artificial intelligences, though you had an unfortunate habit of giving them unnecessary personality quirks – and you implemented them.  It’s probably no surprise that you got bored of this after a while, though; for all that the higher-ups were fond of talking about the “unlimited potential of the Network,” most of what they actually had you doing was frustratingly straightforward.  So you took to hacking in your spare time, exploring the Network’s more distant reaches in search of a challenge.

What you found could certainly be described as a challenge, though she’s one that, in retrospect, you sort of wish you hadn’t stumbled upon.  Her name is Cerra/Ash, and she no longer has a body; she exists purely on the Network as a virtual entity, though you’ve gathered that this was not always the case.  You thought you were talented until you met her, but she was certainly your match (and then some).  You were impressed by her expertise, and she convinced you that life would be far more interesting as a member of Ash Squad, her own personal offshoot of Capacitor.  After some deliberation, you requested a transfer.

You felt extremely strange when the Ash Network protocols were loaded into your Network connection; you became dizzy, then blacked out.  When you awoke, the world seemed different somehow – more washed out, in a way.  Blackened.  Things grated in a way that they hadn’t before.  You could still use the Network – if anything, you had become far more efficient, though your error rates had also increased – but your interface was no longer as clean or simple as it had been.  Cerra told you that this was normal, and that you would adjust; and this proved true.  You barely even remember what it used to be like.

Since you joined her Squad, Cerra has had you working on a project that’s very important to her – a portable virtual laboratory, with a complete suite of intelligence-manipulating tools.  You have found ways to bypass the Network’s security layers, such that your toolkit functions equally well on AIs and Wired Machines.  Not that you would bring most strangers into your laboratory; who knows what havoc they could wreak!  But if they were first subdued, or you wished to demonstrate some measure of trust, then perhaps.

From what you gathered, the ultimate purpose of this laboratory was to allow Cerra to perform a number of desired alterations upon a rival of hers, Edrick/Ratchet.  You’ve never met Edrick, personally, but apparently he and Cerra have had a number of confrontations.  This is why you are hopeful that he will take you under his protection now that you’ve stolen secret documents and fled Ash Squad; by now, Cerra is very likely looking to terminate you.

It started when you discovered the secret blueprints tucked away in a well-secured Ash Squad subnet.  (It’s true that your work with Ash Squad was more engaging than what you were doing with Capacitor, but your curiosity got the better of you nonetheless; and besides, some of your code-cracking skills were atrophying from disuse.)  You took a look at them, but they didn’t seem that spectacular – just the buggy code for some dusty project called “Chronosphere.”  Unfortunately, Cerra seemed to disagree with you as to their importance, because she screamed at you for quite some time when she finally traced your activities.

You aren’t sure what she expected; she’d recruited a hacker, after all.  And you really don’t know why she seemed to care so much about this document.  But the security restrictions that she imposed on you were completely unacceptable.  You could barely enter your own laboratory, much less alter Network processes using your equipment.  Eventually, you decided that you didn’t have to stand for this and caught a train ride away from Ash Squad’s compound, but not before deleting all copies of the blueprints except your own from the Ash subnet.

At this point, you can only imagine that Cerra’s raging and fuming; it won’t be long before she figures out that you’ve gone to Victoria, Edrick/Ratchet’s last known whereabouts.  You have a lot to offer him in exchange for his protection: the blueprints (which you have no use for, personally), your services as a hacker, and use of your laboratory.  While you’re at it, you can have a look around this Victoria place, which you’ve heard is interesting, and meet the members of Edrick’s task force.

You shouldn’t stay there for longer than a day, though, or you know that Cerra will track you down; and you don’t want to think about what she could do to you, particularly if she were to find your laboratory.  So bargain with Edrick for all you’re worth, get any longer-term protection from him and his Task Force that you can manage, and find a way out of the city.  A Network query suggests that a fellow named Peter Knowlington is probably one of your best bets for leaving, if no other means presents itself.  Fortunately, it doesn’t really matter where you go next; the Network is everywhere, after all.

Character Name: Fyon/Ash
Traits:
Broken, Destitute, Machine, Wired

Motivations

1.
Obtain as much aid and protection as possible.

2.
Offload the incriminating blueprints for the best deal you can arrange.

3.
Find a way out of Victoria to some other interesting place.

	        Body:
1

        Mind:
4

        Soul:
3
	Origin:

Capacitor Squad

Occupations:
Hacker 3

Offices:
Ash Squad, Broken Squadrons


Properties And Flaws

Property: Capacitor Wired - When the 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: 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.

Abilities And Attacks

Ability: Maintenance [mind] (No Challenge) - If a device that you own and use on a semi-regular basis has become broken, you may activate this Ability to repair it.

Ability: 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.”  Those who are not “Wired” but are already in the Location may remain there, but may not reenter if they leave.  This lasts until you leave the Location.  You may only be assisted in this challenge by someone who is also activating Network Overlay to do so.

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.

One Use: Download The Protocols (No Challenge) - A willing, “Wired” target permanently gains access to any one Attack, Ability, or One Use that you currently have, at normal CP cost to him/her.

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: 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, and operate on him/her in your laboratory if desired.

Recoveries

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

Recovery: Walking The Wired - You may use the Recoveries of Virtual Locations once per hour instead of once per session.

Influence And Modifiers

Influence: Data (2)

Influence: The Network (3)

