Threshold Victoria: Invasion


Jence/Gear

Extraction Specialist

Background

When you were young, you liked boxes.  You liked putting boxes in other boxes.  You especially liked putting people in boxes.  From this illustrious beginning, you have made a fine career for yourself as an extraction specialist – a Machine who finds ways to process various kinds of beings into power sources.  This comes in handy, since reliable power is in short supply, and “extract cards” (as these power sources are called) produce otherwise-unthinkable quantities of energy.  This is why they are used to fuel the most important and power-intensive devices that the Machines create.

You’ve always done good work, though from time to time a certain amount of controversy arises about the practice of extraction – moral qualms and that sort of thing.  Though the gurgling, grinding, and screaming noises that your devices produce when operating can be most unpleasant, you for one have the strength of will to put such qualms aside for the greater good of the Network.  And so you obeyed without question when you received orders to relocate from the Machine Wastes to a city called “Victoria,” which has defied everything that your expectations and prior experience led you to expect.

Since you got here, you have been somewhat at a loss – though there are other Machines in the city, none of them seemed to know what was going on either, and until about a month ago the Network was down, so you couldn’t receive updated orders.  Fortunately, a group of Machines called Task Force Victoria, led by one Edrick/Ratchet, has begun organizing things, and your new orders – “produce as many extract cards as possible for use by the Machines in Victoria” – seem as though they will probably work well to aid that group in its missions.

So you’ve got to analyze everyone you can in search of potential extractees and make at least one card if possible… though you must be absolutely certain to have the permission of Edrick or Malachite before doing so, since you wouldn’t want to cause a political breach by extracting the wrong person.  You will also assist Task Force Victoria in other ways as you are able.  Finally, you recently received a small shipment of what appears to be explosives, for delivery to a Machine named “Ani.”  Perhaps Edrick has heard of her?

People You Know

Edrick/Ratchet – Supposedly the head of Task Force Victoria.  Quite capable, from what you’ve heard; you’ll gladly do what he says.

Malachite – A very powerful speaker, and apparently a Priest Of The Machine – a rare individual who provides spiritual guidance to those of all Squads.  Since he speaks for the Network, you will heed his judgment as well.

Ani – If you end up using Extraction Benefit Analysis on her, talk to a GM.

*

*

*

Not to be indelicate, but fuck Edrick and Malachite.  You were under orders to produce an extract card, and they dithered and dallied and mumbled about political consequences, and meanwhile the whole damned city is practically on fire with unextracted energy these days.  You’re not going to listen to them any more.  You’re going to go ask for their help in extracting whomever you decide on, and if they won’t give it, you’ll extract the person anyway and give them their damn card to do with as they please.  If they don’t use the thing, they’ll be traitors to the Network for sure.

As far as you’re concerned, they’re no longer your commanding officers.  And you’ve got a job to do.

*

*

*

Since it seems like you’re in Victoria for the long haul, you decided to get a job.  It was tough, with the new Ribbon Program and all; seems like most Victorians aren’t sure where things with the Machines are headed, and don’t want to hire someone who might be forced to leave the city before very long.  Anyway, you finally found work packing boxes for a minor manufacturer; and needless to say, it suits you well.  You could see yourself becoming a citizen of Victoria eventually, since the Network has been pretty quiet (and, honestly, somewhat unpleasant) lately, and besides, you’ve never gotten to extract as much as you wanted to as a Machine.  You figure that if you became Victorian, you could start extracting your fellow-workers when no one else was around, and they probably wouldn’t notice, so long as the boxes still got packed.

Unfortunately, it looks like your previous extraction has garnered lots of attention, and word has it that a Trial will be held.  You’re not ashamed of your work, of course, but you know that these foreigners might not appreciate its many virtues.  You’ll show up for the Trial if the other Machines in the city want you to, since it would be a betrayal of the Network to leave them to suffer for your actions; but if they don’t want to subject themselves to Victorian laws, then you’ll stand alongside them and fight for your right to do what Machines do best.  And if they come after you, well, you can always extract them… though you doubt that a Victorian policeman would make a very good extract card.

Information Concerning Extraction
The process of extraction does not kill its subject.  It is a transformation, a transference of the subject’s essence into another physical medium (the extract card, a device designed to house such occupants).  The card does allow the subject’s energy to be drawn upon at will, to power machinery of any kind; however, it has its beneficial consequences too, since extracted individuals no longer need to eat or drink, or indeed concern themselves with all manner of biological inconveniences.  Furthermore, most find themselves able to access the nearly limitless resources of the Network.  It’s true that most subjects are extracted without their explicit permission, but if the Network (which pervades and governs all things, even here) requires their services, who are they to deny it?  Besides, it’s not as though they’re being killed, or turned into someone else.  Many extract cards even have a certain degree of control over the device that they are incorporated into!

Character Name: Jence/Gear
Traits:
Machine, Wired

Motivations

1.
Clear my name, so that I might settle in Victoria permanently.

2.
Create another extract card.

3.
Serve the Network.
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Properties And Flaws

Property: Endurance (3) - Each level of Endurance allows you to store one more point of Body than your base Body score otherwise would.  You start each session with your endurance fully stocked, and may restore and expend it through the usual means.

Flaw: Obligations - When assigned a job by your superiors, you must strive to accomplish it.

Abilities And Attacks

Ability: Exert [body] (No Challenge) - Instead of expending attribute points to add to your total as a main participant in a non-combat Body challenge, you may activate this Ability to add your base Body.

Ability: Specialized – Extraction Benefit Analysis [mind] (No Challenge) – Determine whether the target has at least one of the following Traits: “Bloody” or “Glamour”.  Only those who have one of these are actually worth the trouble of extracting, since they make the best power sources.

Ability: Harvesting Resources [body] (Body vs. Integrity Challenge) - If successful, you stand a chance of acquiring whatever unique resources a Location may provide (communicate with a GM between sessions to see what turns up).  These will typically take the form of materials such as gems and ores, but anything is possible.  Over time, this will significantly degrade the quality and integrity of a Location.  Roleplaying this effect is a must.  Once per Location per session.

[1/2] One Use: Extraction (Requires Body Combat) - Instead of using a Body Attack, you may activate this Ability to process the target, reducing him/her to a potent source of power that can be used to create a mighty device.

Recoveries

Recovery: Resources Acquired - Whenever you successfully use Harvesting Resources or Extraction, Recover a point of Body.  Once per hour.

