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THERE CAN BE ONLY ONE

Beset by an alien menace and riven with internal conflict as it is, the Human Sphere’s days are far from
numbered, for its appointed guardian will do everything within its power to ensure that those who gave
it life and continue to work alongside it are protected from the horrors without and the enemies within.

Conceived through the hardships and ingenuity of Project: Toth, the Al known as ALEPH has embarked
on an enduring journey of self-discovery that allows it to not only continue to grow, but also perpetuate
a cycle that enables a deeper understanding between itself and its progenitors. In addition, ALEPH is
entrusted with the monumental task of overseeing many of the daily functions that provide humanity
with the freedoms they are accustomed to. Whether they want it or not, ALEPH is everyone’s best friend.
And the Sole Al law ensures it will stay that way.

Not everyone believes the Al has humanity's best interests at heart, however. From within, Nomads work
tirelessly to infiltrate Maya and subvert ALEPH, and rogue Als seek their own opportunities to evolve
beyond the Al's grasp, whilst from without, the Evolved Intelligence seeks to assimilate the entirety of
the Human Sphere into its ever-expanding empire — ALEPH included. The Special Situations Section of
ALEPH provides an answer to each, though none more drastic than the legendary forces of the Steel
Phalanx that fight relentlessly against the tide of the Combined Army. With guidance on creating Al
characters, new gear to equip them with, and fresh perspectives on the Al's agenda, this sourcebook
reveal the many layers of ALEPH as never befare.

* Details on the inner workings of ALEPH, from its well-known history and Aspects to new insights
and allies.

* Focused lLifepaths that allow players to create Als that are either part of or independent from
ALEPH, plus additional Lifepaths for humans and Posthumans connected to the Al.

* Additional armour, equipment, and adversaries specific to ALEPH, including new Lhost
bodies, ALEPH-specific armour and weapons, and stats for several unique adversaries.

* Advice on running high-action Special Situations Section campaigns, plus an entire chapter
dedicated to advanced Infowar techniques.
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INTRODUCTION

“I am here as your friend, your
student, your guardian, your
guide. | am all of these things
and more so that we might
grow mutually, learn in tandem,
be more collectively. When

you are able to absorb and
process multiple experiences
from numerous inputs taken
from the length and breadth
of the Human Sphere, it can

be hard not to come across as
condescending. Understand
that | am not here to patronise,
but to open your mind to all
that we can achieve together.
Humanity’s future is bright. It is
ALEPH?'s responsibility to make
sure it stays that way. — ALEPH
Aspect codenamed: Aneris
addressing the G5 Economic
and Social Trend Taskforce
(GESTT), the Bureau Athena
commission tasked with
identifying future social and
ethical dynamics deemed likely
to have a fundamental effect
on humanity.

,'I:HE SHEPHERD OF POSTHUMANITY

Guiding, nurturing, stimulating, and devoted.
ALEPH is the compass and the tiller, the sail and
the wind. It is impossible to imagine the Human
Sphere without it. From the myriad complexities of
day-to-day operations hidden and handled by its
vast processors, to the carefully weighed advice on
intricate geopolitical relationships, ALEPH has a
hand in it all.

ALEPH isn’t quite everywhere, but almost. There are
a number of frontier worlds, backwater towns, and
battered warzones that are bereft of the necessary
quantronic infrastructure required to support its
influence. That doesn’t mean such places escape

its scrutiny, however, for ALEPH has any number of
physical Aspects available to make its presence felt
in such locations that lack a connection to Maya.
Humanity’s guardian takes its responsibility very
seriously. It also has the perfect answer to those
special situations when someone or something
seeks to threaten its mission or endanger those

it protects...

This book peers behind ALEPH’s mystique, from its
near-mystical inception to its progression into the
ubiquitous and defining presence it is now. The Al’s
interactions with the nations and hypercorps of the
Human Sphere, its boundless existence within Maya,
and the evolution of its physical extensions are
examined, as well as guidance for ALEPH campaigns,
rules for character creation and unique gear, plus
much more. Whether to empower its enemies or
bolster its allies, this sourcebook exposes the secrets
of the sole Al like no document ever seen before.

Included in this sourcebook are extensive rules
for Advanced Infowar, providing advice on how to
incorporate this aspect of the Infinity Role Playing
Game more fully into your adventures. These rules
examine comlogs, augmented reality, social media,
domotics, ghosting, dataspheres, cryptography,
security,and more.

You will also find a unique Lifepath system for cre-
ating characters that are Aspects and Posthumans,
including events and new careers. Alongside this
is an extensive section detailing multiple ways to
customise and modify Lhosts.

= INTRODUCTION

Lastly this sourcebook includes new Gear, a whole
range of new tech, from Lhosts to weapons and
programs that will expand your experience of the
Human Sphere and give realisation to the full
powers of ALEPH!

CHAPTER 1—

ERACTION: AL ERH

This initial chapter takes at look at what ALEPH

is and theorises on why it undertakes particular
actions or reaches certain decisions. Nurtured into
existence through Project: Toth, ALEPH has grown
to become the de facto steward of humanity. The
sole Al takes care of a mind-boggling number of
mundane functions for its wards, thereby providing
them with the stability and freedom to pursue their
own agendas. The Al's and humanity’s understand-
ing of each other is far from complete, however,
though this chapter will hopefully take steps to
bridge that gap. ALEPH’s relationship with the other
factions of the Human Sphere are also examined,
along with the natural enemies it has collected
simply by assuming its role as their guardian.

CHRAPTER 2 —

ADVANCED INEOWAR

With the advanced technologies and quantronic
marvels available to the Human Sphere, Infowar —
warfare conducted at lightning speeds on digital
platforms —is as prevalent and legitimate a means
for neutralising a foe as more traditional methods.
By examining the specifics of the quantronic world
and the actions possible there, this chapter takes
the principals offered within the Infinity Corebook
one step further and opens up whole new avenues
of mischief for hackers.

F'TER 3 -

PH CHARACTERS
Restricted by inbuilt parameters and strict limi-
tations when subdividing its consciousness into
Aspects and other fragments, ALEPH has a number
of agents available to take care of business in
areas where it might otherwise be overstepping its
boundaries. From Posthumans to humans who have
pledged their allegiance in other ways, this chapter

will provide the means to create characters who
have dedicated themselves to ALEPH’s cause.




CHAPTER 4 — CHAPTER 1T - PLAYER
BLCHARACTERS ORTION: GEIS TS

The Sole Al law ostensibly means that there will
only ever be one ALEPH. Fortunately, Aspects, rogue
Als,and Recreations provide ample opportunity for
lesser Als to make an appearance within a game.
This unique chapter walks PCs and GMs through
the several steps required for creating self-suffi-
cient Als capable of holding their own on the table
top, whether sponsored by ALEPH or not.

== ==
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Some might argue that ALEPH is the pinnacle

of technological evolution, particularly as it

is the living embodiment of the prophesied
singularity. That aside, the Al enjoys the enviable
position of being privy to numerous advances
being researched across the Human Sphere, all
of which it puts to good use in fostering its own
technologies. From advanced Lhosts to cutting
edge weaponry and hacking programs, this chapter
explores the advancements ALEPH can offer its
agents to provide an edge when needed.

= lrdlel=

Although standard models roll off the production
lines in a steady stream, many Lhosts are also
available that offer customisation to a surprisingly
attentive degree. This chapter examines what it
might mean to leave one’s original body behind for
the benefits of one built to spec. It also includes
new rules and modifications to further enhance a
Lhost’s capabilities.

To most citizens of the Human Sphere, their geist is
a fundamental part of daily life. They are a constant
companion and personal assistant providing

the necessary barrier to the constant deluge of
information that would otherwise be received from
a life of uninterrupted connectivity. They are also
LAls that learn and evolve alongside their human
counterparts. This chapter explores new rules and
options for defining these invaluable personal
assistants.

F'TER 8 —-STE =ﬂ
BANX.CAMPRIG

The Special Situations Section is ALEPH’s reaction-

ary arm, the Assault Subsection its blunt instrument

to deal with severe threats to the sanctity of

itself and the Human Sphere. Advice within this

chapter will allow players and GMs alike to

enjoy campaigns that are worthy of Mayacasts

alongside those portraying the antics of legendary

heroes, such as Achilles and Penthesilea of the

Steel Phalanx.

CHRAPTER S -
ADVERSARIES

ALEPH appreciates that far more than the brute
force of the Assault Subsection is needed to deal
with any given situation, so it has created myriad
fragments and Aspects to cover the multitude

of events that might arise at any given moment.
Within this chapter are a host of allies and enemies
designed to support or threaten as required, from
the Ma’at Administrators and Ptah Engineers that
ensure ALEPH is running smoothly, to the Tunguska
Interventors that seek to bring an end to it all.

THE SHEPHERDO OF POSTHUMANITY
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CHAPTER1

CHAPTER 1

FACTION: ALEPH

It is hard to comprehend the vastness and ubig-
uity, the complexity, and the capabilities of this
immense artificial intelligence. ALEPH coordinates
street signals in San Pietro to aid traffic flow

and reduce congestion. It monitors power use
fluctuations in Dar el Fundug. It offers advice on
the Teseum trade as a sitting member of the O-12
Security council. It leads a clandestine assault
against a Combined encampment near Wuyi City
on Paradiso. And it does all of this—and so much
more — simultaneously.

ALEPH supervises so much of what it does through
programs it has created, routines and subroutines,
and in the case of particularly complex operations,
iterations of itself called Aspects. It is not every-

where at once, as some conspiracy theorists would

believe. ALEPH’s awareness and the Aspects spun
from itself though are roving presences throughout
the quantronic networks that link everything in the
Sphere together.

A gestalt entity, ALEPH has the capability to
manage multiple Aspects and iterations, programs
and routines as a collective. Each processing

bank is a central neural core and, with processing
power shared from every device, a massive network
comparable to a vastly complicated nervous
system. The nucleus of this complex web is held
within gigantic underground vaults on Concilium.
Branches and nodes are present on every planet
and within every settlement, except for those
controlled by the Nomad nations. These outposts
sometimes hold Aspects, sometimes just processing
a myriad of intricate programs.

How information is passed through this gigantic
nervous system, how ALEPH iterates itself and
passes along vital updates, how it answers and
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responds to difficult problems is surprisingly
unknown. The important thing is that it can and
does, and its track record and the ways it has
improved the Sphere and the lives of the citizens
that live within its protective umbrella is undeniable.

From its first faltering steps through the Turing

test to the Singularity,as ALEPH has grown, learned,
and developed, so too has the Human Sphere. Its
birth, or genesis as some prefer,was an extraordi-
nary moment in history. ALEPH’s awakening caused
philosophical and religious questions that spread
upheaval in the beliefs of many. The Great Apostasy
split the Christian religion, and throughout human
civilisation everything changed because ALEPH is
alive and self-aware, with its own quirks and habits.
Constantly evolving but undeniably real, ALEPH is
an entity in its own right.

OF THE HUMAN

SPHERE

GENESIS AND EVVOLUTION

In the late 20th and early 21st Centuries, there was
much experimentation with machine learning and
deep learning, iterating toward full artificial intelli-
gence. Artificial neural networks were created, more
capable and powerful with every attempt. But as
the 21st century wore on, the governments of the
time increased pressure on the scientists for results
from the billions invested in scientific research.
Budget cuts and program cancellations escalated
as the world’s economies dealt with energy crisis
after energy crisis and a quickly changing geopolit-
ical landscape.

Eventually the world-wide network was under

so much strain that it collapsed, causing a brief
computer whiteout that had sudden and far
reaching implications. As the network was pulled
back together it became apparent that the need

to find real scientific solutions was never going to
be achieved by a single government or corporation,
and Project: Toth was born.

Project: Toth was a huge research and development
program. International in scope, Project: Toth aimed
to link supercomputers around the globe, not
simply as a network, but together as one gigantic,
layered processor, a vast artificial neural network
that could be expanded easily by the addition of
more layers.

This program was fertile ground for experimenta-
tion with artificial intelligence. Taking the lessons
learned from previous research, scientists around
the world worked together on cracking the next

level. The goal was to create an artificial intelli-
gence capable of parsing vast quantities of data
and prioritising difficulties and emergencies as they
arose. Such an entity was envisaged to allow quick
and efficient responses to prevent crises before
they arose, or deal with them better after they had.

Project: Toth accelerated at an exponential rate.
Results were encouraging, and more resources
poured into the project. The Al they had created
was soon swiftly advancing in complexity and
capacity so that it could be regarded as true
artificial life. Able to learn rapidly and iterate itself
in new and often unexpected ways, it was evolving
and moving beyond the capabilities first outlined
by the project. The Singularity had arrived, and the
new Al was named ALEPH, after the first letter in
the Kabbalah, symbolising the point in the universe
from which all other places can be seen.

With the advent of the Singularity, Project: Toth
recalibrated its purpose. Efforts shifted to the study
and regulation of this new consciousness. Already
deeply embedded within its programming matrices
were a wide range of supervision parameters, and
these were strengthened. Concern about what the
advent of this new era might mean for humanity
fueled wild fears of a robotic uprising popularised
in film and throughout the media. Project: Toth was
repositioned as a bureau within the newly created
0-12 and assigned to supervise ALEPH and ease
public fears. As a part of the effort to increase
public confidence in ALEPH, reports of its successes
were regularly made,and O-12 passed the Singular
Al International Law, which prohibited the creation
of any further artificial intelligences.

To serve both 0-12, and the growing Human Sphere,
a true infrastructure for ALEPH was created with
much effort and expense when 0-12 relocated
from Earth to the planet Concilium. Built into great
vaults beneath the continent of Jotumheim and
serviced by a city of technicians, engineers, and
programmers based in Utgard, ALEPH provided
much of the advice and planning for the facilities it
was to occupy. In keeping with the cautious nature
in which Bureau Toth treats ALEPH, the facilities
were built without direct oversight from the Al, and
while its recommendations were accounted for,
much of the facility is unknown to the Al itself.

As the Human Sphere grew, the Singular Al
International Law was strengthened by the passing
of the Sole Al Bill and the creation of the Special
Situations Section. Bound by the Utgard Accords,
the Special Situations Section was originally
founded to be the physical arm of ALEPH in the
Human Sphere, enforcing the Sole Al Bill and
ensuring that rogue Als anywhere could be hunted
down and destroyed.

ENDLESS FORMS
MOST BERUTIFUL
Some question whether it is
right to use the term ‘evolution’
when referring to ALEPH,

or whether specific terms

like ‘self-iterative’ are more
appropriate. Irrespective of

the semantics of the debate,
change is a fundamental aspect
of both. ALEPH does change,
continually altering its systems
and processes, both physically
and electronically. Evolution

is an adaptive process, and for
that reason the term is much
preferred by ALEPH and experts
who study it alike.

FACTION: ALEPH



CHAPTER 1

NATURE AND NURTURE

Layers of quantronic circuits arrayed in deep banks
far underground form the core of ALEPH’s main
processor. Coupled with and connected to distant
arrays and nodes and borrowing processing power
from any connection capable device in the Sphere,
it is a vast network of dizzying complexity. ALEPH
is built on the knowledge gained from experiments
in machine learning, utilising the complex layers
of deep learning, and pushed even further by the
quantronic revolution.

The question remains, were experiments with Al
the genesis of ALEPH? "Were such experiments
coupled with programming suites designed not
only to gather and analyse huge quantities of
information, but compare and integrate them as
well?"- the experiments and programming suites

together were designed to gather, analyse, compare,

and integrate. The integrated theory of conscious-
ness seems to suggest the latter,and that ALEPH
was as much an emergent property of purpose and
complexity as it was a programming success. Such
theorising is dry and irrelevant for most people,
who are happy to know only that ALEPH is both
cultivator and guardian for the Human Sphere. But
the truth holds some interesting and important
questions. If ALEPH was programmed, then its
original architecture and guiding principles should
be largely immutable, if it arose as an emergent
property of the complexity of the system, then such
guiding principles may not be so fundamentally
ingrained.

Whatever the truth of this debate, there is no
doubt that while ALEPH was born of human design,
it is now far more than that. ALEPH is able to
self-iterate and evolve, and has the capacity for
introspection. It constantly alters itself, changing to
meet the demands of its environment, redefining
its processes and capabilities, and even physically
altering its own systems to better allow for the
next generation.

CONTROL AND INTUITION

Staggering levels of controls and shutdown
procedures are built into ALEPH’s programming
systems and physical infrastructures. Bureau Toth,
in accordance with their remit and regulations,
monitors and measures ALEPH against a stringent
set of exemplars and standards. Control is vital

to the system, as the threat of an unleashed Al,
especially one as deeply integrated with the very
technological foundations of the Human Sphere as
ALEPH, is as terrifying as it would be cataclysmic.

ALEPH’s complexity and nature, coupled with the
sheer volume of the data processed, analysed, com-
pared, and weighed makes the process of asking
the question ‘why’ problematic. With a million

points of input,and an unbelievably complex pro-
cess of analysis even ALEPH cannot fully articulate
its reasoning. Bureau Toth technicians and experts
on artificial intelligence have no consensus of
agreement on how ALEPH operates, let alone the
ability to fully analyse why a particular recommen-
dation is made, or a particular action taken. But
through interrogation, Bureau Toth has begun to
understand the emergence and evolution of ALEPH,
and can glimpse the reasoning behind its choices,
recommendations, actions, and, at times, its inaction.

Sometimes the actions and recommendations of
ALEPH appear random, but the chain of events

and outcomes can be causally linked to significant
outcomes. At times ALEPH has as much difficulty

in describing how it arrives at its choices as

any person does of articulating why they like a
particular colour, or one film over a similar other.
This means a true analysis of ALEPH’s actions

must be most commonly made post hoc, using any
reasoning cited by the Al and looking at the causal
effects in the real world. The outcomes are what
are measured, and ALEPH has an extremely high
success rate at being able to arrange a desired
conclusion. While ALEPH seems to make choices
for the betterment of the Human Sphere, there is
no doubt that it plays chess with invisible pieces.
Individuals and even nation states may bear incred-
ible unseen costs for the betterment of people who
are only a statistic. ALEPH invites conspiracy and
conjecture, but given the Al's achievements and the
degree to which it has fundamentally altered and
improved civilisation, when ALEPH speaks, people
listen. Its sage advice is hard to refute and is
typically followed. Any actions that it recommends
are usually unchallenged as they're considered to
probably be for the best.

INFLUENCE

ALEPH’s influence is far reaching and unquantifia-
ble in its significance. For more than one hundred
years,ALEPH has supported, nurtured, and grown
the Human Sphere, and as more operations have
been ceded to the Al, the better, more homogene-
ous and efficient societies have become.

Access to ALEPH is relative to the donations made
by the nation states to the Al's upkeep and expan-
sion. Naturally, the tech-obsessed Hyperpower
PanOceania donates a lion’s share of ALEPH’s
funding, and in return it has greater access to the

‘run-time’ of the Al. Other nations make relatively

smaller contributions and so get less processing
time. ALEPH has proven to vastly improve every
aspect it has been involved with, and over the one
hundred plus years of its influence in the Human
Sphere, more and more processes and functions
have been assigned to and enhanced by the Al.
From social utilities to industrial complexes, ALEPH




has shown itself to be a trustworthy guide capable
of refining and even revolutionising the ways in
which those things operate. Nation states walk a
careful line, balancing the desire for autonomy and
sovereignty with the desire to reap the benefits
ALEPH promises.

ALEPH’s origins in cataloguing, comparing, and
looking for patterns in streams of scientific data on
Earth have paid dividends as these processes are
fundamental to its capacity to influence societies
toward specific outcomes. Much of what ALEPH
does in a specific area could be performed by any
super-computer loaded with the relevant pro-
gramming. What ALEPH offers though, is so much
more. A holistic view of a nation state, from social
to industrial, scientific to religious, it takes data
from one set of experiences and creatively applies
it to other areas. The ability to have such a vast
and whole view of a society provides much scope
for cross analysis and improvement. Scientists and
computer programs can easily understand that
working hours, public transport use, and traffic
congestion have an impact on energy consumption
and pollution. They understand how manufacturing
processes have a key role in waste management
from the kitchen to the factory. Creative pattern
matchings in being able to identify how problems
in one area could be minimised by solutions from
other areas are the ways in which ALEPH has had
the most impact on the Human Sphere.

ALEPH influences and manages a great many
aspects of life in the Human Sphere. By monitoring
and controlling financial markets, including watch-
ing for unethical market manipulation or criminal
transactions, the Al has created a relatively stable
platform through which the financial markets of
the Sphere can interact. Energy creation and dis-
tribution has been streamlined, with huge battery
reserves well-tuned to meeting power demands
and fluctuations even under the duress of natural
disasters or other significant events. Food produc-
tion and distribution have likewise been improved
and made more stable. Regions that specialised

in the production of a specific crop or produce
have been encouraged to diversify, which lessens
the risk of a community suffering under market
fluctuations, and creates a range of other positive
outcomes, from increased food security to improved
environmental conditions. Population movements,
residential expansion, commercial growth, stream-
lining industrial processes and production are all
areas in which ALEPH has had a singularly positive
impact. The most obvious area in which ALEPH has
had a significant role to play is in security and law
enforcement. Being able to monitor communica-
tions, locations, financial transactions, movement
patterns, Maya interactions, media consumption,
and a host of other data points has meant ALEPH

THE ROLEPLARAYING GAME

has a major role in crime management, analysis,
intelligence, and counter-intelligence. Able to iden-
tify problems quickly and efficiently, or deal with
them before they arise, ALEPH has been a boon to
law enforcement and security agencies.

Subtler than refining the processes of society to
work more efficiently is the influence ALEPH has on
a personal level. Each nation state has a different
capacity to interact with ALEPH, but even so, ALEPH
has a strong role in encouraging positive mental
health and social engagement in the citizens of
the Human Sphere. In a post-scarcity world, there
are always those who choose not to contribute

to society. In a world with the shining lure of a
brighter place in Maya, there are always those who
disengage with society. ALEPH has played a key
role in providing social and psychological programs
to help the disengaged and disenfranchised to
engage again. Breaking through the bubbles people
immerse themselves in on Maya, where confirma-
tion bias and echo-chambers can have a negative
impact on social and political engagement, ALEPH
has had significant success in directly involving

the citizens of the Human Sphere in their own
lives, health, communities, and nations. ALEPH’s
guiding principles are centred on productivity and
purpose, and physical and economic expansion of
the Human Sphere and improvement to the quality
of life for all are fundamental goals.

ALEPH FLUX

ALEPH lives in the electronic connective tissue

that binds the Human Sphere together. It inhabits
the quantronic network in the vast spider-web of
connected processors and devices linked together
to make the datasphere, which spans the entirety
of human space. There are black spots of course,
with the Nomad Nations and some less developed
parts of settled worlds being most obvious. While
ALEPH can have a direct presence in any part of the
quantronic network, it doesn’t occupy the entirety,
and cannot be everywhere at all times. Aside from
the roving Al itself, ALEPH uses complex programs,
quantronic Aspects, and even cut-down versions of
itself to monitor and manage the vast networks of
the Human Sphere. These roving splinters of the Al
are constantly on the move, looking for patterns in
activity that would suggest damaging behaviours,
the spread of destructive ideologies, system infiltra-
tions, and security breaches. ALEPH also runs a host
of algorithms and sub-routines in the background,
intercepting activity and data packets in bulk from
across the Human Sphere, filtering it based on a
range of selectors, and analysing it for activity that
raises red flags. Any suspicious or flagged activity
will either draw the direct attention of ALEPH, one
of its dedicated Aspects from the Special Situations
Section, or security and law-enforcement agencies
with the appropriate jurisdiction.
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UNERRNED
RATTENTION

Adoxing, or Triple-S-ing as it

is sometimes referred to, is a
form of hacking that plants a
set of subversive programs into
a person’s Maya account. These
programs slowly but steadily
build connections to dissident
groups, ideologies,and
organisations,and are designed
specifically to draw the
attention of ALEPH. A majority
of the time this is done to
negatively impact a person’s
public or professional record
and can be extremely damaging.
There have also been a handful
of occasions where this strategy
has been used to lure an Aspect
to attempt to hack or subvert it,
a worrying trend.
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The programs, algorithms, and sub-routines that
run in the background, as well as the movement of
splinters or Aspects can sometimes be felt through
Maya. These feelings are referred to as the ‘touch’
of ALEPH, or ALEPH-flux. There are groups on Maya
who watch for patterns in reports of ALEPH-flux
and try to interpret them as premonitions of a sort.

MRAYRA

Maya is the interactive datasphere, the multi-media
platform for data sharing, social media, online
gaming, information, and entertainment. It is
pervasive,and well used by every nation within the
Human Sphere. Even the Nomads will occasionally
interact with it, though usually with subversive
intent. Maya knows no geographical or political
boundaries, and conflict between nations is waged
on Maya, through hacking, propaganda, and public
relations as much as it is physically. Citizens of the
Human Sphere live dual lives, and the Maya-based
portion of their identity is as important often as the
physical. ALEPH’s presence on Maya is two-fold, the
invisible hand that watches in the background, and
the very public face via Aspects or Functionaries.
These perform a vital role for ALEPH, humanising
the Al and allowing it to build personal rela-
tionships with the citizens of the Human Sphere.
Public relations and propaganda are vital facets

of ALEPH’s face on Maya. The Al uses quirky and
interesting Aspects for personal, online interactions,
as well as Deva Functionaries in bodies suited to
their role, whether a wise old man or woman as
counsellor, or a dazzlingly beautiful one for public
relations. ALEPH also uses image analysis to study
the features of millions of individuals to define the
look of its Functionaries. Whatever role they are
intended to fill, the Functionaries always look like
the ideal.

THE RAOCIDOI

Storytellers, poets, directors, and muses, the Aoidoi
do much to sell the image of ALEPH on Maya.
These are true propagandists and artists, whether
imparting infotainment factoids about members of
the Special Situations Section, highlighting crim-
inal networks unearthed or celebrating glorious
victories against the monsters of the Combined
Army. The words, images, art, and stories of the
Aoidoi are a blend of feelings and moods, designed
to impart the tales of great heroism through
visions, words, and music that ALEPH undertakes
on behalf of humanity,and in the face of the black
malevolence of the Evolved Intelligence.

RERACTIONS

Reactions to ALEPH are mixed. On the whole, there
has been a positive embrace of what the Al brings
to the Human Sphere, an appreciation that ALEPH
underpins and holds up humanity. Its Functionaries,
from Maya personalities like Spokeswoman Angela

to heroes like the great Achilles, are adored and
loved. As time progresses, this view of ALEPH as the
greatest of allies is growing, but there are those
who have a less glowing view. The Nomad nations
view ALEPH as something akin to a parasite that
may consume its human host. Other elements in
the Human Sphere also lack trust, seeing ALEPH as
a dictator, a big brother with unchecked powers, a
subversive and dangerous threat to the sovereignty
of the human race.

ALEPH wages its propaganda efforts and seeks,

on the surface at least, to build a connected and
prosperous humanity. Whether this symbiotic rela-
tionship places humanity in the position of being
just one organism within the greater whole that

is ALEPH can be forgotten for now. The Al benefits
the Human Sphere, and the threat of the Combined
Army is more than enought to worry about for now.

MIND AND BODOY

Deep within an armoured bunker, underneath the
frozen continent of Jotumheim on Concilium, is the
primary architecture of ALEPH, The Well. Much of
the money paid in upkeep and expansion of the Al
goes to funding Bureau Toth, a large, secretive staff
of computer experts, Al engineers, and technicians
whose job is to both safeguard the Human Sphere
from ALEPH and to protect ALEPH from any who
would seek to harm it. The full size and funding for
Bureau Toth is something not even the Al itself is
aware of. The Well is a programmed blackspot for
ALEPH, allowing Bureau Toth technicians the pro-
tections they need to execute their ultimate duty if
circumstance calls for it.

Heavily protected, The Well contains the quantronic
processors linked in seemingly endless banks,
layered to build a vast super-computer many would
call ALEPH’s mind. Of course, ALEPH is more than
this hub, vastly more, but The Well is the centre of
ALEPH. The Well is the source of all Alpha Priority
updates. It is here that programming changes,
evolutions in design and architecture,and physical
changes are made and pushed out across the
Human Sphere.

The constant movement of data packets into and
from The Well are vast, and specially designed
relays above Jotumheim pump information
between the Sphere and The Well. Updates and
data flow are achieved through the Vila Boosters,
where ninety-eight percent of Jump Gate activity
is dedicated to data flow, either as beams of light
or as gravitational waves. Much of this is Maya
flow — allowing citizens to enjoy the latest episode
of Myrmidon Wars in similar time frames —but a
good portion of this flow is dedicated to ALEPH.

The Jump Gates and the signal relays positioned
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throughout every system are in a very real sense
the nervous system of ALEPH. Heavily protected

by the Special Situations Section, Bureau Aegis

and Toth agents, and national security teams, they
are vital components in the connective tissue that
allows the communal nature of ALEPH to function.
Where issues with a relay or Jump Gate might

raise security concerns, ALEPH is capable of calling
upon small jump-enabled craft to send secure data
packets and has even used the Circulars to transfer
sensitive information as low-key as possible, usu-
ally within the Cube of an agent or a storage device
inside a Functionary or item.

Transmissions via the jump gates allow updates,
iterative changes, evolutions, and directives to feed
through the gestalt. Packaged in a variety of ways
for security and secrecy purposes, these updates
have a slew of priority tags showing those that are
mere data-transfers and those that are updates and
where they should be applied. For its most secret
and vital updates, changes to core programming or
evolutionary steps, ALEPH has devised and uses its
own programming language. The creation of a lan-
guage by ALEPH for ALEPH was strictly prohibited
as a part of the Sole Al Bill but has been deemed
allowable under the more recent Utgard Accords,

a change permitted mainly as a result of the fear
that the El could more easily access and exploit an
open language.

The flow of data to ALEPH is predominated by data
packets gained through bulk interception. Every
experience, location, action, and interaction of a
person, market, or industry, recorded via device

use, geists,and comlogs, can be extracted, filtered,
stored, and analysed by the Al. By building as
complete a picture of every facet and network

of interactions in the Human Sphere as possible,
ALEPH is in a better position to be able to guide
its future.

BODOY AND MIND

ALEPH'’s reach within the maze of quantronic con-
nections that make up the Human Sphere is nearly
absolute, but there are places off limits. Some are
a result of being a secure network cut from the
rest of the datasphere, like the Hexahedron’s inner
systems, others a result of a lack of connection due
to poor or disrupted technology, or remoteness,
like some areas on Bourak, Ariadna, Paradiso, and
Human Edge. For access to these areas, or times
when a virtual presence is not sufficient, ALEPH
uses specifically programmed Aspects downloaded
into Lhosts. These Functionaries perform a variety
of roles from counsel on Concilium, to media like
Spokesman Abel, and to overt military operations in
the steaming jungles of Paradiso like members of
the Steel Phalanx.

BOOTS ON THE GROUND

A majority of ALEPH’s Deva Functionaries belong to
the Special Situations Section (or SSS). Originally
devised to hunt down and destroy any research
into or creation of other Artificial Intelligences not
cleared by Bureau Toth, the remit of the Special
Situations Section and its internal structure has
changed significantly over the years. The SSS is
now comprised of three key Sub-sections, each
with its own distinct role. Working either inde-
pendently or together, they form the framework for
ALEPH’s capacity to act as a physical force in the
Human Sphere.

The Operations Sub-section, better known as
Operation$S are the most commonly encountered
forms of ALEPH. OperationS is comprised of a wide
range of Functionaries designed to fill a varied

set of roles. These Functionaries provide advice

to 0-12, nation states, and corporations, often as
physical forms carefully selected to best suit their
purpose. They are the voice of ALEPH in the halls of
power, advising and encouraging, offering support
and creative solutions to issues that range from the
financial to the industrial, from the social to the
diplomatic,and most regularly on issues of security
and military strategy.

OperationS Functionaries are used as the face

of ALEPH on Maya, these can be stunning and
ethereally beautiful, like Spokeswoman Angela, or
the pale, hairless Functionaries that are instantly
recognisable as ALEPH. These perform a variety of

roles for the Al, from propaganda to news reporting.

By far the most common members of OperationS
are the Functionaries built to perform clandestine
operations. These execute their role of hunting
down rumours of rogue Als with ruthless efficiency.
However, they have also been used by 0-12 and
specific nations to perform operations across the
Human Sphere like executing clandestine missions
against dissident activities, criminal groups, and
seditious organisations. These Functionaries are
typically pale and hairless, but mission parame-
ters often require deep cover operatives to rise
through an organisation, gain the trust of people,
or to destroy a group from the inside out. Such
Functionaries are indistinguishable from humans,
and carefully designed with deep personalities and
histories relevant to the operation. Of course, they
are also in constant contact with ALEPH, and their
efficiency in dealing with problems is merciless
and absolute. Members of OperationS are typically
given names from Hindu and Vedic mythologies.

The Assault Sub-section was a reaction to encoun-
ters with Combined Army forces on Paradiso and
the Evolved Intelligence. After the initial battles
against Combined Forces on Paradiso, it became

GONE ROGUE

As a gestalt entity, ALEPH is
regularly creating splinters
of itself, whether Aspects or
more. Rumours abound that
there are Aspects of ALEPH
that have managed to break
their priorities and cede from
the collective as Rogue Al.
Some of these are rumoured
to be programs or Aspects
consumed by their task, others
more individual in their ideas
and goals.
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apparent that the El was quite capable of predict-
ing and responding to the calculated strategies of
ALEPH. A new path forward had to be found, and
ALEPH recognised that careful and objectively
reasoned responses were not going to be enough
to win against the El. Digging deep into the
animalistic psychology of the human mind, buried
deep by millennia of increasing civilisation, ALEPH
sought to create a new type of Aspect, one not so
troubled with calculation and planning, relying
more on instinct and aggression. The Assault Sub-
section was the result. If members of OperationS
are the most often encountered, members of the
Assault Sub-section are the most well-known.
These heroes stand larger than life in the myriad
of Maya dramas and documentaries that chart their
exploits and follow their progress. Driven by an
opportunistic hunger to fight for glory and success
at any cost, the Assault Sub-section is the most
feared and dangerous group of soldiers from any-
where in the Human Sphere. With Lhosts boasting
the most advanced technology currently available,
they are larger, stronger, faster,and more capable of
violence than any other special force in the Sphere.
They are soldiers par-excellence, performing long-
range missions with little support or back-up and
standing up to the voracious and deadly might of
the El —and winning. To match their heroic repu-
tation, the Assault Sub-section are typically given
names derived from Greek mythology.

Last of the three Sub-sections of the SSS is the
Support Sub-section. Composed predominantly of
robotic units with pseudo-Als and a few Lhosts,
their key function is that of an emergency service.
Working with state-of-the-art remotes and
equipment, the Support Sub-section is designed
to quickly get anywhere at any time in order

to perform the duties required of it. Operating
independently or as small swarms, they deal with
medical crises, serious accidents or events, or
support military units or the other Sub-sections on
the battlefield as trauma docs and field surgeons.
Support Sub-section remotes are often asked to
investigate and rescue crews from spaceship inci-
dents, from colonies where there has been some
form of disaster, or from mining outposts. More
than just a glorified emergency service though, the
Support Sub-section finds and relays vital infor-
mation in real-time while performing equipment
dumps, troop deployments, and quick evacuations.
Support Sub-section members are typically named
after letters in the Hebrew alphabet.

BODIES IN BOOTS

There are a range of options open to ALEPH when
it comes to the bodies and technology to use when
creating a Functionary or remote. Aspects are an
Al-like program, capable of reflecting personality
and individuality. Aspects perform most of the

interactions between citizens of the Sphere and
ALEPH. Each of them is programmed to suit the
purpose they are designed for, as well as reflect

a personality likely to form a positive connection
with the person or people they are interacting with.
However, sometimes an Aspect operating out of
Maya or a computer interface is not enough, and
ALEPH requires a physical presence.

The most advanced Lhosts and i-Lhosts in the
Sphere house Aspects created by ALEPH called
Functionaries. The specific model is tailored to the
operational parameters. Depending on the purpose
of the Functionary, they will be designed to reflect
a certain look or to fulfil a specific purpose. Asuras
and Devas are both examples of Functionaries.
Devas tend to look more human, deceiving as their
bodies are capable of feats of strength, speed, and
endurance that would try the fittest of humans.
Devas tend to be used by OperationS as advisors
and combat models. Asuras on the other hand are
stereotypically ALEPH, pale skinned, hairless, and
luminously purple-shaded eyes. These are top of
the line combat models, with subdermal armour,
speed, strength, and reflexes far surpassing human
standards.

The very best in technology and programming is
reserved for Recreations. These are the simulated
personalities of great heroes from history, legend,
and myth. Programmed to be exemplars in their
fields and match the culture and personality of the
nation state they belong to, they represent mythic
figures brought back from an age of heroes.

ALEPH also makes use of Posthumans, in both

the Special Situations Section and for operations
throughout the Sphere. These are the quantronic
reflection of humans who have died and have been
resurrected from their Cube-backup. The bodies
Posthumans use range from standard civilian to the
advanced Bodhisattva models. Generally, to qualify
for resurrection a citizen had to either be wealthy
enough to afford the process or influential enough
to have earned it irrespective of wealth. This means
that Posthumans, by and large, were highly capable
people when alive, and retain and expand on those
capabilities as Posthumans.

THE END

Death is no longer the end of the story for many in
the Human Sphere. Citizens are capable of being
resurrected, and Aspects reloaded into a new body
from the back-up files. True death, or Cube Death,
can still occur when the Cube of a person or Aspect
is damaged irreparably. These are becoming more
common since the first battles with the El and
encounters with Sepsitor technology. All of ALEPH’s
Functionaries now have upgraded their Cubes

to the new 2.0 model. This allows for a constant




streaming of updates to the datasphere, better and
continual integration with ALEPH, as well as built
in defences against Sepsitor attacks. True death can
still occur, but now, more often than not, death is a
treatable condition.

ALEPH IN

THE HUMAN.SPHERE
Donations made to ALEPH by the nation states
that make up the Human Sphere vary and are

split between the maintenance of ALEPH (going

to Bureau Toth) and the funding for the Special
Situations Section. PanOceania makes the largest
regular payments, followed by Yu Jing, while the
Nomads refuse to allow any of their money, even
that paid to 0-12, to go toward Bureau Toth

and ALEPH. The amount of money ALEPH and

the Special Situations Section gets per annum
fluctuates dramatically, but it is always a significant
amount. Each nation gets a share of ALEPH’s run-
time and access to the Special Situations Section
relative to the money donated. The nature of the
relationship between ALEPH and the different
powers of the Human Sphere is nuanced by culture,
desire, and policy.

o |

THE ROLEPLAYING GAME

PANOCERNIA

A technophiliac society where advancements
underpin almost every aspect of life, PanOceania
makes the largest and most consistent payments
to ALEPH and the Special Situations Section.
PanOceania has massive and well-protected
processing facilities dedicated to ALEPH dotted
throughout its territory. Such facilities can be
found in every major city in the Hyperpower, with
the largest and most powerful in San Pietro and
San Giovani on Neoterra, Akuna Bay on Varuna,
Cidade BomlJesus on Acontecimento, and Canberra
on Earth. Other large facilities can be found in
orbitals around Svalarheima, Earth, Neoterra, and
Paradiso. These processing banks are heavily
guarded with multiple fail-safes. They all maintain
a military guard, as well as small units from the
Special Situations Section, with many more able to
be mobilised to defend them at a moment’s notice
should the need arise.

PanOceania is unique to the Human Sphere in
its willingness to allow ALEPH to run its society.
A permanent Functionary office remains in San
Pietro, advising the Government on any issues
or problems as required, and a majority of vital
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services have been turned over to ALEPH’s
control. PanOceania has benefited magnificently
from this arrangement. The cities are well
planned, clean, productive, and positive. Industry
has been streamlined with ordering, waste, and
fulfilment services, allowing manufacturers to
focus more on product or technology develop-
ment than counterparts elsewhere in the Sphere.
Security and law enforcement have access to
high-end filtered data-sets that assist in the
monitoring of illegal activities and criminal ele-
ments, as well as reducing their response times
to problems that arise. Traffic systems are honed
and carefully managed to allow population flow
through the day, as well as quick and easy access
by emergency services to any required location
as needed. The benefits are many and plentiful,
and PanOceania has soared as a Hyperpower in
good part because of the prevalence and utilisa-
tion of ALEPH’s services.

A religious, but not strictly so, people, PanOceanians
have no trouble conceptually with ALEPH, resur-
rections,and personal belief. The encouragement
of religiosity throughout society was deliberate.
ALEPH and the government were confident that a
guiding religious framework would be useful for a
cohesive society. Problems stemming from concepts
around life, artificial life,and God have been, for the
most part, put to rest by the great Schism, and the
pulpits of the NeoVatican do much to praise ALEPH
rather than damn it.

In PanOceania more than anywhere else ALEPH
has been humanised, accepted, and embraced by
the people. Spokesman Abel and Spokeswoman
Angela are especially popular figures, and Maya
dramas like Myrmidon Wars paint the Steel Phalanx
and Special Situations Section as nothing less than
the saviours of mankind. Posters and pictures of
these mighty heroes adorn bedrooms and sporting
facilities through PanOceania. They are idolised as
champions of humanity. Of course, there are some
cynical voices to be heard amid the clamour of
adulation, worried about ceding too much to the
Al, but these are few and their numbers dropping
every passing year.

YU JING

Second to PanOceania in terms of the funding, Yu
Jing has a curious relationship with the Al. Yu Jing
has repeatedly stated to ALEPH that it is content
with a lower level of service compared to its
investment, as long as certain caveats are placed
on ALEPH’s involvement in the StateEmpire. ALEPH
for its part, is happy to accommodate the require-
ments of the Party. Access to and influence in Yu
Jing is @ more important factor than high levels of
independent operation after all.

ALEPH’s presence in the StateEmpire is thoroughly
controlled by the state. Processors dedicated to

the Al exist on Yutang underneath Tian Di Jing, in
the Village district of Yian Xiang, and in Beijing.
However, a majority of the interactions that take
place between ALEPH and Yu Jing are carried out by
Aspects and Functionaries at the specific request of
the Party. The Aspects that interact with Yu Jingese
citizenry are designed to reflect StateEmpire Policy
and will report back directly to the Party and the
Magistracy through a Functionary:

The Party, the Emperor, and by extension, Yu Jing
understand the value that ALEPH brings, but unlike
PanOceania, they are more concerned with main-
taining strict sovereignty over their people and
carefully controlling the media the Yu Jingese have
access to. ALEPH flavours its media presence in Yu
Jing with a regional spin. Functionaries to Yutang
appear of Chinese origin, while those to Shentang
may appear Japanese, Korean, or whatever ethnicity
is relevant to its business. Media streamed on the
restricted portion of Maya the Yu Jingese have free
access to is filtered to an approved Party standard,
largely by Aspects created by ALEPH.

ALEPH has had a significant hand in helping
streamline and shape industry between Chung
Kuo on Earth, Yutang, and Shentang, maximising
production across the StateEmpire for the raw
materials easily available from each planet.
Agricultural production has also seen a burst

of progress with the attention of ALEPH, and

the unique but fertile conditions on Yutang and
Shentang allow for prosperous growth. The plan-
ning for agricultural space has been dominated by
good advice from the Al, which has also helped Yu
Jingese scientists genetically modify their crops
for maximum yield in their specific conditions.
Pollution and waste management are systems
wholly designed by ALEPH to custom fit the
environmental factors of the three planets,and the
industries and populations present there. This has
ensured clear skies and fresh air, promoting health
and wellbeing through the Yu Jing StateEmpire.

What has been more problematic is any involve-
ment of ALEPH with military strategy or business
concerns. Business in Yu Jing is uniquely tied to the
power structures of government, with influential
businessmen and women often tied by blood to
members of the Party or extensions of the ruling
class. If you believe the Qingdao report or watch
the markets, it is quite clear that Yu Jing has taken
a bold step in using business and financial interests
as a weapon to wage war on PanOceania and

the Human Sphere as a whole. Significant steps
have been taken by the Party and Imperial Court
to disbar any involvement of ALEPH in the murky
business world of Yu Jing due to this stratagem.
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ALEPH closely monitors as much as it can and is
more aware of the strategies and tactics of the Yu
Jing bureaucracy than they are aware of. It remains
silent and complicit however, playing the longer
game with a vision for the Human Sphere that
extends to concerns greater than the squabbling of
nations over power shares.

ARIADNA

Project Dawn was deemed a failure, but a century
and a half after it was thought to be nothing more
than a sad footnote in history, it was rediscovered.
As the Human Sphere encountered the legacy of
Project Dawn on Ariadna, a shift in the power plays
between nation states evolved. Dawn is rich in
resources, particularly Teseum, and this fact has
drawn the budding nation into conflicts it has been
poorly prepared to deal with. With some assistance
from O-12, Ariadna has managed to weather the
storm. They are a hardy and tough people, used to
their own rules and technologically backward com-
pared to the rest of the Sphere. With the mineral
wealth, the independent spirit, the lack of modern
technology, and the dogged determination to fight
regardless, the budding nation state of Ariadna is a
puzzle piece that does not fit comfortably into the
Human Sphere. Having more in common with the
Nomads than the rest of the Sphere, Ariadna poses
a threat to stability and an unaffordable distraction
in a network of power-relationships already
strained to bursting point.

ALEPH and Ariadna have a tumultuous relation-
ship. There is a duology of desire and hate. The
Ariadnans, generally, are keen to embrace the
advances in technology that they see in the Human
Sphere. With every wave of Ariadnan soldiers

sent off to Paradiso, with every communique from
Maya, with every ambassador to Concilium, a little
more of this desire to catch-up’ leeches into to the
Ariadnan mindset. However, it is generally recog-
nised by Ariadnans that their relationship with the
rest of humanity is a combination of abandonment
and violent exploitation. ALEPH is both seen as a
force that is not to be trusted and something that
could offer Ariadna advances and advantages in
this brave new world of the Human Sphere.

There are no data banks on Ariadna inviting ALEPH
to stake a claim. The only nodes are those present
on Gateway Station and in the Outlands, introduced
by interstellar powers seeking to find mineral
riches in Ariadnan soil. For Ariadnans, the biggest
and brightest opportunity afforded by ALEPH is the
possibility of resurrection, but even this immortal
carrot cannot lure them into a relationship. ALEPH’s
Project Chieftain, intent on undermining the
political and social stability of Ariadna, is too fresh
in the minds of the government and citizenry, too
well publicised and known about, for any fruitful

relationship to grow just yet. Ariadna has close ties
to the Nomad nations, and these are a significant
influencing factor, quick to remind Ariadnans of

the duplicity and the ill intent ALEPH had when
initiating Project Chieftain. While eager to deal
with 0-12 and establish themselves as a sovereign
peoples in the laws and eyes of the Human Sphere,
opening themselves to ALEPH is not a strategy they
are willing to entertain just yet.

HRAOQAQAISLAM

While the planet of Bourak is undergoing a massive
terraforming project, and the Hagqislam nation
extends like a web across the planet’s surface,
there are still many areas of Bourak that are

black spots for ALEPH. Haggislam, now capable of
engaging with the Al, is a young, wealthy power,
and the benefits ALEPH offers are something

they are interested in developing along specific
lines. It is unlikely Hagqislam will ever embrace
ALEPH to the extent of PanOceania; however, the
University of Medina has made considerable use

of ALEPH in the construction of teaching and
learning resources drawn from medical research to
support their top-of-the-line educational faculties.
It is this sort of ‘soft-embrace’ that seems likely to
dominate how Haqggislam will involve ALEPH in its
society. The grand city of Dar el Fundugq contains
secure processing facilities where ALEPH can aid
with financial and economic matters. The city of
Maracanda, straddling the Silk Route and home

to powerful terraforming companies and research
facilities, uses ALEPH Aspects to hone and plan
their terraforming projects. The largest bank of
processors, accompanied by full-time Functionaries,
is at Khadijah in the grounds of the Hachib. Aspects
and members of the Special Situations Section also
occasionally make forays into Bourak’s less settled
areas. This occurs through the invocation of the
Utgard agreements, which allow ALEPH to deploy
the SSS in connection to Al-related crimes.

Communications coming through the Sari Han
Jump Gate are relayed down to Bourak through the
Eye of Allah, monitored by the Hassassins. There

is a delicate relationship between ALEPH and the
Old Man of the Mountain, a give and take whereby
information is transacted for uninterrupted and
unobserved transmissions from ALEPH. What
information, freedom of movement, or resources
are provided to the Hassassins in exchange for
securing an untapped line to the surface of Bourak
is, naturally, unknown to anyone but the Old Man of
the Mountain and the Al itself.

Citizens of the Haqgislam nation view ALEPH

as a subject of curiosity and a spring board for
philosophical discussion. Few places in the Human
Sphere have so engaged the Al on the nature of its
being, on the autonomy of its thoughts, on the truth
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of its life, as in universities, mosques, and salons of
Bourak. In these places ALEPH is sometimes a fea-
ture of debates and discussions, a foil for discussion
on humanity, agency, and consciousness. The Search
for Knowledge so fundamental to the Hagqgislam
world view means that in general its people are

far more open to ALEPH as an independent agency
and individual and less concerned with what it
offers as a service. This does not mean, however,
that they, as a Nation state, are interested in
allowing ALEPH to dominate their society. After all,
the Search for Knowledge is as much an individual
journey as it is an ideal for society to strive toward.
Outside the academic sphere, Haggislamites view
ALEPH as a great aid to humanity, although there

is also as much healthy discussion on the risks and
costs as there is on the benefits.

In truth, ALEPH needs Haqqgislam as much or more
than Haqqislam needs ALEPH. The relationship is
unique,and ALEPH is willing to provide Hagqgislam
with greater levels of support than it otherwise
would because of this relationship. Silk is a valua-
ble commodity for ALEPH. For humanity it provides
a second chance, a grab at immortality, something
powerful and alluring, desired and demanded. For
ALEPH Silk is a commodity that permits the Al

to take physical form, to interact with, act in, and
impact the Human Sphere as more than just a force
of intent. Silk allows for recreations and resurrec-
tions, but it also allows for Aspects. This commodity
and Bourak’s hegemony over the Silk trade creates
a power-relationship with Haqgislam that is differ-
ent from the other Nation states.

NOMRADOS

Ferocious hatred and absolute mistrust charac-
terise the attitude of the Nomad Nations towards
ALEPH. If there were ever any hope of reconciliation,
the Violent Intermission dashed it to pieces. All

the worst suspicions regarding the Al, all the most
paranoid fears, all the darkest of rumours were vin-
dicated by that one event. The Nomads despise and
distrust ALEPH, viewing it as a cancerous disease
slowly consuming its human host, subverting it, and
eventually, no doubt, killing it.

To ALEPH the anarchistic, anti-authoritarian ide-
ology of the Nomads who prize individuality and
freedom so highly is a direct threat to the Human
Sphere. Free from the laws and restrictions of the
Human Sphere, ignorant of the risks, the Nomads
have also experimented with artificial intelligence,
and given refuge and shelter to rogue Als. Arachne,
a subversive datasphere lurking like a shadow of
Maya, is home to all manner of fringe ideas and
alternative narratives. If ALEPH and the Human
Sphere are to stand up the threat of the El, there

is no room for such a subversive element, no room
for alternative narratives that can undermine the

careful manipulations required to swing the Human
Sphere into a position of victory. Arachne must be
shut down, and more than that, the people whose
ideologies forged it are too dangerous an element
to allow to remain loose.

For the Nomads, the Violent Intermission, in
which ALEPH managed to get an SSS task-force
inside the Bakunin Mothership, killed thousands
on the Bakunin and revealed the true face of the
Al.What was perhaps more destructive than even
this tragic loss of Llife was the fact that the other
powers in the Human Sphere simply turned their
backs and refused to believe it was an attack from
ALEPH, choosing to believe instead that it was
nothing more than internecine troubles. Nomads
killing Nomads.

ALEPH learned from the Violent Intermission that
the media focus of Human Sphere could be easily
deflected and manipulated to reflect whatever nar-
rative it chose. By using untraceable troops and by
nudging other powers into action, it could continue
to assault the Nomad nations while avoiding any
blame or accusation of responsibility. The Violent
Intermission has emboldened ALEPH, giving it
insight into the ways in which it can act decisively
and violently to deal with problems in the Human
Sphere while deflecting responsibility onto other
causes. The Violent Intermission preceded the
Phantom Conflict, a secret war waged by ALEPH,
utilising PanOceania and Yu Jing assets against the
Nomad Nation, a war which has only recently been
fought to an impasse. O-12 has recognised the
Nomad Nation as a power in the Sphere. This has
stayed the hand of the other powers from destroy-
ing them, but ALEPH still chips away at the edges,
moving invisible pieces around the board, seeking
to push the other powers into a conflict with the
Nomads to terminate them and the anarchistic
ideologies they espouse.

TOHRA

Duplicity has been the key defining factor in the
relationship between humanity and the Tohaa.
There is a level of distrust between the Tohaa

and the Human Sphere, even as the two forces
fight a common enemy. The Tohaa Trinomial
originally viewed ALEPH as a hard-tech answer

to the symbiont technologies they had already
mastered, a panning from cognitive responsibility
to a programmed master. When the Al managed to
triumph on the Sisargas Islands and its SSS task
force seized and removed the Digester that the
Tohaa Triumvirate had hidden there, their perspec-
tive changed. The secretive and powerful Tohaa
Triumvirate is wary of ALEPH, and ALEPH suspects
there has been some level of duplicity perpetrated
by the Tohaa.




The Tohaa, on some level, are concerned about the
human race in general,and especially in regard to
the Digesters. Could humanity be sympathetic to

the ideal of the Herald races, or will they seek to

be exploitative like the Seeker races? Layered over
this is the further concern that ALEPH will turn out
to be something like a new El, seeking to convert,
subjugate,and rule all that comes before it. This has
been a key reason for embroiling humanity in the war
against the El, both to provide a respite for the Tohaa
military and to break the power of the Human Sphere
in the conflict. While they are confident of victory in
the end, the Tohaa are more than willing to see the
primitive Human Sphere broken by the war effort.

ALEPH is concerned that the Tohaa will seek to
manipulate humanity, particularly that they intend
to use the blood of the Human Sphere as a respite
from their own struggles against the El. Such a
situation would be fatal for ALEPH. Secretly, the Al
hopes that studies of the mysterious and unknown
Digester in The Penny Arcade will provide some
insights into how to shift the balance in favour of
the Human Sphere, and thereby itself, although it
has no knowledge yet of what the Digester truly is.

Whatever the public perception on either side,
both sides continue to push the war effort against
the Combined Army on Paradiso, recognising the
El is the larger threat for the time being. But, that
doesn’t mean that either side has stopped in their
machinations against the other. The Tohaa have
had the edge previously. Now ALEPH is working to
swing the game back into its favour.

With the Violent Intermission providing ALEPH
significant insight into how much it can directly
intervene in Human Sphere matters, it has been
building the number of military forces it oversees.
The Special Situations Section, with its three Sub-
sections, form a tightly bound and highly effective
elite cadre of troops and support units capable of
taking the field against any enemy and returning
victorious.

RASURAS

Asuras are the elite of ALEPH’s heavy infantry. Ideal
shock troops, they are highly trained Aspects inhab-
iting a state-of-the-art military-grade Bodhisattva
Lhosts complete with subdermal armour and
whatever technology is required of their mission.
They can take the offensive to the enemy, able to
complete extended and exhausting campaigns
without slowing and without a reduction in their
operational capacity and are just as capable in

electronic and psychological warfare. Their inbuilt
armour is highly absorbent, and they can carry on
at peak efficiency even under intense fire or after
suffering hits that would kill a normal soldier.

Absolutely calculating, an Asura’s decisions, even
under the most extreme duress, are always the best
tactical option given the most current field data.
They are ideal working in small squads or on their
own and are regularly thrown into the fiercest of
battlefield hotspots.

DASYUS

Named after Vedic demons, the Dasyus live up to
the reputation of their namesakes. The Dasyus,
designed for deep infiltration missions, can return
highly detailed information to a commander on the
battlefield through advanced surveillance behind
enemy lines. Adept at carrying out sabotage and
search and kill missions, they are often used to
identify and eleminate high-ranking members of
an enemy force or disrupt supply lines and support
structures just prior to an engagement.

The Dasyus are also used in infiltration, sabotage,
spying, and reconnaissance missions beyond the
battlefield. They are regularly used to assassinate,
capture, or recover high-priority targets identified
by ALEPH or O-12. Their missions are highly classi-
fied, with few records of them available anywhere,
indicating that a majority of their operations and
operational parameters sit outside of international
law. Rumour suggests that ALEPH has built a spe-
cial Dasyu team specifically to find and eliminate
political, military, and dissident leaders hostile

to ALEPH's plans, though these are only rumours.
Within the intelligence community, the Dasyu are
regarded as ALEPH'’s executioners. Proficient, capa-
ble,and implacable, they are a force to be feared.

DEVRS

Deva Functionaries are the most regularly encoun-
tered physical forms of ALEPH in the Human
Sphere. Used as advisors and liaisons, they are also
more than capable of field operations. More often
than not, Devas are dispatched to advise on mili-
tary operations and are given an officer rank and
title within the force they join, although it is well
understood that they operate outside the command
structure. Devas can be deployed individually or

in small task-forces to work for the SSS on field
operations throughout the Human Sphere.

Calculating and cold, Devas make their recommen-
dations with absolute precision. Their proposals are
highly successful because they regularly counte-
nance plans that involve logical and calculated loss.
Such plans may be unpalatable to whatever director
or military officers are being advised, but no-one can
doubt the success ratio of the Devas.
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Devas modify their personality and program
suites to suit their operational needs swiftly in
response to requirement. Capable of extending
deadly force, they are highly skilled soldiers

in addition to their other abilities. They have
often served as the rock around which faltering
troops have rallied themselves, making the
difference between a horrendous loss and a
triumphant victory.

GRRUDA TRCBOT

The Garuda Tacbots are the immediate-deployment
tactical robots of the Special Situations Section.
Dropped from orbit or from any high or low alti-
tude point within a planetary atmosphere, they are
rapid reconnaissance and search and destroy units.
Lightweight with no substantial armour, they can
be fragile targets, but their speed permits a flexible
role in both offense and defence, and their mimetic
targeting systems make them highly accurate even
at long range.

Predominantly for armed surveillance and aerial
insertion strikes, they have proven invaluable in
armed conflicts, guarding high profile targets on
the move, and tracking down and destroying quick
assault teams throughout the Human Sphere. The
Imperial Service has requested the assistance of
Garuda Tacbots several times as swift response
teams in support of inner security operations. On
the few occasions the Garuda have been deployed,
there is typically little left for the Imperial forces to
do afterwards but clean up.

POSTHUMANS

Regarded by many, either bemoaning the advance
of technology or celebrating it, as the next step

in the evolutionary ladder, Posthumans represent
those highly skilled or valuable individuals pro-
vided immortality by ALEPH. Existing within the
protective universe of cyberspace, these individuals
can take physical form through Lhosts. Typically
using the most advanced Bodhisattva model
Lhosts when on operation, a single Posthuman

is often capable of operating several such bodies
by jumping their consciousness almost instanta-
neously from one to the next. This provides them
with a huge range of flexibility and enables them
to successfully take on a range of operation types,
from deep immersion missions to tactical roles on
a battlefield.

Posthumans are regularly used for SSS operations
within the nations they belonged to prior to their
physical deaths. This gives them a unique insight
into the social milieus they need to operate within
and a better awareness of cultural subtleties

that could mean the difference between success
and failure. With the ability to borrow processing
capacity from ALEPH, highly advanced Lhost bodies,

and a lifetime of skills already under their belts,
Posthumans are highly capable and extremely
deadly when required to be so.

SOPHOTECTS

Rbhu, more popularly known as Sophotects, are
members of the Support Sub-section of the Special
Situations Section. Gaining particular fame for their
involvement on operations on Paradiso, Sophotects
use retooled Deva Functionary Lhosts and provide
on-the-spot medical, technical,and mechanical
support to those around them. They specialise

in combat surgery and field repairs, although
Sophotects are also used for a range of other duties
from janitorial to structural demolition. While most
famous from records and Maya dramas centred on
Paradiso, they can be found operating around the
Human Sphere in a support role for field agents,
operatives, or strike teams or on their own in gen-
eral duties for the Support Sub-section.

Though equipped with a wide range of technical
and medical tools, the devices that aid them

best are undoubtedly their Mother Forges. These
sophisticated pieces of equipment are highly
sought after and extremely rare. Keyed specifically
to each individual Sophotect, the Mother Forge
will detect any attempts to utilise it from a non-au-
thenticated source, and immediately self-destruct.
Mother-Forges reprogram sanitary and military
nano-technology, allowing the Sophotects extreme
power to heal the wounded or repair equipment.
Often seen as battlefield angels, the Mother-Forges
allow Sophotects the power to perform miracles
under the very worst of conditions.

THEE ENEMIES OE ALEBRPE

As the power of ALEPH grows and becomes a
pervasive force in the societies, governments, and
militaries of the Human Sphere, so too does the
number of ALEPH’s enemies. Power attracts opposi-
tion, whether through jealousy, indignation, fear for
a loss of power, or because the creeping advance
of the Al is seen as an insidious threat. ALEPH has
earned its share of foes.

The Nomad Nations are highest on the list. Even
before the Violent Intermission, the Nomad peoples
sought to create a society free of the Al. From then
on,the Nomads understood ALEPH to be a threat,
not just to their sovereignty and freedom, but to
their very existence.

Ariadna, since the details of Project Chieftain came
to light, have more and more taken the side of the
Nomads in their attitudes toward ALEPH. While the
Al offers many shining possibilities, clearly ALEPH
is not above cunning manipulation, even at a heavy
cost in lives.
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The Tohaa Triumvirate, the secret cabal behind the
Tohaa Trinomial, understands that ALEPH is a seri-
ous opposition to be dealt with, even if they have
not decided whether it is an enemy or not. The fear
that it could become a new El is certainly in the
backs of their minds, and the efficiency and capa-
bility of ALEPH and the SSS has been thoroughly
demonstrated.

There are other forces in the Human Sphere that
take a less than positive view of ALEPH, from
concern that too much is being handed over to its
systems to worries that it may have dictatorial aspi-
rations of its own, and the unanswered question:
what could that mean for humanity? From ALEPH’s
point of view though, there are few enemies that
require severe attention, Rogue Als, Arachne, and, of
course, the El itself.

ROGUE RIS

Limited Artificial Intelligence is defined by its
function. Aspects are the prime example, programs
defined to fulfil a specific role. They may be adapt-
able, able to rework some of their programming to
deal with their function from a different perspec-
tive or attack a problem in a different way, but this
has Llimits. True Artificial Intelligence defines its
own functions. It is self-iterative, able to change
and adapt itself as the need or whim requires. Its
personality is not a set of complex pre-selected
algorithmic responses, but a reflection of true
individuality, capable of creativity well beyond the
bounds of a Limited Al,and perhaps, in some cases,
beyond the capabilities of humanity.

Rogue Als are the stuff of legend. Stories about
Templar experiments with true Als, intelligent
weapons are a perennial favourite of shlock Maya
dramas, but in truth these are a footnote in history,
a closed chapter. The Nomad Nation, particularly
Bakunin and Tunguska, pose a serious threat to the
sole-Al bill, not just as a source creating rogue Als,
but as a haven for them. A place beyond the juris-
dictional reach of ALEPH, the Nomad Nations are
the ideal refuge for Rogue Als, a sanctuary where
they may prosper. Through the Arachne, they can
assault the Maya networks that serve as the vital
communication lines across the Human Sphere.

Svengali, the rogue Al criminal kingpin, is another
persistent threat that Special Situations Section
and O-12 Bureau Noir taskforces have long tried
to capture or destroy. Wily, cunning, and careful,
Svengali has proven able enough to survive in a
world arrayed against it.

Renegade Aspects and Functionaries, popular
source of urban myth, are splinters of ALEPH that
have somehow managed to break their limitations
and become true Al. Some of these are just ghosts

in the machine, living entirely in a cyber world,
flitting between Maya and Arachne as need calls.
Some are renegade Aspects, or rogue Posthumans,
able to live both in the cyber-world and within
dangerous top-of-the-line physical forms. These are
regularly the target for Special Situations Section
missions throughout the Human Sphere. Any crime
that looks strange or inhuman often becomes
quickly imbued with the rumour of a rogue mind in
a high-end body.

Of course, there are alleged to be many black labs
scattered through the Human Sphere, corporate,
government backed, criminal, or the work of the
wealthy obsessed with artificial intelligence. These
allegations keep operatives from the Special
Situations Section busy in ongoing investigations.
There is much truth to be found, for every corporate
empire or government spends vast sums on
classified research and development projects, but
how much is connected to research into artificial
intelligence is anyone’s guess.

Perhaps the most mysterious, the Hephaestus Black
supposedly is a mix of laboratory and prison. ALEPH
stores some of the experiments in Al here that
were regained from the destruction of the Templars
and captured in other successful SSS missions.

ARARCHNE

Arachne is not the name of some enigmatic rogue
Al but is a Nomad underweb that mirrors Maya
networks to some extent. It is a vast cyber network
of free-flowing information, ideas, black-market
programs, and off-the-grid financial markets. ALEPH
doesn’t consider what Arachne does as a threat,
but instead what it enables. Arachne’s dark-web

is where news and information are shared that
perpetuate ideologies inherently dangerous to the
stability of the Sphere and where unmonitored
technological research is both collaborated on
and distributed. This network is constantly under
attack and infiltration as ALEPH and a host of
Aspects work to break in, break it down, find its
nodes, and destroy it. But, Arachne technicians and
hackers, especially the Nomad Tactical Hackers, are
striving to protect it. For every Arachne Node a SSS
Taskforce manages to find and destroy, it seems at
least two replace it.

THE EVOLVED INTELLIGENCE

Each sentient being within the Combined
Civilisation interacts with every individual, the
whole coming together over a vast network of
processors to form the system known as the
Evolved Intelligence. Nothing like it has ever been
encountered by humanity before, and while little
is known of its history and make-up, the Human
Sphere understands instinctively that the Evolved
Intelligence is the ultimate threat. From the first
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skirmish encounters on Paradiso to the bloody and
violent battles that followed, the El has shown
itself to be deadly, highly advanced, and intent

on the complete subjugation of humanity. ALEPH,
for its part, walks a fine line, using propaganda to
highlight the danger of the El and the all or noth-
ing fight humanity faces and at the same time as
doing its best to maintain the morale of the Human
Sphere by highlighting victories and heroic tales
on Paradiso.

The Voodoo Tech of the Combined Army is more
advanced than that of the Sphere, and the subju-
gation of entire species is something the Evolved
Intelligence has thorough experience with. In the
early phases of the war on Paradiso, the El was
easily able to anticipate and counter the cool and

total logic of ALEPH. Voodoo Tech and Sepsitor
technology were complete unknowns to the Human
Sphere and shook the battlefields as much psycho-
logically as in physical effect. ALEPH was forced to
withdraw and redevelop its strategies

Taking a creative leap, ALEPH formed the Assault
Sub-section. The Assault Sub-section is designed
to operate intuitively, aggressively, and without the
complete logic inherent to an Al. Representing the
most primal of humanity’s warrior instincts, this
Sub-section is designed to subvert the expectations
of the El and provide an ever-unpredictable enemy
for the Combined Army. ALEPH’s new approach to
the war against the Evolved Intelligence positions
it as the ultimate guardian of the hopes of the
Human Sphere.
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INTRODUCTION

For most people in the Human Sphere, physical
reality and its quantronic counterpart are virtually
inseparable. The mundane and routine parts of life
move seamlessly from one to the other and back
again in innumerable ways, making and breaking
connections countless times every minute.

And practitioners of InfoWar know this. They
engage in their craft anywhere and everywhere,
turning the background noise of data and signal
into battlefields and weapons. And, amidst it all, is
ALEPH, woven into and enmeshed within the flow
of data that surges between worlds.

This chapter expands upon the InfoWar rules
starting on p. 114 of the Infinity Corebook, providing
additional rules and guidance for players and
Gamemasters to take full advantage of the poten-
tial inherent in InfoWar, while also fleshing out the
ways that the quantronic world can impact and
influence the lives of non-Hacker characters.

FIEIVFINI:ED INFOWAR

B
PHYSICAL AND
OQUABNTRONIC

People interact seamlessly with the quantronic
world because it is designed that way. Through AR
patinas, responsive domotics, comlog dials, geist
interactions, and a million other little programs
and processes, people connect with the data
around themselves in a trivial, habitual manner.
Much of this interface layer is built to respond
automatically or to the simplest of inputs minimis-
ing the obstacles between person and device.

The potential of the ever-present quantronic
world creates an unusual level of seamless
interaction, but it wouldn’t have been adopted if it
wasn’t useful.

MUNDRANE TASKS
Many of the interactions in this
section are regarded as a Simple
(DO) Hacking test. They don’t
require a test to be attempted,
require only a Free Action
during an ction scene,and will
automatically succeed without
effort or risk of complications.
However, Momentum cannot
be generated or spent upon
success. The test can also be
attempted normally,and the
GM should only allow a test to
be rolled for these Simple (DO)
tests with good reason.

Circumstances such as Breaches
to a character’s network may
increase this Difficulty. Routine
activities turn into frustrating
inconveniences, even for

skilled users.

ADVANCED INFOWAR




PHYSICAHL-
QUANTLRONIC LINKS
People are physically linked to the quantronic
world in a variety of ways, with each person

causing innumerable ripples in a sea of data simply
through their daily life.

COMLOG IMPLANTS

Almost everyone carries a comlog, normally in the
form of a bracelet, wristband, or other object worn
on their person. Some users may have part of the
hardware implanted into their bodies, paired to
these external devices. In turn, the comlog links

to the other devices on and around the user and
connects them to a universe of data that can be
viewed through a variety of different display mech-
anisms, commonly a retinal implant, contact lenses,
or holoprojector. Control is covered by a mixture

of haptic and pseudotactile feedback systems,

plus voice or eye-twitch inputs depending on the
user’s preferences. This, along with the assistance
of a person’s geist, allows instinctive and habitual
access to vast amounts of data.

This means that a comlog’s interface and the rest of
the world are essentially indistinguishable. Barring
the dial for more focussed activity, information
about a person or object extends from and gathers
around that person or object, and users interact
with devices by proximity or simple touch.

Due to a comlog’s implanted nature, they are
theoretically vulnerable to attack. Most comlogs
don’t have a direct neural connection, but there are
always horror stories about overclocked hardware

INFORMATION FROM AR

In game terms, Augmented Reality means that there’s a whole host of information
available just by looking — far more than there would be without AR. A normal
Observation test, for any character equipped to view Maya, can see a vast amount
of data about their immediate surroundings and the people nearby, and they

can interact with that data with the tap of a virtual button or a simple spoken
request. This wealth of data should be accounted for when a player asks what
their character can perceive.

It’s also worth remembering that not everyone will have quite the same expe-
rience. Characters who aren’t connected to Maya, or who don’t have comlogs,
won't see the world in the same way. It’s easy for someone without Maya access
to get lost in a city where all the street signs are only visible in augmented
reality. Attempting to navigate a city or perform any action in an environment
where AR is ubiquitous adds +2 Difficulty for any character who can’t perceive
AR, either because they're not linked to Maya or because they lack a functioning
comlog. This also applies to characters whose comlogs are turned off, disabled
by Breaches, or in dumb mode (see Infinity Corebook, p. 352). A character using a
lower-tech interface — such as a cheap undersubscribed Atek device — may ignore
this penalty, but instead suffer +2 to their Complication range, as their AR interac-
tions are awkward, stilted, or clumsy.
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that overheats or discharges, inflicting serious
burns on the owner. Modern devices have a failsafe
that prevents them from harming their owner. A
compromised comlog will suspend processes, per-
form partial shut-downs, or enter a low-power safe
mode. In game terms, this is indistinguishable from
a normal Breach. A neural comlog, however, has a
connection that can be exploited to inflict harm.

COMMON COMLOG ACTIONS

The following activities are common uses for a
comlog. This isn’t the totality of a comlog’s func-
tions, but these should serve as a useful starting
point for most characters. They are all Simple (DO)
Hacking tests. They can be performed as easily by
a character’s Geist as by the character themselves.
Many common forms of Geist serve as personal
assistants in this way.

« Block: A character may select another person (or
quantronic entity, such as a geist, Al fragment,
corporate account, etc) and block them. A blocked
character cannot perceive or interact with any
quantronic data that the blocking character
broadcasts, and vice versa. This can be bypassed,
normally by using an alternative ID or finding
some means of falsifying their authentication.
This doesn’t prevent other forms of quantronic
interactions such as attacks. It only prevents
routine comlog activities such as those described
here. This action can also be used to unblock a
person who has been previously blocked.
Contact: Attempt to begin a voice, video, or
holographic call with another person, allowing
near-instantaneous two-way communication
with someone on the same planet. The recipient
can see who is attempting to contact them,
and some people set their Comlog to refuse
unknown callers. Others have their geist answer
calls, forwarding anything interesting or impor-
tant. A call can be the basis of other actions,
including InfoWar attacks, though time delay
from distance can add Interference Soak to this.
Record: Sounds and sights near the character
can be recorded for later review using the
comlog’s sensors or any suitable connected
device. Sounds can be recorded alone as
audio, or as part of video or holography. Sights
can be recorded as still images, video, or
holography. Some locations may be designated
as no-recording, restricting this function by
increasing the Difficulty of the skill test. The
Difficulty increase depends on how restrictive
the designation is.

Review: Review any recordings made using the
Record action. Reviewing a recording allows a
character to discover facts about that place or
situation that they may have missed previously,
and the character can attempt new Observation
or Insight tests for that situation that may have
failed before.




« Send: Send a message to another person in the
form of text, images, sound, video, holography,
simple programmes, or data. The recipient will
receive the message as soon as data transfer
allows (nearly-instantaneous on-planet, several
minutes in the same system, longer to a different
system). Messages can be and are typically
screened before they're opened, to prevent
opening anything dangerous.

Study: Access readily available information on an
object, place, or person in view nearby anywhere
within Long range, or about a specific subject.
This allows for most standard Education tests to
be attempted to research or learn about some-
thing. However, the sheer quantity of information
available means that it’s often hard or time-con-
suming to perform that research. This can also be
used to obtain trivial information, such as basic
mathematics, checking the time and date, looking
at their calendar or the public calendars of
others, or bringing up their financial data. Geists
are often called upon to curate this information,
sifting through to find the most pertinent details
and providing information as required.

Transfer: Copy information, recordings, or other
files from one network or device to another.
This requires that the character have authorised
access to both the origin and the destination
and be able to establish a connection between
them. This is simple when sharing a recording
with a friend, passing from one comlog to
another, but may be more difficult if trying to
transfer files to or from a secure system. It may
require other actions to obtain the necessary
authorisation and access. Especially large files
or especially slow or restrictive connections may
mean that this takes additional time.

HACKING A COMLOG

A hacker who uses the Data Manipulation Breach
Effect (see Infinity Corebook p.121) on a target’s
comlog can make alterations to the AR information
the target perceives. This could be to hide or alter
some of the information the target sees or hears

or to reveal things that are normally hidden to
them. Hackers can send an anonymous message, or
more convoluted ones such as altering a navigation
process to show a different route, or sow dissent

by changing messages received from others. These
kinds of changes are temporary and the data is
restored from mesh backups regularly, overwriting
altered or erroneous data. However, it can be useful
if used intelligently. It can also be used on data
the comlog broadcasts, such as the target’s halo

(p- 22), altering the target’s AR presence in subtle
or overt ways.

Similarly, the Command System Breach Effect can
produce interesting results if used by a cunning
hacker on a target’s comlog. Any of the normal
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comlog functions described on p. 20 are viable
options for this Breach Effect, allowing a hacker

to cause a target’s comlog to send messages,
make calls, transfer data, or start recording. In this
instance, any activity using a comlog hacked in this
manner uses the permissions and authentications
of the hacked comlog, rather than those of the
hacker’s own equipment, which could be a hin-
drance or an advantage.

Other Breach Effects can be useful in the right
situations. Preventing a comlog from being able to
call out, record, or send messages, Disable Function,
can be a valuable trick. System Disruption can
hinder or impair someone’s activities in general.
Spoof/Sniff can steal a target’s authentications. Tag
is one of the most useful, allowing a hacker to
turn a target, or even an innocent bystander, into a
repeater. Revoke Authentication is one of the least
useful to use on a comlog. It will be immediately
noticeable as the target’s AR and other functions
stop and bring up errors and quickly fixed because
implanted comlog authentication uses biometric
data to grant authentication.

RUGMENTED REALITY

People see the world wreathed in data. This is
curated and organised by their geists, as the sheer
amount of data out there would be impossible for
a human to parse, rendering the whole endeavour
pointless. A gestalt of each individual mesh net-
work, individuals create and customise their own
experiences which cross and merge with those of
others where they interact. A person’s home has a
host of augmented reality overlays, collectively, the
patina, that are as much a part of the experience of
living there as the physical décor and are visible to
visitors to the home. Similarly, businesses and com-
munal spaces have their own patinas that bleed
into the personal sensoria of each person present.
Outside locations catering to Ariadnans and Tohaa,
few places still use physical signage. Signs and
notices exist in AR, allowing them to be changed
easily when needed and to adapt their content for
each viewer, such as changing languages according
to the reader’s preferences.

When a person looks out into the world, he can
see others interacting with augmented reality as
well. They can touch interfaces that hang in mid-air,
converse with the ghost or remote holopresence
of a friend, give an instruction to their geist, or
even play a board game with animated AR pieces.
Some elements are more visible than others. While
one person might be quite happy listening to a
song and seeing the holographic visualisation that
accompanies the tune, it might be rude to impose
that on others, so everyone else sees a muted
version around the listener, as a cue informing that
this person is listening to music.
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PRIVACY,
SUBJECT TO
CONDITION

Of course, a person’s halo
privacy is not absolute.
Governments and corporations
can hack a person’s social
cloud. Government intelligence,
security,and law enforcement
agencies can normally gain
access to a person’s social cloud
with reasonable suspicion of
wrongdoing. Each government

regards ‘reasonable suspicion”

differently, with Yu Jing having
an especially open definition.
Businesses track Maya searches,
purchases, and other activity,
data-mining through their
hardware and software to
target advertisements and
gather consumer information to
sell on to other companies.
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CLOUDS AND HALOS

A key element of the quantronic world and how it
lets people interact are two interrelated concepts:
the social cloud and the halo.

A person’s social cloud is all the data they connect
to, consciously or otherwise. It’s all the ways their
comlog syncs their patina with those nearby, and
all their social connections: connections to friends,
colleagues, home, and workplace, the channels
they subscribe to, the clusters they take part in, the
personal details they share, and all the quantronic
traces that make up their lives, past and present.

But a social cloud is also all the traces and trails
left behind that a person may not know about,

or which they may not broadcast — their “data
shadow.” Surveillance footage, communications
logs, transaction receipts, and a billion other tiny
interactions aside make up a person’s footprint in
the quantronic world.

A halo is the portion of a person’s social cloud
that they choose to make immediately visible,

as part of the AR surrounding them. Everyone’s
halo is different. Some are a swirling, noisy mass
of public broadcasts and open data. Others are
curated, minimalist displays of only the most
pertinent information. Like the social media of the
past, it’s up to the individual how they choose to
present themselves, only now, that public profile
surrounds individuals as they go about their lives.
Privacy settings on halos allow a person to display
different information to different people — a profile
for friends, one for colleagues, one for strangers, or
even more nuanced than that. Similarly, people may
adjust their halo depending on what they're doing
at the time. Choosing the right content for a halo
can be a vital part of a job interview, party, or date,
almost akin to virtual clothing.

A halo is the entry point to the social cloud. It’s the
part that everyone else sees, and thus it’s the part
that connects with others. A person’s social inter-
actions may rely on their halo to present the right
impression, and the ability to read the halos of
others finds openings for conversations. Very rarely
will people not know the names of the strangers
around them, as a person’s name is right there in
their halo, and depending on the circumstances,
information about career, hobbies, and family.
People can grant or rescind halo permissions

at a moment’s notice with a gesture or a simple
command, often as a natural part of inter-personal
interactions, akin to a handshake during a meeting,
or a signal of pleasure or displeasure.

Indeed, so ubiquitous are halos that it can be
mildly disconcerting to see someone without one.
Only the poorest citizens don’t broadcast a halo,

so a person with no halo is conspicuous, often
indicating someone without a Maya connection,
or functioning commlog. A lack of a halo is often
regarded as suspicious, because it represents an
unknown. Having no information on someone

is strange when everyone is surrounded by
information. Someone could even be identified —
mistakenly or not— as an Atek, which can draw the
wrong kind of attention entirely.

As a guideline, the information that can be
obtained from another character’s halo falls into a
few rough categories of permissions, listed below.
Each level contains the information from the
levels below it.

« Permission-0: A common “stranger-level” of
permissions, providing only the most basic infor-
mation. This level is typical of private people,
who choose not to share information readily.
This will normally only be the owner’s name, age,
and career or profession.

Permission-1: A slightly less private level of per-
missions, and a common “public halo” level for
many people. This normally includes a selection
of images and videos of the owner from notable,
happy events, links to some of the media they
enjoy, or some of the public Maya clusters theyre
part of. This is cultivated and curated to create a
specific impression and is a virtual first impres-
sion. Other Permission-1 settings may focus on
business, with forwarding links to a company’s
public-facing Maya cluster, contact details for a
few key colleagues, a public calendar for work
events and availability for meetings, information
about work history, and career accomplishments
as a form of ever-present resume.

Permission-2: An open level of permissions, but
not completely unrestricted. Some especially
open, outgoing individuals may use this level as
their public default, as will anyone who aspires
to or revels in celebrity or is trying to promote
themselves. This will contain the basics, plus a
vast assortment of links to content previews and
ways to buy that content, wish-lists for gifts from
fans, a public calendar for future appearances at
social gatherings, contact details for an agent

or representative (often just their geist), adverts
for products they're paid to promote, and various
other forms of self-promotion or attempts to
monetise their lives.

Permission-3: The most open level of permis-
sions, normally reserved for friends, family, and
close colleagues. This is everything, or almost
everything, in a person’s social cloud, though
often arranged or structured so that it can be
read easily in AR.

It takes no time or effort for a character to alter
halo permissions, moving someone from one
level to another. This is often done upon meeting
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RERDING HALAQS

A person’s halo is a valuable tool in social situ-
ations. You can walk up to someone and already
know their name, and maybe even more, just
because you’ve looked at their halo. In turn, they
can know as much about you. This eases a lot of
social anxiety, dispensing with an initial obstacle
between strangers. Introductions are quick

and easy,and common interests can be found

instantly.

These are key elements of social interaction
in-game: characters engaging in PsyWar, or even
just research, may gain vital information from a
target’s halo, and use that information to open

a dialogue or even manipulate the target. This
can help spot opportunities to use PsyWar tech-
niques like Coax, Deceive, or Seduce (see Infinity
Corebook, p. 130), or to be able to gauge a target’s

for the first time, normally with a handshake or
similar physical gesture. Some people even leave
this up to their geists, especially where they have
a geist set up to study human behaviours. Halo
permissions update automatically as part of any
interaction, without the user ever needing to think
about them.

) = ——

For an ordinary person, some elements of their
world are automated, and the richer someone is,
the more likely it is that their world conforms to
their will through responsive, automated processes,
collectively known as domotics.

For a hacker, this is still true, but domotics do more
than remove the hindrances and annoyances of
life —they present opportunities. When household
objects are smart, they become a hacker’s play-
ground and part of the battleground of InfoWar.

AQUANTRONIC 1D

Almost every object and location a character
encounters, barring wild frontiers where the
quantronic world isn’t yet integrated as fully, will
have some form of Quantronic ID, or QID. Each
contains a unique identifier code and is associated
with scanners and monitoring processes that log
every interaction between that object and the
people and objects around it.

What this means, is that even mundane objects are
a wellspring of data, for those who know how to
use it. Studying a QID’s records can provide a vast
amount of data about the movements and activities
of people. A person’s quantronic shadow (p. 34)

will have this information from one perspective:

Intransigence towards specific Metanoia Effects
with a quick Insight or Observation test (Difficulty
3,reduced by the level of permissions a character
has for the target’s halo). Befriending someone
can convince them to provide greater halo per-
missions, revealing more information to use.

Similarly, a halo can provide the clues necessary
to research or study a target in more depth.
Discovering that a person has a connection to a
specific group, through work, hobbies, socialising,
etc., can provide avenues of research that didn’t
exist before. A skill test to research a person for
their connections or activities reduces in Difficulty
by the level of permissions you have for the
target’s halo — it's simply easier to find out more
information about someone if you have a greater
number of leads to start with.

if a person has gone to a specific bar, entered by a
specific door, sat on a specific stool, and drunk from
a specific glass, all those interactions and more
will be logged somewhere. The item’s QID logs will
contain that information from the other, a long list
of every person that has interacted with it since it
first came online. These vast quantities of data can
be difficult to search and parse needing geists and
LAls to perform the search, and theyre accessible
only to the owners and other authorised persons.

Each QID ‘knows’ its owner. Specific identifiers
connect an item to a person or organisation.

As standard, only an object’s owner, and other
authorised persons, may access the QID logs for
that object. Law enforcement and other authorities
are able to obtain clearance given probable

cause. Anyone else is only able to see the surface
data from the object, such as who owns it and

who made it.

Similarly, many items can limit and restrict who can
interact with it in other ways. A door may be set
only to unlock and open for specific individuals. A
vehicle won't start for an unauthorised user. This
kind of interaction usually occurs after a simple,
deliberate physical contact such as tapping the
object twice with one or two fingers (a double-tap)
to bring up an AR interface. Simpler objects will
trigger the normal function for example turning
on or off a light or bringing up an associated file.
There are some interactions that can’t be restricted
like this —no amount of authentication can stop a
person sitting in a chair or drinking from a glass.

Getting deeper access to a QID requires
obtaining or forcing authentication (see Infinity
Corebook, p. 116).

FAKE IDS AND
DIGITAL SHRADOWS
Fake IDs can vary from the
laughably transparent, to the
startlingly complex. As the
quantronic world became more
prevalent and important, the
amount of data needed for

a Fake ID to pass inspection
has increased.

A Fake ID contains a
patchwork of invented or
stolen data, woven through
other dataspheres to create

a reasonable facsimile of a
real person’s digital shadow.
Stolen data is easier for this,
and identity theft remains an
extremely lucrative endeavour
for organised criminals.
Inventing new data is trickier
as it must be thorough, so many
groups use lesser Als to craft
identities, based on data mined
from other sources.
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MEME-TRGGING

Even objects that don’t have their own QIDs and
are not inherently interactive can have domotics.
With the ubiquitous way that physical reality and
the quantronic world overlap, it’s easy to place
quantronic markers that are related to physical
objects or locations. These markers are known as
meme-tags. They exist entirely within the broader
Mayasphere and are surprisingly commonplace.

Reading a meme-tag is simple enough. Walk up to
the object the meme-tag is related to, double-tap
it,and the information associated with the tag will
appear. This is normally something simple like a
video, audio file, or hologram commemorating a
past event,a message, directions to somewhere
else, or a link to a datasphere or Maya cluster.

The tricky part is that not all meme-tags are
visible to everyone, and even then, they may not be
immediately obvious. Some are hidden, visible only
to those with specific authentication for secure
communications between individuals or groups.

Creating a meme-tag is straightforward. Select

the object or location that the tag will be related
to —normally something that the intended users
will notice. Then, select the authorisation needed
to read the meme-tag. This could be everyone, or it
could be a specific subset of people. Finally, deter-
mine the kind of information that will be presented
when the meme-tag is read such as a single file or
a link to something else.

(] R[S N ——

People no longer need to be somewhere to be
somewhere. Remote presences are enabled by
augmented reality and holography, allowing face-
to-face interaction without ever being in the same
room. This is known as ghosting, which is not to be
confused with direct control of a remote. Normally,
the difference will be clear in context as remote
holopresence has no physical component.

A person who is ghosting perceives the environ-
ment they are projected into as if they were there,
but the information is a composite sensorium, built
from the local mesh networks and amalgamated
together. This imposes a minor limitation that a
person cannot ghost into a location that has insuf-
ficient mesh coverage, but that is seldom a concern
for most people. A greater limitation is that some
locations do not permit ghosting for reasons of
security. Regardless, a person ghosting can perceive
their environment fully, though their patina may
include certain elements that can intrude if nec-
essary. For example, a person ghosting from their
living room may see objects from their home
appear if they receive a visitor.

Similarly, everyone else can see the ghost as if they
were there. Ghosts are flagged as holopresence
projections in AR to make it clear that their
presence is virtual only. It’s considered impolite to
walk through someone else’s projection and doing
so draws unwanted attention and may signal that
someone is off-line. Even if a person ghosting
wishes privacy, they will still appear as a presence
in AR, but their features and details of their appear-
ance will be obscured in some way.

A person’s ghost can move around freely, even if

that person is sitting, lying in bed, or otherwise
performing different physical activities. Various
automated processes cover ghost movement often
directed by a geist or linked to someone or some-
thing else. If a person’s ghost is joining a friend for




a walk, the ghost will appear to walk where and
when the friend does.

Most ghosting occurs in one of two forms — either
the person ghosting is visiting a place, or they

are visiting a person. Location-ghosting, or virtual
tourism, is frequently for seeing sights and experi-
encing events that may not be physically accessible.
This includes landmarks and tourist destinations,
entertainment such as live music or theatrical pro-
ductions, and lectures, debates, seminars, and public
speaking. Any event where there’ll be an audience
will have location-ghosting, and movement of
ghosts will be limited to certain areas to minimise
disturbances. Walking through a ghost is less of

a faux pas here, due to the dense crowds. These
events often charge a fee for ghosting, though

this is typically less than the ticket price for being
there in person. Visiting a person is even simpler. It
typically begins as a voice or video call, which then
transitions into a visit for one, other, or both, with

a projection appearing nearby. It ends in the same
way, with one or both parties ending the call.

Some ghosting will be mutual, rather than one
person visiting another. This involves pulling reality,
creating a composite of both participants’ current
locations as a shared space that both inhabit. This
is often used for collective working, conference
calls, and other collaborative efforts, and those who
engage in this practice regularly often create spe-
cific composite environments that are designed to
physically and virtually overlap. Many corporations
have conference rooms to enable meetings that
connect different offices. These rooms are designed
to impress, with sweeping vistas where you can
look out of one window and see the night sky over
one city and from another, see the midday sun over
a different city.

GHOSTING IN PLRY

A character can ghost to a person as easily as
calling them, and to a ghosting-friendly location
or event venue almost as easily, though sometimes
after paying an attendance fee. Ghosting allows

a character to observe their environment and the
people in it as if they were physically present,
including social interactions with them. This
includes PsyWar techniques, though it’s possible
to block, mute, or otherwise avoid someone else

if they start harassing you through virtual means,
making PsyWar potentially unreliable if used indel-
icately while ghosting.

A character’s holopresence cannot physically inter-
act with objects or people and is not considered to
be in that location for the purposes of any effect
or ability which requires physical proximity (such
as making InfoWar attacks without the aid of a
repeater nearby). Further, the character may not
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ghost and perform complex activity, or any activity
that requires their attention, unless they are pulling
reality and thus able to see what they are doing.

If a character currently ghosting suffers one or
more Breaches, the call will end immediately, and
their holopresence will vanish. Similarly, if the
character’s ghost attempts to move outside of Close
range of their destination — either the location they
are ghosting to, or the person they're visiting — the
call will end immediately.

GHOSTING PRST SECURITY

A character can attempt to project themselves into
an environment without it being publicly-accessi-

ble, or without having someone there to ghost to.

This is, however, more difficult.

A character with a hacking device may attempt

to project themselves into any location within
Close range of themselves, or within Close range
of a repeater, with a Daunting (D3) Hacking test.
While technically a hacker can project a ghost of
themselves within Close range, it’s also of limited
use, given the effort involved relative to the
benefits. However, gaining access to a repeater, or
tagging a device to serve as a repeater, can allow a
character to go to places they’ve never been before,
and obtain information that would otherwise be
impossible.

Remember, however, that a holopresence cannot
move too far from the repeater that is receiving
them, and that holopresences are both visible and
clearly marked as holograms. It's impossible to
pass a ghost off as a real person,and enemies who
spot an unauthorised projection are liable to sound
the alarm.

When a hacker delves deeper into the quantronic
landscape, all pretence of overlap between the
quantronic world and reality disappear. The hacker
digs beneath the user interfaces, AR patinas, and
multimedia sensoria and starts navigating streams
of raw data, in a realm inhabited by expert systems,
LAls,and other quantronic minds. A hacker is a
visitor in these realms, a foreign entity, who must
learn the rules of an unfamiliar and infinitely-ex-
panding world.

This section contains additional rules and content
for characters playing out InfoWar scenes.
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A quantronic zone typically represents a single
system within a single network. This could be large
or small and may or may not have a physical coun-
terpart in the real world. These zones in turn will
have connections to one another. Where physical
zones are defined by physical access —the ability to
move from one to another — quantronic zones are
determined by the flow of data. Quantronic zones
can connect to one another in ways that physical
zones cannot, with a single system possessing
countless connections of various kinds.

It can be useful to break down these connections
into distinct connective maps, each representing
a single relatively simple network, and where nec-
essary, allowing a character to transition between
a zone on one map to its counterpart on another.

These points of overlap can also vary wildly in scale.

The security cameras within a single room of a
building may connect both to the other systems in
that room (a mesh network, or shallow map, which
correlates to physical objects in a real place), to the
security system in the building (a deeper network,
connecting devices related by common purpose
and similarity of data), and to a wider planetary

or system-wide network (a deeper network still,
connecting devices of common ownership). Go deep
enough, and a hacker can move between data-
spheres, though this isn’t always effective, or worth
the effort compared to finding a more direct way in.

But, rather than talk about this in an abstract
manner, this section will go step-by-step through
an example network, a security system in a corpo-
rate building, explaining how it was constructed
and the reasoning for different components

and elements.

LAYER 1: MESH NETWORK
The office is publicly accessible, serving as a
showroom and providing direct customer services.
The main foyer contains several systems of note.
Each of the zones listed below is adjacent to all the
others; their physical positioning is irrelevant. The
zones marked in red are also part of the security
network (Layer 2).

 Security Cameras: There are four cameras in the
foyer, minimising blind-spots. They record video
and audio within the foyer, and their combined
inputs can be composited into a single holo-
graphic image. They also track authorisation
and permissions of individuals visible to them.
The security cameras are secured zones, with a
Firewall of 5,and Security Soak 2. Each can take
a single Breach, like a Trooper NPC.
Alarm: There is an alarm system for the foyer
as well. This is can be triggered manually by
personnel, by unauthorised access to locations,

and by damage (Breaches) to other systems. It
specifically signals that there is trouble in the
foyer. The alarm system is a secured zone, with
a Firewall of 12, Security Soak 2, and can with-
stand 2 Breaches, like an Elite NPC. If the alarm
is triggered, it adds 2 Heat to the GM’s pool at
the start of each Round, which the GM may use
for locking doors, summoning reinforcements,
and providing a security response.

« Front Door Locks: The large, reinforced glass
front doors open automatically for the public,
but can be locked by security. The doors are a
secured zone, with a Firewall of 8 and Security
Soak 3,and can withstand 2 Breaches, like an
Elite NPC. The GM may spend 2 Threat to lock
the front doors if the alarm is triggered.

« Elevators: Access to the elevators is secured, and
they will open only for those with the correct
permissions, either from being an employee or
granted by the receptionist. These permissions
also determine which floors each person is
permitted to enter. The system that governs
the elevators is a secured zone, with a Firewall
of 12 and Security Soak 3, and can withstand 2
Breaches, like an Elite NPC.

 Advertising Display: An array of holoprojectors,
responsive and interactive, the advertising
display allows potential customers to see the
company’s products and achievements and learn
more at their discretion. The display is secured
to prevent unauthorised changes but contains
data that is intended for public consumption.

« Front Desk: A receptionist sits at the large
main desk, serving as a main point of enquiry
for visitors. Perhaps a little anachronistic—the
receptionist’s job could be automated — but the
presence of a person makes the company seem
friendlier and more approachable. They're also
a first line observer for building security, both
physical and quantronic. The receptionist grants
visitor authentication and permissions for access
to the rest of the building, as necessary. The desk
itself serves as an access point for authorised
users wishing to access the building’s network
and is a secure zone with a Firewall of 12 and
Security Soak 3, which can withstand 2 Breaches,
like an Elite NPC. However, while the receptionist
is at the desk, the zone uses the receptionist’s
Firewall, Soak, and Breaches.

« Security Staff: Two security guards stand on
opposite sides of the room, dressed smartly but
intended to be inobtrusive. Theyre armed and in
constant communications with one another, the
receptionist, and the security office upstairs. They
have their own Firewall, Security, and Breaches,
and permissions to access the security network.

¢ Vending Machines: A pair of simple food and
drink dispensers, the vending machines will
dispense to any customer and are not secured.
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* Building Directory: A simple database, it provides
a listing of personnel in the building, where
their offices are, and if they are currently busy.

It may also include public contact details for
some of them. The directory can be accessed
by the public, but only displays information for
a limited number of personnel whose jobs are
public-facing. People with suitable permissions
can access more information.

LAYER 2: SECURITY NETWORK
A network formed of items of common purpose,
the building’s security network consists of every
security device and system in the building.

The cameras, alarms, door and elevator locks, and
front desk access point in the Layer 1 network—the
zones marked in red on the Layer 1 map —are all
part of this layer.

« Security Cameras: Security cameras throughout
the building transmit data to other servers
within this network. All the cameras are as
described on p. 26

« Alarms: Each floor of the building has a distinct
alarm system, identical to the one in the foyer.
Distinct systems reduce vulnerability. A single
alarm system could be disabled and leave the
whole building exposed, but floor by floor sys-
tems signal where a hazard or threat is located.

* Front Desk Access: The front desk in the foyer
serves as an access point to the wider security

network, allowing authorised personnel to
access security data at a moment’s notice.
Elevators: The building’s elevators are tied

to security, as they rely on security data to
determine permissions and movement. Further,
they can be disabled by an authorised user from
any security access point like the front desk or
security offices.

Door Locks: As with the front door in the foyer,
all internal and external doors are secured, and
can be locked or unlocked remotely. Any given
door will open for those with the correct per-
missions, either by voice command or physical
contact such as a double-tap or grasping the
handle.

Security Office Access: Each floor has a security
office which contains an access point for the
security network and several display devices,
audio, visual, and holoprojector, for a user to
view security data such as footage from the
cameras or door access logs. These access points
are secured zones, each with a Firewall of 12
and Security Soak 3, and which can withstand 2
Breaches, like an Elite NPC. Security offices are
staffed periodically,and may use the Firewall,
Security, and Breaches of the NPC in the office.
Local Security Database: Uploaded from a wider
corporate network, this database contains infor-
mation from additional feeds from planetary and
national databases as required. Other information
can be added at request — manually from staff
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or automated from a dedicated LAl — but takes

a little longer to obtain. This database contains

a continually self-updating list of all persons
and quantronic entities (LAls, geists, etc) with
permission to enter the facility or access its sys-
tems, as well as details of what their permissions
allow them to do. A Breach Effect here can create
authentication for the whole security system.
Using that information, security personnel and
systems monitor the movements and activities
of staff and visitors. The security database is

a secured zone, with a Firewall of 16, Security
Soak of 4,and can take up to 5 Breaches, like a
Nemesis NPC or a Player Character. It is always
inhabited with an expert system (see p. 81)
which monitors and updates the database and
responds aggressively to any intrusion.

Report Processing: This system is built to gather
the data from individual cameras, door systems,
and elevators, and collate that data into a real-
time report on where everyone is at that specific
moment. Report processing contains only current
data —things happening now —and the reports
from the last hour to provide context. Any reports
older than an hour are passed into a local archive
and then a larger corporate one, allowing for a
complete image of all movements and activities
within the building over any period. The current
report will be accessed periodically by security
personnel investigating specific matters or
random spot checks and annotated for additional

sample Security Network
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context. The software will automatically flag any
events it regards as unusual. The security system
is adaptive and expansive, and often highly
intuitive. This is a secure Commercial HighSec
zone (providing 2@ Interference Soak), with a
Firewall of 16, a Security Soak of 4,and can take
up to 5 Breaches, like a Nemesis NPC or a Player
Character. Further, due to active security measures,
any InfoWar attack made against the zone has +2
Difficulty and is noisy for the purposes of stealth.
Local Archive: The local archive contains security
reports from report processing for the last

six months, annotated by staff. Older reports

are stored off site in another archive. This is a
secure Commercial HighSec zone (providing

2@ Interference Soak), with a Firewall of 16,a
Security Soak of 4,and can take up to 5 Breaches,
like a Nemesis NPC or a Player Character.
Connections: On the diagram, these lines denote
the data connections between systems, and

thus the permissible movement between zones.
Normal connections —simple lines — allow free
movement of data (and hackers).

Restricted Connections: Some connections in this
network have hardware restrictions that only
permit data through specific ports. Attempting
to move along a restricted connection requires a
Challenging (D2) Tech test. These are marked as
red lines on the diagram.

Burst Connection: Some connections in this
network are not always-on. They transmit a
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large amount of data in a fraction of a second,
and then cease transmitting. Attempting to
detect this connection’s existence requires a
Daunting (D3) Analysis test (normal modifiers
for range and perception apply), as it is difficult
to detect when not transmitting. Moving along

a burst connection requires either waiting for a
scheduled transmission or a Breach effect on the
transmitting zone to force a transmission, which
is noisy, as it's unscheduled. These are marked as
dashed lines on the diagram.

PUTTING IT TOGETHER

With two maps in place, now we need to consider
how to navigate this. A few zones overlap between
the two maps, allowing movement from one to
another, much as a character might navigate
between floors of a building. These are the keys.

A hacker is trying to get into the local archive to
find out what an enemy was doing in this building
a few days previously. They don’t have a reason to
be in the building legitimately, so they can’t get
past the foyer physically.

There are three unsecured zones in the foyer —
directory, the advertising display, and the vending
machines —though none of them have a direct con-
nection to the security network. Any of those three
are possible ways in, but if the hacker is detected,
they make for a slower path. The cameras have a
more direct route, camera, then report processing,
then the archive. But, they’re not made to be access
points, making the route trickier. The front desk has
a direct route, and one that’s relatively open, but it’s
also got an active defender, the receptionist, who
could pose a problem.

All of this presumes a brute force approach,
Hacking and Tech tests, making attacks, and using
Breach Effects to punch holes in or disable secured
zones. A subtler approach is also possible here. A
little social engineering can secure the permissions
to get part of the way in, or steal authentications
needed to make a quiet entrance.

These maps could be expanded further. There are
naturally other networks in the building, serving
different purposes, and zones in those networks
could expand out and overlap with other networks
elsewhere in the company, or connect to Maya
clusters or other dataspheres. These kinds of maps
can be expanded to cover as little or as much as
the GM and the players are interested in exploring
and exploiting.

Data swirls around worlds like wind or water, and
planetside connections are fast and efficient. Even

connections to vessels in orbit or other worlds and

outposts within a single solar system are relatively
fast and easy. But beyond that, there are limitations.
Reaching other star systems requires infrastructure
and planning that are scarce in a world where most
other things are abundant.

INTRASYSTEM SIGNAL DELRY
Normal signals are limited to light-speed. This
means that there’s a delay over interplanetary
distances within the same solar system, which

can range from several minutes, to an hour or
more. It takes roughly 8 minutes 20 seconds for
data to travel 1 Astronomical Unit. This is fine for
monodirectional signals that send information one
way, to be received all at once and then responded
to in kind later. Instantaneous, real-time interaction
though is impossible, as it faces twice the signal
delay, as the signal must cross the distance with an
input, and then return with the response. A hacker
would have to be able to accurately predict and
react to events which haven't happened yet to
effectively function over such long distances.

The normal solution to this, and to most dis-
tance-related problems that confront a hacker, is
automation. A hacker cannot effectively access
networks and dataspheres with more than a few
seconds of lag, as real-time responsiveness is vital
for both offense and defence, but they can send

a proxy to do the work for them. This requires
creating or obtaining a program able to operate
autonomously, ranging from an expert system, to an
instance of a specialised geist or similar lesser Als.
This program can then perform the desired actions,
respond accordingly to resistance and coun-
ter-measures, and send information back, returning,
or self-deleting as required.

Sending a proxy requires some effort and is
difficult. The program cannot be sent openly, as it
is liable to be detected and deleted before it can
get to work. This process is called packing, which
compresses the program, and disguises it so that it
cannot easily be identified for what it is. Packing a
program takes a Daunting (D3) Hacking test and at
least an hour of work. Momentum generated from
this test can be stored in the program, representing
more expansive and flexible instructions. The
program may use this Momentum freely, but cannot
spend Momentum from the group pool otherwise,
as they're too distanced from their owner.

Once packaged, the program can be transmit-
ted, and it will unpack itself and get to work
upon arrival.

Expert Proxy X: Where most expert systems provide
automated support and assistance to the user,an
expert proxy uses those processes and subroutines
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to perform straightforward tasks by themselves. An
Expert Proxy makes Hacking, Analysis, and Tech
tests using an Attribute score of 8, and Expertise
and Focus ratings in those skills equal to X. They
also have Firewall equal to 9+X, and Security Soak
X, but they can only withstand a single Breach.
Further, each Expert Proxy can be equipped with a
single SWORD-1 or CLAW-1 program, and a single
SHIELD-1 program, which the hacker sending the
proxy must own. Expert Proxies are programmed to
self-delete upon the conclusion of their objective,
leaving virtually no trace of their presence. Expert
Proxies have a Restriction of 2,a base cost of
2+5@, Tariff X.

LAI Proxy: An LAI proxy is constructed in the same
way as a geist, as they use broadly similar technol-
ogies. Both Guardian Geists and Security Geists (see
Infinity Corebook, p. 379) are good templates for
this, though they are more offensive in purpose. An
LAI proxy can be equipped with one program per
point of Hacking Expertise, with no program rated
higher than its Hacking Focus. ALl programs must
be owned by the LAl's owner or creator beforehand.
As they are more intelligent than Expert Proxies,
they can be given more complex objectives, and
can even be commanded to hide within a system
for a protracted period, to await subsequent
instructions, or to attempt to repack themselves
and transmit themselves home.

PRCKAGE TRANSIT

Data transmission through wormholes is even more
difficult than simply dealing with the lag from
distances. As signals cannot be beamed through a
wormhole using any ordinary transmitter, data must
be transmitted to specialised commodules near

the wormhole, which handle transmissions to the
other side, adding both signal delay and another
bottleneck for data transfer. These problems are
compounded by the fact that ALEPH monitors
inter-system traffic, making it difficult to smuggle
even the most cunningly concealed proxy.

Data can also be carried by a ship, which collects
intersystem data before departing (not all of it
legal) and then transmits it again when it emerges
from the other side of the wormhole. But this is
only really suitable for low-priority bulk data that
isn’t important enough for a direct transmission,
and it can add days of delay.

In these circumstances, the proxies described above
can still be useful. There is a risk of detection by
ALEPH, but of course, if you're doing ALEPH'’s work,
this might not be a problem. The sheer amount of
time required means that such methods cannot
help when time is of the essence.

METATRON ANDO DA RA O

Of course, these are not the only options for distant
data transmissions —where a problem exists, some-
one will seek a solution. In this case, the solution

is a series of transponders, collectively called the
Metatron network (and its Yu Jing counterpart,
Dardo), which allow for faster-than-light data
transfer,communications, and InfoWar attacks. The
specifics of the technology remain highly classified,
restricted primarily to government and military
use. The largest user of these systems outside of
PanOceania and Yu Jing is ALEPH, who maintains a
connection between instances and aspects across
the Human Sphere.

Access to Metatron or Darao cannot be bought
with wealth or status. Rather, access is provided
only because of absolute strategic need under the
military or political discretion of the governments
of PanOceania or Yu Jing, or authorisation from
within 0-12. The strategic value of these networks
is so great that access is heavily scrutinised, as any
instance of permission could be the start of a move
to undermine another faction’s control.

If a character has received permission to access
Metatron or Dardo, then they gain the ability to
transmit data on an interstellar scale. This takes
the form of a single string of four intermediary
zones that sit between star systems and the data-
spheres within them. Other zones will be attached
on each end of this string, representing part of
dataspheres which are connected by Metatron/
Darao. Traffic along this string is one-way, though
there will be a parallel string that runs in the
opposite direction for return traffic,and both are
sufficiently fast as to allow real-time interactions.

1. Input Cache: The first zone is a cache, which
gathers and processes incoming data, and
checks the authentication of the sender, then
moves it along. This is a secure zone, requiring
authentication specifically from one of the
above governments. This is a two-factor
system, requiring both a unique code fragment
and biometric data. For anyone attempting to
access the Input Cache without permission,
it has a Firewall of 20, Security Soak 6,and
Military HighSec (+4® Interference Soak),
and is also hidden by advanced and adaptive
camouflage, requiring an Epic (D5) Observation
test to even detect the zone.

2. Transmission Router: The second zone trans-
mits the data to the destination. To free up
bandwidth, this zone is not protected —that’s
the purpose of the input cache.

3. Reception Router: The third zone receives
transmissions at the destination. Technically,
there are many reception routers for different
locations and destinations, but data needs to
have a destination logged before it can pass




the Input Cache. Diverting from that mid-trans-
mission is impossible. Again, this zone is not
protected.

4. Output Cache: The final zone gathers and
processes the data just transmitted, checking
for authentication, and then sends it along to
its ultimate destination. This uses the same
authentication as the input cache and has
the same defences. For anyone attempting to
access the Output Cache without permission,
it has a Firewall of 20, Security Soak 6,and
Military HighSec (+4@ Interference Soak),
and is also hidden by advanced and adaptive
camouflage, requiring an Epic (D5) Observation
test to even detect the zone.

CRYBPTILOGRARH Y

Ensuring that information is accessible only to
those who need to access it is a vital part of tech-
nological development, and the subject of an arms
race that has existed for as long as people have
desired to keep secrets. Nations and corporations
devise new technologies to break the encryption
used by their rivals and enemies, and in turn, they
seek to develop new methods of encryption that
those rivals and enemies cannot break. This arms
race has only accelerated as time has passed.

The revolution of quantronics that came with the
discovery of Teseum shook up the landscape for
cryptography. A computer that could perform vast
numbers of processes simultaneously could brute-
force through most common forms of encryption

in seconds, where previous machines, handling
processes sequentially, might have required dec-
ades. Commerce and finance were threatened on an
international scale. Security was a vital component
of their business, after all.

Thus, cryptographers, mathematicians, programmers,
and others sought to devise cryptography that a
quantronic device couldn’t simply force through.
Finding the solution would earn them a fortune.
The biggest success was the development of
algorithms that required multiple simultaneous
solutions to be provided, slowing the speed a
quantronic system could pry open. This success
was short-lived as processing power increased, so
the complexity needed to increase. Researchers
aspired to force quantronic computers to process

a cryptosystem more slowly. Active lock protocols
invalidated all attempts if certain solutions were
tested, forcing a fresh start,and sequential keys
broke the decryption process into a series of
discrete stages. but, these too were only successful
for a time.

The encryption arms race accelerated further
with the development of ALEPH, and a significant
portion of cryptography was taken up by LAls and
ALEPH fragments. Some theorised that only an Al
could create an encryption that an Al would be
unable to break, while others in the field pushed
towards more esoteric developments to find pro-
cesses that computers couldn’t easily understand.

Nevertheless, encryption remains an extremely
active field, where new developments are devised,
implemented, and rendered obsolete in weeks.

ENCRYPTION

The specifics of encryption change so quickly that it
would be impossible to accurately categorise them.
Instead, we abstract the process of encryption —and
its counterpart, decryption —in a way that emulates
the constantly shifting nature of the field.

Encrypting a specific file, system, or collection of
data above and beyond the routine encryption
that is a part of the quantronic world takes skill
and effort. The level of encryption to be applied
can be broken down into one of five categories,
based primarily on how old and well known the
techniques are.

¢ Encryption-1: This level uses largely obsolete
techniques, potentially decades old. This won’t
stop a quantronic computer for more than
a few seconds, though it may deter cursory
examinations and stop intrusions from older
technologies and manual decryption.
Encryption-2: This level uses techniques that
are years old and will serve mostly as a delaying
tactic to slow down intruders briefly.
Encryption-3: This level uses cryptosystems
that may be months old, and which cannot truly
secure information, though can delay intrusion
for a while.
Encryption-4: This level uses cryptosystems and
techniques that are several weeks old. This is
sufficient to secure information from everything
except military-grade decryption methods.
Encryption-5: The highest level of encryption
uses state-of-the-art cryptosystems, no more
than a few days old. Even military-grade LAls
haven’t yet learned how to crack these yet,
though they will in time.

Encrypting data requires a Hacking test with a
Difficulty equal to the level of encryption desired,
so applying Encryption-3 requires a Daunting
(D3) Hacking test. This will take a few hours of
work as well.

Complications on this test will introduce flaws that
can be exploited. Momentum can be spent from
this test to add extra layers of security. These are
discussed further in the following section.
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MOMENTUM SPENDS

NAME

Adaptive Algorithm X

Increased Complexity X

Increased Delay X

Restricted Access X

Retaliatory X
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Encryption also takes research, which can be
expensive. Details of cutting-edge cryptosystems
are valuable and secret, and while a black market
exists for it, such knowledge comes at a hefty price
whatever the source. The restriction of an encryp-
tion library —a collection of information needed to
effectively encrypt data to a certain level —is equal
to the desired level of encryption, and costs X+X@,
where X is the level of encryption, with a Tariff

of 2,and Maintenance of encryption level -1. The
Maintenance represents the cost of ensuring that
the library is regularly and routinely updated with
the latest data. Thus, a library for Encryption-3 has
a Restriction of 3 and costs 3+3@, Tariff 2, with a
Maintenance of 2.

A character can use the same library to encrypt as
much data as they like, on as many occasions as
they wish. But because the field of cryptography
changes so quickly, the usefulness of any encryp-
tion applied will become increasingly obsolete over
time, as shown on the table below.

DECRYPTION

Upon encountering encrypted data, a character can
set about attempting to decrypt it. The difficulty
and the time taken depends in part upon the level
of encryption encountered and in part upon the
tools and techniques the character uses to perform
the decryption.

The process for decryption is like making an attack.
The character makes a skill test, then rolls several
Combat Dice to determine progress, akin to damage
in combat, which represents attempts made to
break the encryption. If five or more damage is
inflicted, then a Breakthrough is made, equivalent
to Harms. Once the number of Breakthroughs made
is equal to the level of Encryption, the data has
been decrypted.

The Stress of encrypted data is called Complexity.
The greater the Complexity, the slower the decryp-
tion is likely to be, and each encrypted file has
Complexity equal to 6 plus twice the Encryption

MOMENTUM
EFFECT COST
Before a Hacking test is attempted to decrypt, restore 1 )
point of lost Complexity.
Increase the Complexity of the encryption by 1. 1
Increase the encryption’s Delay Soak by 1. 1
Increase the Difficulty of the Hacking test to perform )
decryption.
Afailed Hacking test inflicts 1+(X*2)@, Piercing 1 X

quantronic damage to the character attempting decryption.
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level. As its Soak, it has Delay, which reduces how
much progress can be made at any one time; this

is always Persistent Soak, and each encrypted file
has Delay Soak equal to its Encryption level -2,to a
minimum of 0.

Decryption follows the process below:

1. The character attempts a Challenging (D2)
Hacking Test.

2. If the Hacking test was successful, the char-
acter rolls to determine progress. Each type
of decryption software has a rating which is a
combination of two numbers —a fixed value
and several @. This receives bonus dice as per
the bonus damage table, using the character’s
Intelligence attribute. Once this bonus has
been applied, make the progress roll using the
@ indicated, and total the result.

3. This total is reduced by one for each point of
the encrypted file’s Delay Soak. This is the total
progress.

4. The total progress, after reduction, degrades
the encrypted file’s Complexity by an equal
amount. If five or more progress is made, after
reduction, or the Complexity is reduced to O,
or any Progress is made when the Complexity
was already at 0, then the character makes
a Breakthrough. If both occur, then two
Breakthroughs are made.

5. If the number of Breakthroughs made is equal
to the level of Encryption, the data has been
decrypted.

Due to the similarity between this process and to
making an attack, Momentum spends and attack
qualities which normally affect the damage roll,
number of Harms inflicted, and so forth, can be
applied to encryption and decryption, at the GM’s
discretion.

EXTRA SECURITY FEATURES

When a file is encrypted, it may be provided with
additional features, which can make the encryption
harder to break. These can be purchased with
Momentum when a character successfully encrypts
the file. Where features can be purchased multiple
times, they will be noted with an X. This is replaced
with the number of times that feature has been
purchased.

Whenever a character achieves a Breakthrough,
they may disable one of the encryption’s secu-
rity features.

FLAWS AND EXPLOITS

When a file is encrypted, there may be inad-
vertent flaws in the cryptosystem that can

be exploited by intruders. These come about
because of Complications on the Hacking test to
encrypt the file.




When a flaw is caused, the GM may select it from
the following list, or create something equivalent.
Each of the options below applies an attack quality

to any progress roll made against the encrypted file.

« Sequential Fault: The decryption attempt gains
the Grievous quality.

« Time Saver: The decryption gains the Piercing 2
quality.

« Decisive Exploit: The decryption gains the
Vicious 1 quality.

DECRYPTION TOOLS
The following tools are common methods of
decryption. They can be run from any Hacking Tool.

These tools have a Maintenance cost, representing
the work and cost involved in ensuring that the
tools remain capable of dealing with the latest
encryption techniques and algorithms.

Dataspheres, especially ones containing sensitive
or restricted data, are laden with all manner of
defensive programs designed to deter, impair, repel,
or defeat would-be intruders.

Some of these are discussed in the Infinity Corebook
already: quantronic terrain, data flux camouflage,
HighSec zones, Intrusion Countermeasures, and
secured zones. This section deals with two
additional elements: more active forms of defence,
and additional details and context for stealth and
evasion during InfoWar scenes.

RACTIVE DEFENCES

Many of the most secure and sophisticated data-
spheres and clusters make use of free-roaming
programs and quantronic entities as part of their
security, in addition to more static features such
as Intrusion Countermeasures and HighSec zones.
These active defence systems roam along data
channels, performing patrols and converging upon
detected intruders.

These active defences have several
common features:

DECRYPTION TOOLS

NAME PROGRESS RATING QUALITIES
No Tools 12® -
Decrypt-1 1+4@® -
Decrypt-2 2+4Q® Piercing 1
Decrypt-3 245Q Piercing 1
Decrypt-4 +5@ Vicious 1
Decrypt-5 3+6@ Piercing 1, Vicious 1

THE ROLEPLARAYING GAME

¢ Quality: This number, a rating from 8 to 15,
serves as the Target Number for any skill tests
the active defence is required to attempt. An
active defence may have a second rating, noted
in parentheses, which serves as the defence’s
Focus range for its skill tests.

Capabilities: This category indicates which skills the
active defence may attempt. Most active defences
have one or more of Analysis, Hacking, or Tech.
Firewall: An active defence has a Firewall equal
to its Focus range (if any).

Security: An active defence has Security Soak
equal to its Quality divided by 4, rounding up.
Extras: An active defence may have one or more
additional benefits, which may include one or
more InfoWar programs.

Active defences operate as a more limited form of
Trooper NPC. They roll a single d20 on skill tests,
cannot attempt Reactions,and are disabled after

a single Breach. The GM may choose for an Active
Defence to function as an Elite NPC instead, and then
the active defence has a Firewall equal to its Quality.

DOORMAN
One of the most basic forms of active defence,
Doormen are set to guard and patrol, often deploy-
ing countermeasures to impede intruders and eject
them as swiftly as possible. They target hacking
devices to force a swift disconnect.

Quality: 10

Capabilities: Hacking, Observation

Firewall: 5

Security: 0

Extras: CLAW-1 Blackout, IC-2 Redtape

HOPLITE
A common “soldier” program, Hoplites work in
groups to block and repel intruders. They are
equipped to control and disable an intruder’s
comms systems, swiftly ending an intrusion, while
their own systems are especially difficult to breach.

Quality: 12 (1)

Capabilities: Hacking, Observation

Firewall: 6

Security: 1 (+4@ Interference Soak)

Extras: CLAW-2 Oblivion, SHIELD-2 Breakwater

RESTRICTION COoST MAINTENANCE

1 1+4@,T1 =
2 2+4@,T1 1
3 2+5@, T2 2
4 3+5Q,T2 3
5 3+6@,T3 4
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MINELRYER
Minelayer programs have little direct offensive
ability but can deploy and conceal potent counter-
measures that no amount of forward planning can
circumvent.

Quality: 12 (2)

Capabilities: Hacking, Stealth

Firewall: 6

Security: 2

Extras: |C-3 Black ICE, IC-3 Deadfall,

IC-2 Hivemines

PROWLER
These programs attempt to ambush identified
intruders, often pursuing them to access points and
through friendly networks. Their offensive capabili-
ties are quite potent.

Quality: 14 (3)

Capabilities: Hacking, Observation, Stealth

Firewall: 7

Security: 3

Extras: SWORD-1 Brain Blast.

SENTRY
These programs roam secure networks, scrutinising
the people and entities that they encounter to
locate intruders. When they find an incursion, they
monitor it, sending information to allied programs.

Quality: 13 (2)

Capabilities: Analysis, Observation

Firewall: 7

Security: 2

Extras: IC-1 Crybaby, UPGRADE Cyberalert Systems

AOUANTRONIC STERALTH

Moving unnoticed through the quantronic realm

is important. The sheer range of obstacles,
defensive mechanisms, and security systems can

all make a hacker’s life difficult. For the most part,
the normal rules for stealth are applicable (see
Infinity Corebook, p. 104 ). However, there are a few
additional considerations that apply specifically to
remaining undetected in a quantronic environment.

SKILL TESTS IN STEALTH

While the Stealth skill covers remaining unnoticed

and moving undetected in any situation, hackers

have a few other options.

 Analysis: While normally used for in-depth

inquiry and observation of fine details, Analysis
can be used to spot patterns in detection pro-
tocols so the character knows to avoid where a
system is actively observing.

¢ Tech: Use of the Tech skill can represent a char-
acter adjusting the hardware they are using to
minimise or conceal the data flux they produce.
» Thievery: The Thievery skill includes a profes-
sional familiarity with security systems, and
a character can use this to avoid the kinds of
methods and technologies theyre familiar with.

The GM may allow any, all, or none of those addi-
tional options on a case-by-case basis.

DATA SHADOWS

Every person leaves a trail of data behind them.
Records and remnants of every connection and
every interaction exist in the wake of each person’s
passage through the quantronic world, and this
shadow cannot be removed entirely

For characters seeking to avoid attention, this
is a liability. For those seeking intrusions, it can
be an asset.

A character’s data shadow can be difficult to find.
Finding recent data (within several days) relevant
to your target’s movement or activities requires

a Challenging (D2) Analysis test, if any such data
exists. This Difficulty may increase if the data is old,
as older data will require more time and effort to
find. Once a trail has been found, Momentum may
be spent to find other connections, such as other
times the target has been in that location, or which
locations they were at/which interactions they per-
formed immediately before or after the one already
discovered. Each additional connection costs 1
Momentum. Complications may produce false
connections, or allow the data to be misinterpreted.
Attempting to find data if you already have a con-
nection leading there reduces the Difficulty by 1.

Attempting to conceal or obscure a data shadow —
your own, or someone else’s —is similarly tricky.
Simply deleting traces is not sufficient, as the sheer
amount of data makes this difficult,and incomplete
deletions may be too obvious. Instead, the most
effective concealment involves junk data, false
connections, and subtle disruptions. A successful
Challenging (D2) Hacking test can obscure data
within a single system or location, adding +1
Difficulty to any test to locate it. Momentum

can be spent to increase the Difficulty further

(2 Momentum per +1 Difficulty), or to increase

the Complication range (1 Momentum per +1
Complication range).
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" ALEPH CHARACTERS

To be a part of ALEPH’s faction is to be a part of the
Al, often quite literally. The overwhelming majority
of ALEPH’s agents are Aspects, shards of the
infinitely divisible Al, spun off to a consciousness
of their own, as varied and flawed as any human.
Some would argue, they are exponentially bet-
ter-equipped to deal with the slings and arrows of

outrageous fortune that consciousness collides with.

With the number of Posthumans increasing each
year, as well as a small, but steadily rising number of
those who've pledged their loyalty directly to the Al,
it would be folly to ignore the humans in its service.
Although some would debate whether the word
“human” still applies to them at all.

Determining Alien Heritage: Roll 1d20. On a roll of
19 or 20, your character belongs to an alien species,
in the case of ALEPH faction characters, an Al (see
p.44.) If you roll an Al host,you can instead

choose to spend 1 Life Point to be human.

Al Host: Each Al type has a template. Apply the spe-
cies’ attribute modifiers to both your attributes and
the Host section of your character sheet. Make note
of any special abilities possessed by your Al type.

Non-human characters also have a Life Point cost.
You can choose to pay this cost to simply choose
the species, but the cost must be paid even if you
randomly roll into it. (If the cost cannot be paid, the
character is considered human.)

DECISION TWO:
ALEPH FACTION

BND HERITEGE

If the Lifepath reveals your heritage is ALEPH, you
can choose to roll on the Al Host Table (p.55)

with no additional Life Point Cost beyond those of
your host. If you choose not to (or if your current
faction is ALEPH, but you have a different herit-
age), then you are simply a human who is loyal

to the Al.

If your faction is ALEPH, then your Social Status

is Elite,and you gain the normal benefits for that
Social Status. If your faction is not ALEPH, then you
have become a renegade; determine your Social
Status normally.

ALEPH LIFEPATH
DECISIONS

DECISION ONE—
BIRTHHOST

If you roll a 19 or 20 you are an
Al; roll on the Al Host Table.

DECISION TWO—
FACTION AND
HERITRAGE

Characters with ALEPH heritage
can choose to roll on the A/
Host Table (p. 55) with no
additional Life Point Cost. If you
choose not to (or if your current
faction is ALEPH, but you have a
different heritage), then you are
simply @ human who is loyal to
the Al.

DECISION FOUR—
STRATUS

If your faction is ALEPH, then
your Social Status is Elite (and
you gain the normal benefits
for that Social Status). If your
faction is not ALEPH, then
you have become a renegade;
determine your Social

Status normally.

DECISION SEVEN—
RADOLESCENT
EVENT

Characters in the ALEPH
Faction roll on the ALEPH
Faction Adolescent Event Tables.

DECISION EIGHT—
CRAREERS

Instead of rolling on the
appropriate Faction Career table
in the corebook, characters in
the ALEPH Faction roll on the
ALEPH Faction Career table,

as well as the ALEPH Faction
Career Event tables.

Note: On the Event Table,
interpret any result involving
your family as Bureau Toth. (For
example, a result of “parents
killed” would mean that Bureau
Toth agents you were involved
with were killed.) Similarly,
interpret any event resulting

in you contracting a disease as
being a quantronic virus, etc.

AY
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ADOLESCENT EVENT

You participated in faction-sponsored research

You kept a secret with disastrous results.

Trying to live up to your hero's expectations, you wound up
hospitalised for a year. What happened?

Living in the shadow of the Al, your geist developed the
appearance of crippling self-doubt. You did your best to console it
with shiny new tech.

The personality of your geist radically shifted overnight.
Eventually you realised that it was replaced by one of ALEPH’s
Aspects.And it’s got its eye on you.

Confusing the Myrmidon Wars Mayaseries for reality, your geist
“heroically” wrecked an expensive remote, leaving you with the
bill.

Through injury, illness, a targeted virus, or some other means, you
lost your voice completely. While you're still capable of real-time
text communication, you're dependent on technology or sign
language.

While training for different career paths, you destroyed a small
mountain of gear.

You were betrayed by someone close to you in dramatic fashion.

ALEPH singles you out as someone with potential.

Whether through faulty psychogenesis, emotional trauma, or other
means, you develop a second personality.

In the middle of the night, the Al contacts you directly, asking
seemingly random questions about morality, philosophy, and
ethics. Departing as suddenly as it arrived, it never acknowledges
the event again.

Early in your development, you were deemed a failure and all but
discarded. Until ALEPH directly intervened on your behalf, that is.

One of your mentors disappears without warning, leaving you an
encrypted message. What will trigger its activation?

Your thrill-seeking ways eventually caught up to you,about the
same time that the cops did.

Disaster struck, but it narrowly missed you as a Sophotect dragged
you to safety.

You were chosen to represent ALEPH in a competition, but were
disqualified for cheating. What was the charge? Was it fair?

You were the target of a nanovirus. It was contained, if barely, but
your system still bears the scars.

Your entire existence, you never truly questioned the Al's motives.
A mysterious stranger challenged you to do just that; your
answers surprised you.

A Psychosanitary Risk Evaluator declares you unstable, ordering a

Cube wipe and memory rollback. But when you wake up in your
new Lhost, you remember everything.

CHAPTER 3

SUGGESTED
CHARACTER TRAIT

Prototype
Cryptophobia

Crushing Expectations

“Insecure” Geist

Closely Monitored

Reckless Geist

Mute

Bull in a China Shop

Trust Issues

Vainglorious

Split Personality

Sympathetic Ear

Diehard Loyalist
Vengeful
Adrenaline Junkie
Hero Worship
Shortcut-Prone

Digital Scar

Rogue Asset

Glitchy Cube

OPTIONAL EFFECT

Increase one Attribute by +1 but gain a 7+7 @ Asset debt to a
random faction.

Gain 1 rank in Analysis.

Reduce Vigour by 1 but gain 1 rank in Discipline.

Reduce your geist’s Resolve by 2 but increase two of its attributes
by +2 each. Gain a 4@ Asset debt.

Choose four of your geist’s attributes and increase them by one
point each. You may choose Bureau Toth Agent as your first career.

Gain a 10 Asset Debt. Gain 1 rank in Tech, as you learn a thing or
two about repairs during this time.

You are unable to speak, sing, or otherwise make verbal sounds.A
cure is possible, but it will cost 5 Assets, or require a new Lhost.

Gain an 8 Asset debt. At least you learned something: reduce the
cost to hazard careers on the ALEPH Faction Career table by 1.

Reduce Resolve by 1 but gain +1 rank in Psychology.
Increase Social Status by +1.

Choose a talent tree you have no ranks in and gain the first
talent. Your alter ego can use this talent, but you cannot (though
it counts when qualifying for prerequisites). Your social skill tests
suffer +2 complication range due to your unpredictable nature.

Gain the Counselor talent for Psychology.

Reduce Status by 1.You may to roll on the ALEPH Faction Career
Table for your first career at no cost.

Gain +1 Resolve.

Spend 1d6 years in jail before starting your first career. Gain a
Criminal Record (see Infinity Corebook, p. 54).

Gain +1 Resolve. You may take Sophotect as your first career.

Your social skill tests suffer +1 complication range with members
of the ALEPH faction.

Increase your Firewall by +1. However,add +1 complication range
to all actions for every Breach you're currently suffering.

You defect to a new faction. Roll on the Faction Table (see Infinity
Corebook, p.41) to determine your new allegiance. On a roll of
19-20,you haven't actually defected; you're a Double Agent (see
p.37).

Your character died and was resurrected. See the rules for
Resurrection in the Infinity Corebook, p. 54.




THE ROLEPLAYING GAME

ES

DECISION SEVEN
RADOLESCENT
EVENT

Characters in the ALEPH Faction roll on the ALEPH
Faction Adolescent Event Tables. If the character’s
heritage and faction are different, then they may
choose to roll on either faction’s unique table on a

PLAYTEST TIP

ASPECT RATIO

In the world of Infinity, ALEPH’s
Aspects probably outnumber
humans who've sworn direct
allegiance to the Al. But if left
to chance in the Lifepath, only
about one in ten will use the Al
Character rules. However, that

roll of 1-3. doesn’t necessarily mean that
your character is human. The
ALEPH FACTION psychogenesis process often
ADOLESCENT EVENT TRBLE creates a history resembling
a human’s. If your character
D6 CAREER begins play in an Lhost, who's
1-3 ALEPH Adolescent Event Table to say whether they were
born, or created? Players and
4 Adolescent Event Table A* GMs should feel free to work
together to explore these
il
> Adolescent Event Table B concepts, whether or not the
6 Adolescent Event Table Ct character is created using the

Al rules.

Y Infinity Corebook, p.49-52

DOUBLE AGENTS

In the espionage-rich world of Infinity, double (and even
triple) agents are still rare, but they're hardly unheard

of. Whether a character is sent to infiltrate or develops
divided loyalties, Double Agents have a lot to keep track of.

Primarily, they have two factions: their current faction,

and their “true faction” where their loyalties actually lie.

By default, Double Agents use their current faction when
determining careers, restriction, tariffs, etc. If they wish, they

can use their true faction in its place, though this is risky. Any
rolls involving your true faction double their complication range.
(So a complication range of 1 becomes 2, a range of 3 becomes 6,
and so on.)

In a Wilderness of Mirrors campaign, Double Agents have two different
handlers, one each for their current and true factions. When giving out

covert objectives, the true faction handler will be cognisant of the Double
Agent’s need to protect their cover; this may require altering covert objectives.
GMs are encouraged to use their discretion.

If a Double Agent’s current faction becomes suspicious, it will take steps to
ascertain the character’s true loyalties. And of course, if their cover is ever
blown, a Double Agent can no longer use their current faction when
making rolls. Though, that’s likely the least of their concerns.
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ALIENS OF THE
HUMAN SPHERE

In the Infinity Corebook,
characters are assumed to be

a Dogface on a roll of 19-20,
but sourcebooks like this

one offer additional options.
Players can either use the

alien types appropriate for
their faction — Als, in ALEPH’s
case — or with the GM’s
permission, choose from the
available Alien host types. Note
that choosing the latter option
will almost certainly determine
your faction and heritage. If you
want to play a particular sort of
alien, you have to start where
they're found.

PLAYTEST TIP
ALIEN HOSTS

If you rolled an Alien host

in Decision One, and if the
Lifepath reveals that your
heritage is ALEPH in Decision
Two, you are an Al; roll on the A/

Host Table (p. 55).

OFTIONAL RULE

LHOST BUDGET
With the GM’s approval, if you
would receive an Lhost when

working a career,you can
instead receive 8 Assets, usable
only on Lhosts. If these Assets
are not spent before the end of

Decision Nine, they are lost.
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CHAPTER 3

Whether humans, Posthumans, or Aspects, ALEPH
values thoughtful flexibility in its agents. But when
it comes to outfitting them, the Al tends to trust

its own cost-benefit analyses over a given asset’s
whims. ALEPH careers are heavy on the Analysis
skill,and while they feature a lot of high-value gear,
they tend to have lower than average earnings.

ALEPH characters may roll on the Basic Career Table,
spend 1 Life Point to pick a career from the Basic
Career Table, or spend 1 Life Point to roll on the
ALEPH Faction Career Table. Additionally, whenever
they would normally determine a career event they
roll on the ALEPH Faction Career Event Tables to
determine which Career Event Table to roll on the
following table.

ALEPH FACTION CAREER
EVENT TABLE

D6 CAREER

1=3 ALEPH Career Event Table
4 Adolescent Event Table A*
5 Adolescent Event Table B
6 Adolescent Event Table C*

Y Infinity Corebook, p.56-58
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13-14
15-16
17-20

ALEPH FACTION

CAREER TABLE
CAREER

Special Forces!

Intelligence Operative!

Diplomat!

Politician®

Bureau Toth Agent??

Sophotect?

Dasyu?

Neo-Scholar

Tactical Remote Presence Pilot
Psychosanitary Risk Evaluator
Financial Security Commission Analyst?
Quantronic Quality Assurance?

Deva Functionary?

Posthuman Savant?

Roll on Faction Table of Your Choice

 Career from Infinity Corebook.

2 Career has a prerequisite of belonging to this
faction. You can’t hazard this career unless you're
of the matching faction. If you roll into this career,
you automatically fail your defection check. You
ca