The Trustees
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The Trustee emblem; a stylised diadem and torc

The trustees are at once shadowy and showy, visible and unknown.  They are the eyes, ears and, when necessary, hands and jack-booted feet of the kreii, mediating their direct interest in affairs on Ochre.

The trustees are the final enforcement of kreii policy amongst the governments of Ochre, with the legal remit to enforce any and all decisions they see fit upon any and all institutions and legally recognised bodies, including the Church and the Seventh Chamber.

Uniform and Appearance

The trustees have no formal dress code; they don’t need one.  His or her Diadem marks each trustee as a breed apart.  The Diadem is a triangular implant, 30mm across, fixed between a trustee’s brows.  It is metallic red within a silver rim and as much badge as cyberware.  The Diadem is a wireless access port for an Amazing quality nanocomputer, used to control a trustee’s cyberware as well as download and upload information.

Organisation

Trustees act either alone or in small teams, often brought together for the length of a mission before being broken up again.  Each trustee is a member of a cell called a House, which reports to Command.  Each cell consists of twenty to thirty trustees, and there are approximately one thousand such cells in total.  Each cell has a senior member called a tribune.  The tribunes submit their group reports to the Inner Circle, who make general policy decisions and organise the cells for missions.

The Inner Circle comprises the decision-making apparatus of the trustee organisation.  It’s composed of three branches:

Command:

Command is in charge of the day-to-day work of the trustees, assigning missions, briefing and debriefing.

Contact:

Contact is the most secretive group, in direct contact with the kreii themselves.  They often leave the Watchtower on official business to whatever secret destinations are theirs alone to know.  It’s rumoured among trustees that they’ve even left Suryan space and travelled to Karuaika itself.  They control policy-making and receive direct input from kreii representatives.  Whenever kreii are seen in public, there is always a representative of the Contact branch near at hand.

Observation:

The Observation branch monitors events on Ochre, keeping tabs on political and military affairs, as well as other situations of potential interest and concern.  They receive reports from Church representatives working for them, as well as less-overt sources of information.  They also have another, sacred duty: they control the torcs, and much of the satellite network that allows them to function.

Society

Trustees are a breed apart, only socialising and marrying within their own kind.  The nature of their vocation is such that extra-institutional bonds are annulled and forbidden.  Within these borders, each House acts like a trustee’s family.  The House is both social and physical creation; it is, quite literally, a house.  Like a large villa, the House provides its inhabitants with everything they need, from private living-quarters to training facilities, farms and other necessities of life.  The members of the Inner Circle have a House of their own.  Menial tasks are undertaken by robotic labour; no non-trustees are allowed aboard the Watchtower, except for those unfortunate individuals that nobody knows about…

Each House has a Matriarch or Patriarch, a senior member of the House who directs its running and the affairs of the other member trustees.  However, they theoretically answer to their Tribune.

The Watchtower

The Watchtower is a large orbital station, or perhaps colony would be a better word.  It’s of kreii design, and resembles a number of thick bevelled plates stacked one atop the other.  In fact, it’s the habitat section of one of the arks that brought Humanity to Ochre, and orbits geosynchronously above the Crater, often visible after dusk or before dawn as a bright star overhead.  Each level is divided into House estates, except for Level One, which is the exclusive preserve of the Inner Circle and those who visit them.

Technology

Trustees have access to the very best technology available, from both human and kreii sources.  They are equipped with cutting-edge cyberware, have access to specialist vehicles (including the best flitters on Ochre), and even bear the best in weaponry where necessary.  The diadem allows them to interface with the kreii satellite network and download maps, current intelligence and weather reports in moments.  It also enables them to communicate with each other sub-vocally with a range of 20km.

Other Cyberware

All the standard cybernetic devices featured in the PHB are available, and always of at least Good quality.  This section is currently unfinished.  The Diadem functions as a mixture of Wireless NIJack, Subvocal communicator and Amazing quality nanocomputer, although these latter sub-devices are concealed within the trustee’s skull.

Sub-dermal weapon mounts are usually confined to needlers (usually loaded with custom tag-needles) or maser pistols.  They are generally used only by the most experienced field operatives.

Force Rod

Force weapons are the closest things to gravitic weapons in the setting.  They use the electrokinetic principle used in anti-grav and spacecraft engines to turn electrical into kinetic energy with devastating force.  Force weapons are not only expensive, but are meticulously catalogued to prevent theft.  Similar to but rather longer than the sonic, pulse and shock baton (an average length of 90cm), the force rod is a brutal weapon.  A series of potent capacitors sit ready to discharge through an EK induction ring at the weapon’s head, which is equipped with timing sensors to detect a strike.  The result is that this light weapon can hit like being run down by a fast car.  Extremely deadly and visibly violent, it is used as a psychological weapon as much as a defensive device.  An improved version with a fold-out second grip can project its kinetic strike to make a deadly ranged weapon; a slug thrower with no need for a slug.  Its output can be chosen from a number of selections and spreads, from a single stunning punch to a sudden kill to knocking down a corridor full of people.

Force rod effects (standard and advanced-melee):

Weapon Setting
Skill
Acc
Range
Type
Damage O/G/A
Act

Low
Melee-Powered
0
Personal
LI/O
d4+2s/d8+2s/d4+2w
3

High
Melee-Powered
0
Personal
LI/O
d4+2w/d6+2w/d6+1m
3

Weapon Setting
Clip Size
Clip Cost
Hide
Mass
Avail
Cost

Low
20
75
+1
2
Res
-

High*
20*
75
+1
2
Res
-

Force rod effects (Advanced ranged):

Weapon Setting
Skill
Acc
Md
Range
Type
Damage O/G/A
Act

Low
Mod-Rifle
0
F
100/200/400
HI/O
d4+2s/d8+2s/d4+2w
4

High
Mod-Rifle
0
F
100/200/400
HI/O
d4+2w/d6+2w/d6+1m
4

Wide
Mod-Rifle
0
A
10/20/40
HI/O
d4+2s/d8+2s/d4+2w
4

Weapon Setting
Clip Size
Clip Cost
Hide
Mass
Avail
Cost

Low
20*
75
+1
2
Res
-

High*
20*
75
+1
2
Res
-

Wide*
20*
75
+1
2
Res
-

*Discharging the weapon on High setting uses up two charges.  Discharging it on Wide uses three.

Masers

As well as force batons, the trustees also make extensive use of masers for public ranged work.  Again, there is an element of psychology involved.  Maser weapons are more effective than those used by conventional forces, but they’re also demonstrably alien.  The maser pistol and maser rifle, as detailed in the PHB, are available.

A Closer Look at Trustee Duties

It’s been said above that the trustees represent the kreii on Ochre, but what does that mean exactly?  Their duties break down into several distinct classes.

They observe activities on Ochre, always keeping themselves appraised of potential flash-points that could threaten stability.  Such problems include military adventuring on unreasonable scales, potentially dangerous religious skirmishes in the Church, widespread political unrest or serious economic mismanagement.

They act when such flash-points become acute problems, nipping problems as effectively as they can before they boil over. Sometimes a public announcement or private “chat” is all that’s required, sometimes less diplomatic means are necessary.  The trustees are well equipped for either necessity, being consummate iron hands in velvet gloves.

They maintain the current control-structures of Ochre.  They handle most of the maintenance duties of the global satellite system, and do a lot of data-processing work on its output.  That satellite network also monitors the population’s torcs, receiving feedback and, where necessary, issuing instructions to the device.  This latter function is very rare, and the overwhelming majority of torcs are never actively monitored; only those of people already being watched by the trustees.

Finally they maintain contact with their kreii masters, sometimes receiving instructions from them, sometimes issuing reports on sensitive matters.  In the main, however, the trustees are effectively autonomous.

In order to fulfil these duties properly, however, the trustees have one other quality that sets them apart from the rest of Humanity.  They know the truth about the Intervention.  They know that their ancestors were kidnapped from a murdered planet.  They know the kreii plan to knock over an interstellar civilisation, using human soldiers to do it.  They know that, if successful, the coup will place them in a position of unparalleled power, controlling the right-hand men of the new rulers.  They believe that it’s our best chance to survive in this dangerous Universe, and will allow nothing to interrupt that plan or endanger the ultimate goal.

