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Connecting JackPoint VPN …
… Matrix Access ID Spoofed.
… Encryption Keys Generated.
… Connected to Onion Routers.
> Login
****************************
> Enter Passcode
****************************
… Biometric Scan Confi rmed.
Connected to <ERROR: NODE UNKNOWN>
“ Disbelief in magic can force a poor soul into believing in government 
and business.”

Welcome back to JackPoint, 
omae; your last connection was 
severed: 4 hours, 15 minutes, 
16 seconds ago

Today’s Heads Up
Scan the Street Magic tag for a 
refresher course on how magic 
makes our lives safer and sim-
pler—or is that more deadly and 
complicated? [Link] [Guests]

Incoming
*  Clockwork and Picador are scraping together some fun facts on the latest guns, toys, and ve-

hicles. [Tag: Arsenal]
*  Just back from a working vacation in a nice, quiet, secure, gated community? Review your 

fave biz zones here. [Tag: Corporate Enclaves]
*  Ready for an upgrade? Before you risk your parts with that shady cyberdoc again, check out 

our upcoming primer on personal technological enhancements. [Tag: Augmentation]

Top News Items
*  Gaeatronics is denying reports that sabotage was the cause of a power outage that struck parts 

of Seattle and the Salish-Shidhe for several hours last week. Other sources indicate the clean 
energy corp has doubled security around its new geothermal taps in the Olympic peninsula. Link.

*  The great dragon Rhonabwy signed a contract with Evo’s MetaMatrix to publish a new daily 
music review blog, “Soothing the Savage Beast.” Link. 

*  Yet another researcher has died in an attempt to explore the “Dunkelzahn Rift” in 
Washington, DC. Doctor Miguel Echavarria astrally entered the rift in a bid to claim a Draco 
Foundation prize yesterday, confi dent that he had devised a “fool-proof” way to return to 
his body. Several hours later, when he failed to return, his body entered a coma; he was pro-
nounced dead this morning. Link.

*  Russian offi cials have been indicted in the cover-up of a missing fl oating atomic power plant. 
According to reports, the vessel carrying the reactor has been missing for “well over a year,” spur-
ring outrage among environmentalists who fear this may lead to a “fl oating Chernobyl.” Link.

*  There’s a buzz brewing in the Nexus over some new secret research project cooked up be-
tween Manadyne and Mangadyne. What do a magic research outfi t and a Matrix design and 
security corp have in common? Link.

42 users currently active 
in the network

Latest News
*  <sticky> This private p2p MoSoSo 

network is still in beta-test, so 
pardon the mess and report any 
glitches to me. — FastJack

*  <031670> Sorry about that AR spam 
virus that got loose in the network. 
The SpamWitch fi lter zigged when 
it should have zagged. If anyone 
wants to kick me in the head for it, 
be my guest. I think that’s the only 
way I’m going to get that jingle out 
of my brain. —FastJack

Personal Alerts
*  You have 47 new private messages
*  You have 6 new re-routed, anony-

mized, sanitized messages from 
“<unknown>”

*  You have 1 priority message from 
“Mom”

*  You have 4 new responses to your 
JackPoint posts

*  2 personal profi les in the imme-
diate vicinity meet your search 
agent’s parameters

First Degree
Netcat, Beaker, and Nephrine are 
online and in your area

Your Current Rep Score: 38 
(97% Positive)

   Current Time: April 11 2070, 0403

JackPoint Stats___

Street Magic___________
Invited Guests

<none>

Posts/Files tagged with 
“Street Magic”:

* The Awakened World
* Magical Goods
* Spirits of the Sixth World
[More]
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