Types of IC:
     White:   Access-   (Immobile) The lightest Intrusion Countermeasure.  It just blocks your path and 

                                           may look like anything of that nature (Stop sign, wooden horse, guard...).  It is

                                           defeatable by just about any program.  

                                            If attacked by "Slow" Access will not be able to issue an alert if the Decker

                                            fails to damage.  On it's next turn Access will try to set of an alarm.

                          Barrier-  (Immobile) Barrier is a solid lock on a Node (Pad lock, Maglock...).  Barrier can

                                           be defeated with Sleaze or destroyed with an Attack utility.

                                            Barrier reacts to "Slow" just like Access.

                          Scramble-  (Immobile) Found in Datastores or on individual files.  It can resemble anything

                                              that the GM wants.  Scramble can be defeated by Deception or crashed by an

                                              Attack utility.

                                              Instead of trying to sound an alert Scramble will try to destroy the data that it's

                                              protecting.



                 Scramble reacts to "Slow" just like Access and Barrier.  

       Gray:     Acid-  (Immobile) This IC attacks the Decker.  Instead of damaging the actual deck it 

                                      reduces the CPU's rating.

                           Blaster-  (Mobile) Attacks the deck.  Just a basic fighting IC.

                           Tar Baby-  (Immobile) This Gray IC resembles White IC, but when an attempt to destroy it

                                               or fool it fails it crashes...  Taking the decker's utility with it.  

                                               The crashed utility must then be reloaded from Storage.

                            Tar Pit-  (Immobile) This program is just like Tar Baby except that it destroys all copies of

                                            of the utility that the decker used.

                                            The crashed utility cannot be reload from Storage.

                             Trace and Report-  (Mobile) Trace attempts to find the Decker's entry point into the

                                                               Matrix and report it back to the System's controller (thereby alerting

                                                               the company).

                                                               When Trace is activated roll it's rating vrs. the Decker's Anti-V. rating 

                                                               plus his or her Mask program rating (If they have that program).  The 

                                                               Trace IC will locate the entry point in 10 rounds divided by the 

                                                               number of it's success's.  If the Trace fails to find the entry point  (the

                                                               vrs. roll) it will try again on it's next turn.

                                                               Trace can be defeated in combat just like White IC, or use "Relocate"

                                                               to head of the IC's trace...  Sending in on a wild goose chase through

                                                               the Matrix.

                                                               If the Decker leaves for any reason during combat the IC will not 

                                                               follow.  It won't need to because if it's currently operating that means

                                                               it will soon know where you are in the real world.

                             Trace and Dump- (Mobile) This type of trace works just like Trace and Report except 

                                                             that it also forcefully logs the Decker out of the Matrix.  This will leave

                                                             the Decker disoriented for a while.  Giving the Company a little bit of 

                                                             time to get to the Decker's position in the real world.

                             Trace and Burn- (Mobile) This type of trace works just like Trace and Dump but also

                                                            tries to fry the Decker's Cyberdeck.  If the Trace succeeds the IC must

                                                            roll it's rating vrs. the Deck's CPU and the Deck must do vice-versa.

                                                            The Deck's Anti-V. program gives it automatic successes in this case.

                                                            Whichever comes out ahead wins.  The Trace and Burn IC will not try

                                                            to fry the Deck twice.

       Black:       Black- (Mobile) This is the ultimate Killer IC.  It fights just like Blaster IC but for one 

                                          exception...  It does damage to the Decker directly (Leaving the possibility of

                                          death).  

                                          Black IC requires a trigger.  It hides behind other IC until attacked, then it springs                                                           

                                          forward.  If the other IC is tricked by "Deception", "Sleaze", or another utility then

                                          so is the Black IC.

                                          Black IC with follow the Decker anywhere in the Matrix once activated.  The 

                                          Decker can try to Jack out of the matrix but must roll his or her CPU rating vrs. 

                                          the Black IC's rating and the Black IC then rolls it's rating vrs. the Decker's CPU

                                          rating.  If the Decker wins then he or she jacks out and is safe.  If the Black IC 

                                          wins then it causes one block of damage for each extra success above the 

                                          Decker's.
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