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ANOMALIES™

The Last Hope of the Solar System
OVERVIEW

2199 AD: Genetic engineers, tinkering with God’s toolbox, have wrought miracles—but the men and women who work these wonders are still human.  Mistakes are made—genetic engineering disasters—anomalies.

Sometimes, though, a mistake can save your life.

By 2199, the great problems that once plagued humankind have been eradicated by the advance of technology.  In the decades following the beginning of the third millennium, increasing economic globalization made nations less relevant.  Successors to the Internet reduced communication barriers to cyberrubble.  Hunger and disease were erased in the mid twenty-first century.  Humankind’s expansion into space, which, as Carl Sagan predicted in his book, Pale Blue Dot, required a worldwide commitment, helped to unite humanity in a cooperative effort.  Nationalism and war became embarrassing legacies of The Age of Ignorance.  With the obstacles that once limited our kind overcome, we spread throughout the Solar System.

Expansion to the far reaches of our relatively tiny System brought with it an awareness of just how big the universe is, and how small is the sum of all known life by comparison.  Truly understanding this as a people, for the first time, engendered an abiding respect for the sanctity of the miracle of our existence.  In 2199, there is peace, and life, at last, is considered sacred.

Genetic engineering has reached an amazing level of sophistication.  People are subtly, genetically enhanced to live in the diverse environments presented by the worlds and moons of the Solar System.  People who dwell in the City-Vessels that float on Jupiter’s methane seas, for instance, are sturdier to endure its tremendously higher gravity, colonists who tend the “windmills,” or Solar Particle Harvesting Stations on Mercury are less susceptible to radiation damage, and miners on Pluto, who live in endless night can see in near-total darkness.

Meanwhile...

Elsewhere in the universe, another race of beings arose, long before our own. 

We discover their existence when one of their machines enters our space.  It is what we would call a “Von Neumann Machine”—a machine designed to make duplicates of itself.  It and its spawn are also equipped to utterly destroy any life they encounter.

So begins an interstellar conflict against a truly alien enemy.  Not like us.  Bizarre to us in every way.  An enemy as devoted to extinguishing all life, including, ultimately, their own, as we are to preserving it.  It is a quest they pursue with seemingly religious fanaticism.  They seek the end of all life, and of the universe itself—the culmination of all things that is the ultimate destiny of being. 

The Solar System has no armies, no armadas, no weapons to speak of.  Why would such things be needed?  Until now.

Suddenly plunged completely unprepared into an existence-threatening war, humankind takes desperate measures to mount a defense.  But the citizens of Utopia, long strangers to the savage arts of war, make lousy soldiers.

But on a tiny moon, lost among the rings of Saturn, two people, a woman and a man, a visionary leader and a teacher, bring together a small group of unusual young people—Anomalies, whose genetic defects make them uniquely gifted, and capable, perhaps, of great things—to train them and forge them into a weapon for humankind’s salvation.

Sometimes, a mistake can save your life. 

They may be our only hope.

ANOMALIES.

ABOUT ANOMALIES

A positive future.

AMOMALIES is set in an optimistic, hopeful future.  Post-apocalyptic, dystopian “Road Warrior”-style portrayals of the future have become far too common in science fiction in recent times.

Real kids.  Real lives.  Some things never change.

Though ANOMALIES is set in the future, the characters will face many of the same conflicts and issues that all of us faced at one point or another. 

Romance.

ANOMALIES is largely about kids at the height of the greatest period of change in their lives, puberty.  Romance is suddenly an issue for these kids, one that must be dealt with, carefully and sensitively. 

Real science.

The ANOMALIES series will start out using real science, and reasonable extrapolations of existing scientific concepts—no faster-than-light travel, no teleporters, no light-sabers.  As the series progresses, the real science will evolve—logically—into more speculative quantum theory-based science, allowing for more fantastic, bizarre events.

Computers.

At the beginning, there is the Solar Net, many generations beyond the Internet.  As the story progresses however, we discover the universe-wide Net of the Enemy—the Infinity Net.  Its role in the destiny of the universe cannot be overstated.  Bit by bit (and byte by byte), the ANOMALIES discover that the universe itself is a vast computer, that the organization of energy, including all matter that exists, is in fact a codification of data that holds the key to the fate of all existence.  The Enemy wants to reprogram the universe, to achieve their goals...

Strong characters

A disparate primary cast, literally worlds apart at the beginning, will create an electric relationship dynamic.  Not stereotypes—people real enough to recognize.  Not the usual cliché dysfunctional people—merely different.  Strong female characters, including the woman who is the military leader of the Solar System and founder of the ANOMALIES. 

ANOMALIES CHARACTERS

Elinda June – “Ellie”   Pale-skinned black woman, leader type.  High ranking “military executive,” visionary, founder of the Anomalies. 

Shot With Two Arrows – Doesn’t like being called by anything but his whole name.  Will settle for “Two Arrows,” but only from Ellie.  Native American, the type who always seems to find a way to accomplish an objective.  Perfect body/muscle control, trainer of the Anomalies, possibly in love (secretly) with Ellie who’s somewhat older.

Adora Hunnewell – “Honey”   A slightly trashy, low self-esteem type.  Energy mover – at first, small, influencing random number generators, etc., will later become very powerful energy-wielder/transmuter. 

Giselle Smith – “Gazelle”   Black, from islands?  Calm, contemplative, philosophical type, has conscious control over her metabolism, can “run hot,” allowing her bursts of high-energy or rapid movement.

Graham McBeth – “Graymatter,” or “Gray”   White middle class, worrywart, insecure type. Brilliant, photographic memory, computer skills, computer-like mind.

Andru Spivak – “Spy”   White, a little lazy and self-indulgent, a (mild)  reprobate-with-a-heart-of-gold, mild ESP/psi-powers, will later grow stronger.

Nobuto Aw – “Owl,” or “No-doze”   Noble, wise, strong, mysterious type, never tires, limitless endurance (to the end of his body’s theoretical energy supply), never sleeps, “walks by night and knows many things.”

Aziza Assad – “Sizzle”   Middle Eastern, somewhat loud and brassy type.  Radiation proof.

Wendy Ing – “Quads,” or other muscle-name nicknames, i.e., “Glutes”   Chinese, self-conscious type, thinks she’s unattractive because of her muscular body, extremely strong.

Sam Stern – “Samson”   White, poor background, gentle, caring type, but no flower child wuss. If it’s you and one other against three hundred Hell’s Angels, pick Sam.  Extremely strong.   

Chandra Singh – “Sync”   Indian, artsy type, visualizer/navigator.  Can perfectly sense directions, has amazing spatial sense.

Terrill Ben-Zvi – “Turtle”   Jewish, centered, solid type.  Sturdy, hard-to-hurt.  Will become virtually invulnerable.

Ianthe Aposporus – “Eyes”   Greek, curious, nosy, busybody gossip type, can see entire electromagnetic spectrum.  Loves it.

Sue Ristic – “Sticker”   White, upper middle class, aggressive, almost a militiaman type, perfect body/muscle control, no martial arts skills at first, but learns amazingly quickly, perfect aim.

Renaldo Concepcion – “Wrench”   Mexican?  Fun, happy, high-energy-type, a George Carlin style joker.  Instinctive knowledge of machines.

Joe Hama – “Yakahama,” or “Yak-yak,” or “Yakky”  Japanese, slightly neurotic type, incredible ability with languages.

Melody Boniface – “Bo Peep”   Moorish/French,  practical, tough, leader type, could grow up to be another Ellie – or, gone wrong, a Mussolini.  Mild ESP/psi-powers, will later grow stronger.

Rowena Sue Castleberry – “Idjit”   White, very plain (unusual in 2199, with genetic engineering), a somewhat unhappy, troubled type.  Mild empathic powers, later becomes very empathic, with the ability to read and influence others’ dreams, etc.  Capable of becoming an abuser of her power.  Later redeemed.

THE FIRST ARC

Anomalies is about a group of young adults, teen-agers and kids, each an accident of genetic engineering, each uniquely empowered, and thrust into a critical role in the ultimate universal struggle between life and death.  Anomalies is the story of science advancing to a new plateau, of humankind rising to take its place among the great cosmic powers, and of the young leaders of a generation coming of age in a brave, new universe. 

Note: While the following brief descriptions necessarily focus largely on plot elements, Anomalies will be very much a character-driven story.  The conflict against the aliens is the background, and the human drama of the young heroes is the real story.   

Part One:

Life in the Solar System is near-utopian in 2199 AD.  On various Solar worlds and moons, a small number of unique individuals, mistakes of genetic engineering, live their young lives. Some enjoy an advantage because of their specialness, some pay a daily price for being different, but every one of them has hopes and dreams for the future.  Their futures, however, change abruptly when an alien machine enters Solar space, and begins replicating itself using raw materials mined from asteroids.  In swarms, these machines then begin destroying any living things they encounter.  The Solar System is unprepared for an attack—the military has more members in its band than soldiers in the field.  It’s time for desperate measures.

On a moon hidden among the rings of Saturn, Military Executive Elinda “Ellie” June assembles a group of Anomalies whose special talents might be of use against the enemy.  They include brilliant Graham McBeth, who’s quickly nicknamed “Gray,” or “Graymatter” by the others, Sue “Sticker” Ristic, whose precise muscle control and perfect hand-eye coordination give her deadly aim, Nobuto Aw, who never sleeps, and is called “Owl” or “No-Rest,” and a dozen or so others, ranging in age from twelve to twenty, from many different backgrounds literally worlds apart. The serious purpose for which they’ve been gathered tempers their behavior to some extent, but they’re still young.  Most get along.  Some don’t.

The Anomalies’ trainer is Shot With Two Arrows, a seemingly ageless man of Native American descent.  Sometimes he seems as young as they are, but at other times he seems almost grandfatherly.  Like Sue Ristic, he has near-perfect control of his muscles, but he has used that gift to develop mastery of a variety of fighting skills.  He’s no harsh taskmaster, and yet, it’s hard not to do what he asks.  He’s one of those people you just don’t ever want to let down.

Well before they’re ready, the Anomalies are thrust into action defending the ancestral 

Homeworld—Earth.  The enemy machines are powerful and adaptable.  They evolve quickly in response to the threats posed by the Anomalies.  They possess a sinister, cunning Artificial Intelligence, and worse, as Earth’s young protectors soon discover, they’re kept informed and guided by means of the Infinity Net—an alien, telemetric computer network so vast and so sophisticated that it defies imagination.  The battle to save Earth that takes place in interstellar cyberspace as well as in an up-close-and-personal test of muscle, guts and will. 

When the first great battle is over, the Anomalies are winners.  It brings them together.  It strengthens them.  It also scares them.  None of them ever thought it would be like this...    

They know it’s just beginning, and they know how much of it is up to them.  It’s a heavy responsibility for such young souls, each of whom has another relentless, pressing engagement—growing up. 

Part Two:

Not content to sit tight and wait for another attack, Ellie leads her young commando squad out into the Oort Cloud, at the very fringes of Solar space, on a sortie to intercept the aliens.  In these outer reaches of humankind’s explorations, they encounter the best and worst of our kind—the hardiest of pioneers, here to explore and develop new regions, and the dregs of civilization, here to escape the law, responsibility, or the “tyranny” imposed by a well-ordered society.  Their search for an alien staging area takes them to the most corrupt worldlet in the Cloud, Vegas Rock.  Then, acting on information extracted expensively and with difficulty, they first visit Millworld, a factory planetoid that supplies much of the Cloud with hardware, and then, Wasteworld—literally a massive ball of scrap, slag, tailings and trash.  There they find not only alien machines, but the aliens themselves.  Long ago, it seems, alien reconnaissance discovered our kind, and though we were far behind in terms of development, they could see within us the potential for determined resistance.  Anticipating trouble, the aliens sent out reinforcements—a powerful force of living warriors—not far behind their first wave of automated war machines.

New-recruit Anomalies, including Giselle “Gazelle” Smith, whose conscious control over her metabolism allows her incredible bursts of speed or high-energy activity, amazingly strong Sam “Samson” Jackson, and Terrill “the Turtle” Ben-Zvi, a stocky, sturdy, and durable Jovian, face their first challenge.  All of the Anomalies face an alien race for the first time.  They’re truly alien.  Not like us at all.  And, therefore, difficult to predict, impossible to understand.  But understanding their bizarre frame of reference and comprehending their thought processes are key to cracking the Infinity Net—and the secrets of their power.

On the strangest world in the remote outback of the Solar System, the Anomalies fight their second great battle.  They’re sold out by fools, aided by unlikely allies, and, in the end, entirely on their own against a vastly superior army.  But they were trained by a man whose mantra is “find a way”—and, ultimately, they do, driving away the alien horde, and coming one step closer to the secret of the Infinity Net.   

Part Three:

Ianthe “Eyes” Aposporus, who can see the entire electromagnetic spectrum, and Joe “Yakky” Hama, gifted with a phenomenal ability to learn languages, finally break the mystery of the aliens’ tongue.  They recover a message, transmitted in the X-ray spectrum, which reveals why the aliens so urgently seek our destruction.  It is clear that they believe we are at a watershed moment of our evolution, about to enter a new epoch of power.  They believe that if they do not destroy us quickly, we may soon gain the power to thwart their universal anti-life quest—and perhaps even eradicate them, leaving their horrible work undone.

When our great breakthrough happens, it doesn’t seem like much at first.  Two of the Anomalies, Melody Boniface, called “Bo Peep” by the others, and Andru “Spy” Spivak each experience a sudden increase in the effectiveness of their abilities.  Before, each had uncannily high ESP test scores, and each occasionally seemed to be able to sense things going on in other’s minds—which sometimes caused trouble.  But suddenly, one day in training, they become aware.  First Melody, then, as if he were catching on from her, Andru.  Suddenly, they see with their minds’ eyes clearly.  Suddenly they can peer into other people’s minds at will, sort through the jumble of thoughts, and glean useful information.  And, they find, they can plant thoughts in others’ minds, effectively influencing them.  Once a thought has been planted, who could guess that it was not his or her own?

Ellie attributes it to Shot With Two Arrows’ training, which is all about getting in touch with, and getting control over your mind and body’s entire potential.  Another Anomaly, Rowena Sue Castleberry, previously gifted with an unsettling knack for being somehow able to sense emotions, even when well-hidden, also makes sudden progress.  Suddenly, she seems to see into the id as clearly as Melody and Andru see into the conscious mind.  She finds she can see into dreams, and even live them with the dreamer, subtly influencing them.  Disliked before, she soon becomes unjustly feared and hated.  The other kids, who paranoically suspect her meddling in every dream they have, take to calling her “Idjit.”

Graham’s analysis of these phenomena begins to open the lockbox of quantum science, igniting a revolution in technology that will forever change the entire course of human history.  But, the aliens cannot, dare not allow this huge technological advance to develop.  They attack with unprecedented fury, using incredible weapons and strategies previously unseen.  It becomes clear that the first alien machines and alien warriors the Anomalies encountered arrived in our space by conventional means, after traveling for centuries.  The new forces arriving left their home mere Terran days ago, overtaking the vanguard with quantum technology-based transport they only recently developed.  Though they beat back the new enemy offensive, the war has taken on a new, higher degree of difficulty.

This is also the beginning of great trouble within for the Anomalies.  The “physicals” lose trust in the “mind-messers.”  Seeds are sown for the self-destruction of the Anomalies, and ultimately of the System itself.  

Part Four:

Melody proves to be an exceptional mind-messer.  She finds herself limited only by her mental capacity.  Too much information pours into her mind when she opens the lid of her mind’s eye. She covets Gray’s computer-like brain. If she had his ability to process data...!

Gray begins to find himself falling in love with Melody.  There have been other romances among the Anomalies, no big deal—but this one seems different, somehow.  It’s the two of them against the Anomalies, the aliens, and the entire System.  Gray feels like he’s falling down a well, ever more desperately, helplessly, obsessively into her power.  Rowena, the “Idjit,” it turns out, is causing this.  She’s being forced by Melody into twisting Gray’s emotions by shaping his dreams.  Finding this out doesn’t help.  Gray is soon Melody’s slavish creature, her human hard drive.  She uses his brain to expand and heighten her power.

Meanwhile, the aliens have begun a more insidious campaign.  Astonishingly, human supporters of their anti-life quest begin to emerge.  Collaborators.  Traitors.  And, at the same time, the aliens’ attacks grow ever stronger, and ever more devastating. 

But the greatest threat to the Solar System is now Melody.  Before they can battle the aliens, the Anomalies must first deal with one of their own. 

THE STORY FROM HERE:

Melody will be redeemed, proven to be a victim of manipulation by the aliens.  The Anomalies will face a variety of threats from within and without.  They’ll grow up.  The aliens will finally be not so much defeated as won over to the side of life.  The Solar System will be forever changed, becoming a New Solar Republic, which will, through the Infinity Net, take its place among the universal community.  Children no longer, soldiers no longer, the Anomalies’ place within the New Solar Republic becomes akin to Arthur’s Knights of the round table.  Ellie marries Shot With Two Arrows, and almost everybody lives happily ever after.

Most people still can’t stand Idjit, but they tolerate her.

