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12. Prologue


One of my last thoughts, strangely enough, was that if I survived the accident, my daughter would never let me live it down. 

She had been arguing for a couple of months that my attention lapses made it unsafe for me to drive, and I argued every time that she still had more accidents a year than I'd had in the fifty-odd years I'd been driving. I had had a spotless driving record for my entire life, and even at seventy-three I could still escape from a skid without more than a quickened pulse. She was right about my attention, though; it had been going as I got older. I used to be sharp as a tack, but I suppose that this tack had been pushed into a few too many ten-page religious pamphlets to have the point that it once did. 

It was this that ran through my head -- all very quickly, mind you -- as I stared into the lights of an offensively large SUV (a Suburban, I momentarily thought. Why would anybody in the suburbs need a car that damn big?). I also had enough time to realize that I had lapsed and run the red light as I watched the SUV barrel down Route 355 and straight toward my car. I felt the impact more than I saw it, and soon I was white-knuckle gripping the steering wheel as my car spun full-circle across the lanes of Redland Road. My life didn't so much flash before my eyes as my daughter did, a sort of “I told you so” look in her eyes. I had just enough time to curse anyone who'd ever owned an SUV and see the wall of the nearby housing complex's gate speed toward my window and then everything went white. 




I woke up dead.




I wasn't in my body, as such. I've always tried to keep an open mind about this sort of thing, so I wasn't really sure what to look for. My first inclinations were to look for either a guy in white robes and angel wings, a white light, or the rotten-egg smell of brimstone. I was rewarded with nothing but pitch darkness at first, but that was all right; I was ready for oblivion too, thanks to that Neechy bastard. 

Before too long, I began to make out very vague shapes. Vague forms shifted in the space around me, slowly becoming more distinct as though my eyes were adjusting to low light. A sound, too, began to make itself apparent to me; a low murmur reverberated through the air. I felt myself, or what there was of me, and slowly twisted my way through the air. I didn't know where I was going, but it felt good to move again. I could almost feel shapes of other things sliding about me, and the murmuring almost seemed to make a little sense. 

One of the shapes began to wriggle away from the rest, gaining a slightly more distinct shape and moving with a bit more intensity. A white shape flashed in my vision for a moment and was hidden. The shape got larger and moved more intensely, and I was gripped with a sudden fear. I tried to make noise, but did not yet know how. I tried to twist away, but I could not seem to move quickly enough to get away from the shadowy form. It grew larger and larger, taking on monstrous shapes and writhing in front of me. Then I saw the white flash again, and it flew toward me. I froze. 

It was a brochure. 

The shape stared at me, holding the brochure and waiting for me to take it. Hesitantly, I reached out a pseudopod and obtained the white piece of folded paper. The shape wriggled back into the mass and vanished from sight. I was left gazing at the brochure, which was now subsumed into my 'body'. With no better idea, I unfolded it and began to read. 



Life need not end at death! 

So you've died. A tragic loss, to be sure; never again will you hold the hand of your loved one, feel the breeze on your face, or bite into a juicy steak. Or will you?
Depending on your life record, you may be eligible for a unique and incredible career in fate management here at Powers-Thattby Inc.! The living world needs a guiding hand, and we at Powers-Thattby Inc. provide that hand via a wide array of talented and individualistic staff taken from all walks of the Afterlife! Our agents have the rare opportunity of walking among the living, experiencing the joys and sensations of life and simultaneously maintaining the delicate balance of destiny! This could be you! 

What will your career be at PTI? That depends on what you make of it! Would you like to be a Guardian Angel, or perhaps the proverbial wind from a butterfly's wings that sets about creating a great storm on the Pacific Ocean? All of these assignments and more are available to you if you apply to Powers-Thattby.
It's easy, and what do you have to lose? Just bring this brochure into our offices and we'll waive the application fee! 

Powers-Thattby, Inc.
Making it Happen. 

Game Premise

Powers-Thattby, Inc. is going to be a light-hearted mission-based game grounded in the tenets of high adventure and low-level fate management. The PCs are all employees of a corporation that controls the fate of the world, and they will be facing danger, adversity, and goofy circumstances to get their job done. 

Powers-Thattby will be a silly game, but also a creative one. The players will have a great deal of influence over the world, and I will be working with them to create chain-reactions that will increase both the adventure and the humor of the game. Powers-Thattby is still under construction, and I would welcome players' opinions concerning presentation and planning ideas. PTI will likely be a one-shot, but I will happily extend it if the players wish. Since the game will occur within a company, individual employees can certainly break away from their “party” to continue on in further campaigns. 

As things stand, the game will use a modified version of the Guardians of Order's “Tri-Stat” system, drawing most of its concepts from the Big Eyes, Small Mouth system. Character creation will be way easy. 

If you have comments and suggestions, please leave them here!

Who's Who at Powers-Thattby, Inc.



Them 

· Even among their employees, They are practically a myth. The dual entity known usually as Them is the directive and drive behind Powers-Thattby, Inc., and its namesake as well. Rumors fly wildly within the company concerning its CEOs, and They are not the sort to go out of Their way to debunk them. Employees will periodically come into contact with Them, but seldom can give a terribly coherent description of their experience and do not tend to remember what They look like. Such employees are generally quite awestruck and will eagerly attempt to gain further audiences with Them, but will usually fail. Even the Board of Directors seldom speak directly with Them, receiving missives in cryptic and peculiar ways. 

Why They are the arbiters of the Waking World's fate is not at all clear, and their decisions often seem quite devoid of reason, but no one in the company has any doubt that Powers and Thattby are the man and woman for the job. 



· Alicia Powers - Chief Executive Director of Ordinance

· Robert Thattby - Chief Executive Director of Perseity 



Board of Directors 

The Board of Directors is the core governing body of the company. The BoD always consists of five members, who come and go in a cycle unbeknownst to the employees of the company. It is unclear precisely how much of their governance comes from the BoD itself and how much is controlled by missives from Them, but the members of the BoD are the effective leaders of the company to most employees. 



· Yeshua Di'Nazareth 

Probably the most well-liked and influential of the BoD members, Yeshua is in the middle of his term as a director. He is confident and kind, and has a peaceful demeanor but a very firm hand. He is an excellent listener and an expert speaker, and takes the most active hand in the company out of all of the BoD. Some suspect that he is becoming too attached to tradition, as he has resisted making certain changes in fate that would have moved the Waking World on. Still, Yeshua remains one of the most level-headed directors and definitely the most popular. 

· Broderick Satvah 

Referred to as “Buddy” by his fellow directors and some high-level employees, Director Satvah is possibly the most mellow and peaceful of the BoD. Although he is often reluctant to speak up, it is usually because he does a great deal of thinking before doing so. His insights will generally be the most thought-through, and it's said that no decision made by Satvah has ever led to violence. This is impressive, as most movements of fate involve some conflict or another. 

· Alison M. Hamad 

Even more confident than Director Di'Nazareth, Director Hamad ("Allie", to fellow BoD members and no employees) is a force to be reckoned with. She is not adverse to violence, and will willingly use it to defuse a situation, but if she does so, then it is likely to be solved very quickly. Unfortunately, this viewpoint is fairly unpopular with much of the company, and Alison is rather unfairly judged by many. Despite this, she is quite intelligent and actually very friendly. She and Yeshua get into arguments frequently, but it is often speculated that they might be lovers, as both seem to be inordinately happy once these arguments are finished. 

· Kestrel Amaranth 

Kestrel's time as a Director is waning, and she is very unhappy about this. She has been with the BoD longer than any of the other directors, and longs for the 'old days' when violence was really the only good way to solve anything. Unlike Director Hamad, Kestrel would rather bitch about the current state of things than work with it. She is cunning and actually very effective, but her synergy with the rest of the BoD is waning. 

· Maasha Medea 

The newest BoD member can often be quite frightening. She is almost certainly the most intelligent of all of the Directors, and very capable of analyzing a situation while embroiled in it. She does not generally curry physical violence herself, but can use the violent machinations of the other Directors to great effect if she participates. Medea has an eye for company politics, and has already quelled several disturbances within the company with frightening efficiency. She can, however, be as effective an ally as an enemy. 



The Other Them, aka AntiFate 

The Bad Guys. Plain and simple, the Corporate Afterlife is a world of Them vs. Them, and AntiFate is the Them to Them. 

Ok, confusing. Start over. 

As the Afterlife is a relatively abstract place, few employees of PTI are aware of any “outside world” other than the Waking. Those who are aware know only of the one other corporate force in the Afterlife, and that force is AntiFate. So far as anyone can tell, the only purpose of this shadowy corporation is to oppose Powers-Thattby in every fated venture they attempt. Employees of AF are very similar to PTI employees, but typically have a few tricks up their sleeve that PTI employees don't. This makes them a formidable force, and great pains are taken to counteract their effect on PTI's effects on the Waking World. 

AntiFate's most fearsome weapon, however, is The Name. If anyone speaks of AntiFate directly, an AntiFate eye is opened in the area. AF employees tend to zero in on places where The Name has been spoken, and events in that area can be monitored up to two weeks later (so far as PTI spies can determine) by AntiFate. As such is the case, Powers-Thattby policy strictly prohibits its employees from speaking or writing AntiFate's name, especially in PTI HQ. The colloquial term that sprung up some time ago in PTI for AntiFate is “The Other Them", naturally presuming that Powers and Thattby are the original Them. Since then, “The Other Them” has become an official term for AntiFate, and “T.O.T.” is a widely accepted acronym thereof. 

Be aware of them, and beware them. And never say The Name. 



Oracle 

Rumors have been flying around about another Corporate Entity in the Afterlife. Stories have been circulating, now more than ever, about unrecognized employees who are simultaneously incapable of lying and incapable of telling the truth straight, and who can look into the future and know things that they shouldn't possibly know. Rumors indicate that the BoD is concerned about this, but the Directors themselves, of course, deny it. Whatever the truth is, no memos have been issued, and the existence of this so-called “Oracle, Inc.” is not officially recognized. As such is the case, PTI employees are expected not to believe anything they hear. 

Especially if it is from a riddle a stranger told them.
The Rules Made Simple
The Rules for Everything
AQ/RQ/Stat + diff mod + other mods = TN

TN – 2d6 = DoS

What that means:

AQ/RQ/Stat – Is decided by the Game Director (GD). Actions using one of the three stats will be directly related to it; Corporal might be used to open a heavy door, Mental might be used to figure out a puzzle, and Spiritual might be used to resist mind control.



AQ is the active all-purpose stat, used for combat. RQ is the reactive all-purpose stat, used for defense.

Diff mod – The difficulty modifier. Will be positive for easy tasks, negative for difficult ones.

Other mods – Aptitudes, your Power rating, and extended effort can affect the difficulty of a roll. These are all modifiers.

TN – Target number; the number under which you wish to roll 2d6. The higher, the better.

DoS – Degree of Success. This number is how well you accomplished a roll. If it is negative, it is how poorly you failed it. The higher this number is, the better; anything with a DoS of three or greater is considered a full success, while a roll with a DoS of one barely succeeds.

Ok Smart Guy, what about Combat?
Powers-Thattby, Incorporated is not a combat game. Although many altercations will likely ensue, they should be awkward and difficult. All combat actions are as other actions. Initiative is rolled as a straight AQ check, and those with the highest DoS go first. Damage is determined by the Game Director.

Employee Resources

(Character Creation)
Employee Registration Process 

1. Choose a Name 

2. Choose an Alignment - Ordinance or Perseity 

3. Choose a Preferred OP - Low, Medium, or High-profile 

4. Assign 30 Employee Resource Points (ERP) 

5. Calculate Derived Values 



Name
This should be self-explanatory. What your name is as an employee may not be the same as your name in life (which you will typically not remember). Think standard office name, as you will effectively be a standard office worker. 



Alignment 



· Ordinance 

You have been assigned to aid in the arbitration of the universe. You decide what happens, where it happens, when it happens, how it happens, and whom it happens to. Your powers are oriented toward the governance of natural law and when they should be suspended. You are Lady Luck. 

· Perseity 

You have been given the job of creating and destroying what must exist and not exist. Contrary to what humans believe, matter is created and uncreated, and it's your job to see to it that such things do not get out of hand. You choose what is and what isn't, and you can see not only whether the chicken or the egg came first, but why. 
Preferred OP 



“OP” stands for Ordinance of Perseity, and it is the way you are in the Waking World. You must choose whether you should be present, absent, or far TOO present, and these choices drastically affect what happens to the world around you. Although you may switch between OPs at any time in the Waking world, it costs 10 Performance Integrity and takes a full, actionless round (during which you are assumed to be Standard-Profile) to do so. In addition, you must pay one PI per round of maintaining an OP. If an employee runs out of PI while in an OP, the cost is taken out of his Corporeal Integrity (CI). Sound unfair? Here's why it's not. 

At Employee Registration, you get to choose a “Preferred OP” for your character. He feels more comfortable in this OP than the others, and gains certain advantages for it. Although switching to this OP still takes a full vulnerable round, it costs no OP to change to it. In addition, the 'maintenance fee' of 1 PI/rd is waived for this form. Choosing High-Profile is not a good idea, and a Game Director should only allow it is extenuating circumstances. 

The 3 OPs (Ordinances of Perseity) 

· Low-profile - Incorporal, visible only to other employees and pure-minded children. Anyone who can see an LP employee can interact with her as though she were SP. Though an LP employee may use powers on the Waking World, he may not touch it or be touched by it until he chooses to go SP.
NOTE: NO EMPLOYEE can visually tell the difference between an LP employee, an SP employee, and a regular person! Be very careful-- this can blow an employee's cover better than anything else! 

· Standard-profile - As a human, corporeal and vulnerable. SP is the most common OP preference and the most general-purpose one as well. 

· High-profile - Godlike, fearsome. Use highly restricted. Rolls are only necessary in this form to use subtle powers or face another HP Employee, and an HP employee may alter his size and appearance however he wishes (though particularly ostentatious or destructive displays are frowned upon by the company). 

Employee Resource Point (ERP) Allotment 



· The three Stats - Corporal, Mental, and Spiritual - are assigned 1 ERP to 1 stat point (maximum 12). 

· Corporal is physical health, covering fitness, strength, dexterity, etc. 

· Mental is mental health, covering intelligence, acuity of perception, and wit. 

· Spiritual is spiritual health, covering vivacity, guts, and willpower. 



· Powers 

· Ordinance or Perseity, depending on employee type. Each point of this costs 4 ERP and increases the target number of a Powers roll. One may also take a negative Power score for an extra 2 ERP per penalty point. Using Powers costs 5 PI (base). The Target Number which an employee must roll under (with 2d6) to achieve success on a Power roll is equal to her Alacrity Quotient plus her Power level (also adding Power Aptitude, if it is purchased). 

· All Ordinance employees may arbitrate events concerning luck and chance, to a degree. The degree of difficulty for the alteration of any luck-based event is determined by the Game Director, and is affected by the circumstances and gravity of the event. In addition, changing the outcome of events that are currently “up in the air” is easier than making a new event based on chance. For instance, making someone accidentally jostle a cup of water and having it spill on the floor is harder than making someone unable to catch a cup of water they have already dropped. 

· All Perseity employees may affect the existence of an object or being, engendering and evanescing things from and to the stuff of the universe as they wish. Naturally, more egregious and obvious engendering and evanescing can be taxing and difficult for an employee, particularly a low-level one. The difficulty of creating an object or uncreating one is dependent on its complexity. Making basic materials in small quantities is quite easy, while a complex machine would be challenging and a living creature would be extremely difficult. Engendering and evanescing actual human beings is naturally a process best left alone (or, at the very least, to high-level employees) as the difficulty is generally too high for most to accomplish successfully. 



· Similar to skills in BESM, purchasing an Aptitude increases the target number of any roll involving the mentioned skill by 2. Aptitudes cost 1 ERP each. 

· Examples: Firearms, driving, acrobatics, mathematics 

· Note - You are an office worker. You may not take more than two combat-related Aptitudes at Employee Registration. 



· Employee Benefits 

· All employees may submit up to three Carte Blanche requests (see Powers-Thattby Inc. Glossary of Terms) at the beginning of each mission. They will not know whether the requests are accepted or rejected until the game begins, and the decision is up to the Game Director. 

· For the cost of 2 ERP, the employee may purchase at Registration a Guaranteed Carte Blanche, which will be represented by a single request that will be accepted or denied immediately after its submission in each mission. If it is denied, the Game Director will provide a Carte Blanche of his choice, preferably relating to the request made. 

· For the cost of 1 to 4 ERP, the employee has a company Expense Account. He carries a check card with no limit and can access its funds at any time. The fewer ERP spent, the more restrictive the company will be about the employee's spending habits. At 1 ERP, he may only make crucial purchases, and at low prices. For 4 ERP, the party may eat out every day without consequence. 

· For the cost of 2 ERP, the employee may purchase a Power Aptitude, which will increase the target number of a specific type of power usage by two. These aptitudes must be specific. 

· Ordinance examples: Worsen attention, improve entropy resistance, worsen blow 

· Perseity examples: Engender memory, evanesce inanimate object, engender living creature 

· For the cost of 1 ERP, the employee may have a 'signature object' or 'signature action' that he is particularly good at. These actions require no roll and cost only 1 PI to perform. These actions must be classified under “very easy” in the first place, and approved by the GD. 

· Ordinance examples: enact signature action (momentary distraction, run safely) 

· Perseity examples: create signature object (knife, single bullet, 10 feet of twine) 

· An employee's Last Ditch Offensive (LDO) should only be used in times of severe duress and requires an obnoxious amount of followup paperwork when used. It costs 20 PI per round (spilling over into CI if PI reaches 0) and directs a focused beam of Power (entropy for Ordinance employees, Evanessence for Perseity employees) at any target, making a standard AQ roll. Anything within the beam takes 15 damage each round. If the beam remains focused after the first round, the attacker is at a +2 bonus to the attack roll each round to aim, as she need only sweep the beam to her targets. 

· The Charon 1000 series Cross-Veil Communication Device (see Clearance and CVCDs for more info) 

· The C1k Basic - Free - Standard folding cell phone with basic Cross-Veil technology. Most employees have this. Often gets poor reception when away from highly-populated areas. Includes uncomfortable earpiece. 

· The C1k Bug - 1 ERP - As the C1k Basic, but includes recording capabilities. 

· The C1k Compact - 1 ERP - Compact, non-folding cell phone style. Includes almost comfortable ear-piece and voice activation. 

· The C1k Whisper - 2 ERP - Ultra-compact CVCD with flip design and one-button HQ dialing and excellent reception. Cannot dial any Waking World location. Includes comfortable earpiece. 

· The C1k Last Wish - 3 ERP - Compact, non-folding cell phone design with comfortable earpiece, voice activation, and one-touch HQ dialing. Also includes vital sign monitoring; automatically requests clearance when CI becomes low. Reception to this phone can be poor, but emergency clearance requests can 'piggyback' on the reception of other CVCDs. 

· The C1k Messenger - 3 ERP - Compact, non-folding cell phone design with comfortable earpiece and voice activation. Improved reception and Paperwork-free calls to the Waking World are this CVCD's hallmark. 

· The C1k Scythe - 4 ERP - Compact, non-folding cell phone design with comfortable earpiece and voice activation. Highly improved reception will almost never leave an employee by himself. Includes instant code-based clearance requesting and monitoring/recording capabilities. Includes vital sign monitoring, and requests clearance when CI is low. 

· The C1k Boatman - 6 ERP - Maximum-featured CVCD. Ultra-compact flip design with one-touch HQ contact and activated holographic keypad for Waking World dialing. Includes one-touch clearance requesting and Paperwork-free Waking World calls, and receives reception in every service area in the Waking. Wireless vital sign monitoring alerts HQ when CI becomes low, and will request clearance automatically. Comfortable earpiece included. 

Derived Attributes 

· An employee's Alacrity Quotient is made by combining his three stats (round down). It will be rolled for most actions involving quick movement or thinking, including combat. It also represents the base damage done in close combat. 

· An employee's Reactive Differential is his AQ minus two. It is used for combat defense and other reactive rolls. 

· An employee's maximum Corporal Integrity is his Corporal Stat plus Spiritual times 5. It represents his physical well-being, and how concerned the company will be that they'll have to buy him a new body. Think Hit Points. 

· An employee's maximum Performance Integrity is her Mental Stat plus Spiritual times 5. PI fuels her powers, such as the use of Ordinance or Perseity, and will also help her maintain alternate forms without losing CI. An employee may also spend PI on a 5 to 1 basis to lower the difficulty of almost any roll. 

· TN stands for “Target Number", and it is useful to mark TNs for usage of Powers and often-used skills on your Employee Registration Form. Important TNs: 

· Fire Gun = AQ + (aptitude bonus) 

· Use power = AQ + Ordinance/Perseity + (aptitude bonus) 

Employee Effectiveness Rating: what it is and why you love it

Your Employee Effectiveness Rating, or EER, is a very important part of your employment at Powers-Thattby, Inc., as it represents the favor you have curried with the company. Anywhere from 5 to 20 EER points are generally assigned at the end of any given game session, and the amount you are awarded is generally a product of how well you performed during the assignment. Keeping a low profile, accomplishing as much as you can manage, and keeping company expenses relatively low are good ways to earn extra EER points. Alarming the Waking, alerting T.O.T. to company activity, and hoing High-Profile during unneccesary points are all good ways to prevent a good EER for the assignment. 

When off-assignment, EER can be 'spent' (like experience) to improve your character. Unlike experience, you spend EER to submit an application for improved stats, and your application may be rejected or accepted. In this fashion, you can actually 'wager' fewer EER than would normally be expected to improve an employee attribute if you think that you have performed well in the eyes of the BoD. Conversely, if there is a stat that you drastically need improved, you may sacrifice more EER to ensure the application's success. Applicants will usually get some of their EER back if their applications are rejected, but this is at the discretion of the Game Director and egregiously obnoxious players will probably not receive the benefit of the doubt.

· Suggested wagers for attribute improvement: 

· Stat +1 - Current Stat x 5 

· Ordinance/Perseity +1 - Current Power Rating (ABSOLUTE value) x 12. If Zero, 10. 

· New General Purpose Aptitude - 5 

· New Operations Aptitude - 10 

· New Combat Aptitude - 20 

· New Power Aptitude - 30 

· GP, Ops, or Combat Aptitude bonus +1 - New Bonus x 10

Benefits cannot be permanently applied for, but employees can use EER to make special requests for one-time advantages and benefits.

· Suggested wagers for assignment advantages: 

· Single Carte Blanche - 1 to 10 EER for a reasonable request 

· Expense allotment - 5 EER for each $1000 

· Bribe to 'ignore' paperwork and penalties for red-tape-heavy actions (in advance) 

· One scene of High-Profile OP activity: 

· With no Waking present - 1-5 EER 

· With few Waking present - 5-15 EER 

· With a crowd of Waking present - 10-30 EER 

· LDO attack 

· With no Waking present - 1 EER 

· With few Waking present - 1-10 EER 

· With a crowd of Waking present - 5-20 EER 

· Saying The Name 

· In an unimportant location - 5-10 EER 

· In an assignment-relevant location - 5-20 EER 

· In a critical location - 10-30 EER 

· In PTI HQ - at least 30 EER 

Infractions and Paperwork

Obnoxious paperwork is a thorn in the side of Waking employees everywhere, but to an Afterlife employee, it is a palpable danger. Paperwork is more than just drudgery for the Fate Managers of the Afterlife, it is a force that limits the use of their powers and, eventually, their ability to move freely in the Waking World. Being bogged down with Paperwork is a very uncomfortable experience to PTI employees, and there are rules in place to illustrate this. 

The Board of Directors refers to the Paperwork put upon its employees as a “necessary evil". There are forms applying to almost everything, and what time is not spent in the Waking World by employees can often be largely eaten up by the completion and filing of the Sisyphos-esque Paperwork that can be assigned for even the smallest infraction. 



Consequences 

When an employee has paperwork to fill out, it affects his Performance Integrity. For every point of Paperwork an employee suffers from, his effective Maximum PI is reduced by one. This means if you have 20 points of Paperwork and your max PI is 50, your max PI is effectively 30 until you can reduce your “to do” pile.
If an employee's Paperwork pile (including queued Paperwork) should exceed his Performance Integrity, he is expected to leave the Waking World immediately, as employees with zero PI are not considered effective field operatives by the company. If the employee does not leave the Waking World immediately, his paperwork will continue to accrue at a rate of 1 per round (10 per minute)! Upon returning, the employee must then stay in the office until his Paperwork is completely done. This can effectively remove an employee from an entire assignment, so be very careful! 



How Paperwork accrues 

Paperwork is generally the result of infractions in the field. When an employee has done something wrong, the company will know it -- and Paperwork will be queued for assignment when the employee returns to the office. There will always be a few forms to fill out when something troublesome happens, but severe or complicated infractions will result in more Paperwork to be filled out. The following is a list of infractions and possible Paperwork (PW) consequences:

· While Waking are around 

· Talking to an LP employee in public - 1 PW/rd, more if obvious 

· Exhibiting non-Waking abilities: 

· Using a 'coincidental' power - 0 PW 

· Using a subtle, 'non-coincidental' power - 5 PW 

· Using an obvious power - 10-20 PW 

· Using an LDO - 10-30 PW 

· Going High-Profile: see below 

· Mentioning company business to a Waking 5-30 PW 

· Telling a Waking of your nature: 

· and allying him - 0 PW (although some non-penalty paperwork must be done to officialize an alliance, as well as an official meeting a Liaison Manager) 

· who is non-hostile - 15-30 PW 

· who is a threat - 30+ PW 

· Possibly alerting T.O.T. employees 

· Walking through objects and walls while LP - 1 PW 

· Giving critical information to a T.O.T. employee - 10-40 PW 

· Saying The Name 

· In an unimportant location - 5-15 PW 

· In an important location - 10-20 PW 

· In a critical location - 15-30 PW 

· In PTI HQ - 50 PW, sometimes more 

· Going High-Profile for a scene 

· With only employees nearby - 5 PW 

· With a Waking or two nearby - 15 PW 

· Near a crowd of Waking - 20-50 PW 

Dealing with Paperwork 

Leaving Paperwork to sit is, naturally, a foolish mistake to make; running out of PI can be potentially fatal and makes you lose the edge that you would normally have (and will often need!) over the Waking. Most employees will want to get it done as soon as they can. Luckily, many assignments have a bit of downtime, during which the employees will have an opportunity to clear out some of the Paperwork that they have accrued. It should be assumed that an employee at his desk can complete 1 point of Paperwork per hour, but cannot stand to work on Paperwork for more than eight hours in a single day, or more than 40 hours in a single week. Employees may be dead, but they're still people.

Clearance and CVCDs

Clearance: the secret weapon 

Many powers accessible to employees are extremely difficult, and even if they are accomplished, a stunning amount of paperwork can be generated due to their effects. Sometimes, particularly when dealing with T.O.T. employees, the need simply will arise to use employee powers beyond an employee's natural privilege. Sometimes one simply must go high-profile and transform into a fire-breathing dragon, and sometimes one must fire missiles from one's back or use a Beretta M92F as a high-performance machinegun. When things like this come up, there's always a great danger of being so bogged down by Paperwork after such an action that it will be one's last. 

To this we say: don't be foolish! Call ahead!
The Charon 1000 series of Cross-Veil Communication Devices is by far the finest in its class. Using as-yet undisclosed technology, these ingenious cell-phone-styled devices use the very force of mortality as a broadcast satellite! The C1k series delivers its very best reception when close to areas populated by the Waking, and manages to stretch its service area out to well over 60% of the earth's above-sea-level surface! Any employee needing to get ahold of PTI headquarters can do so for free with the touch of a button, and can call any Waking World telephone number for nominal fees (and Paperwork) as well! 

Need an edge? Use your Charon 1000 series CVCD to call ahead, and get clearance!
Please note: not all Charon 1k CVCDs are created equal! Visit the Employee Resources (Character Creation) page to use Employee Resource Points to make the most of your CVCD purchase! 



Levels of Clearance 



Clearance is activated for a full 'scene' at the very least, and usually extends until the reason stated for application is no longer directly engaging the employees involved. Whoever assigns the Clearance decides whether it is effective on a single employee or effective on all (employee) allies of the employee who requested it as well as the employee himself.

· Green Clearance 

Lowest level of clearance. Difficulty and cost of using powers is unchanged, but the Paperwork penalty of powers is negated for “coincidental” effects. Simple, “non-coincidental” Paperwork assignments are decreased slightly, but overt powers are still punished in full. 

· Yellow Clearance 

A favorite request of employees who consider themselves superspies, Yellow Clearance lowers the difficulty and almost negates the Paperwork for all “coincidental” uses of power. Very little else is affected, and if anything, Paperwork penalties for overt power uses seem to be even harsher than they normally would. 

· Amber Clearance 

A staple for employees wading into a potentially difficult situation, Amber Clearance is not unlike an unofficial “Carte Blanche". All powers have their difficulty lowered slightly, usually by 1 or 2. Paperwork reduction varies; Amber Clearance is really best for occasional use of defensive powers. Brief outbursts of power activity are generally written off, but steady use of powers (even small ones) begin to accrue Paperwork with very little reduction at all, if any. 

· Orange Clearance 

A brief clearance generally asked for before engaging T.O.T. employees. Orange clearance is quite powerful, reducing difficulty of all powers and the paperwork consequences thereof. It must be used very briefly, however, as even a single battle that drags will begin to accrue paperwork. Orange clearance is intended for brief skirmishes, generally lasting no longer than a minute. If a fight should take longer, it is advised that employees disengage, drop the clearance, and reconvene. 

· Red Clearance 

The most powerful general-purpose clearance, and the one with the fewest caveats. Simply put, Red Clearance makes all power use easier, all Paperwork penalties reduced, and it has no time limit or special requirements of those who use it. It is also quite challenging to convince HQ that it is deserved, as it is apparently very costly for them to implement. 

· Blind Eye Clearance 

A rare and dangerous clearance. Difficulty and cost of power use is unchanged, but the Company will disregard the events of the scene in question entirely. All records of its existence will be stricken from the Company's files, and no Paperwork whatsoever will be assigned regardless of anything that happens. Only trusted employees are capable of putting this power into effect, and it is used even less than Director Clearance, and actually talked about less than Powers That Be Clearance. It is considered a major social gaffe to mention Blind Eye Clearance, and doing so in front of a higher-up may even constitute an infraction and incur Paperwork. 

· Director Clearance 

An extremely powerful and quite rare level of clearance. It is assigned upon unanimous agreement by the Board of Directors, and is quite powerful. Although costs remain intact, all powers are drastically easier for employees to use, and the Paperwork costs are quite negligable. Only true infractions incur Paperwork at all, and even those have much smaller penalties than they normally would. 

· Powers That Be Clearance 

The most extreme clearance of them all can only be assigned by Them. Both of Them must agree to assign it, and they will typically only be asked if the Board of Directors agrees that there is no other way. When PTB Clearance is initialized, the impossible becomes negligable. NO paperwork is incurred for any action during its duration except in the most extenuating circumstances. All employees in the area are immediately placed into High-Profile OP, but it costs no PI to maintain. Powers are drastically reduced in price, most costing 1 PI to use, and are also much easier. Perhaps the most remarkable thing about PTB Clearance is that all Waking allies of the employees are given High-Profile OP powers as well as either Ordinance or Perseity powers as per their spirit status-- as if they had just died and immediately been hired. Both employees and Waking return to their normal state once this Clearance is lifted. 

Employees and Humanity

Although Employees are dead, they are still far more human than the dead souls that end up in other afterlife realms. They do not age, and second-death is not necessarily the end for them, but for all other intents and purposes employees are human. They feel, love, hurt, and breathe just as normal humans would. Their powers aside, they are quite ordinary. The following is a set of issues important to employees and how they are different from the Waking. 



Second-Death 



Death to an employee is, of course, not as big of a deal as it would be to the Waking. Employees get hurt just like normal people do, and if one's Corporal Integrity runs out, he will find himself as dead as he would be otherwise. But what happens to an employee who has undergone 'second-death'? 

It all depends on his position in the company. Revival is an exceedingly difficult and expensive issue for the Company to have to deal with, and much of the time they would simply rather not. It is almost a certainty that the employee will be out of the picture for several weeks, spending time in who-knows-where until he can get the Paperwork done to obtain a new body. New or delinquent employees may not get the chance to return at all: if the managing bodies do not find it worth their time, they will not bother to revive an employee, and that spirit will be 'fired', doomed to find something else to do with himself in the hereafter. 

Even if an employee should return, his EER should be emptied, and many of his employee benefits (and, sometimes, his powers as well) will be reduced. Some return disoriented, particularly those who have been gone longer than a month. The average time for return is two weeks, although there have reportedly been cases of early return during emergencies with valuable employees. 

Whatever the case, second-death is nothing to sniff at. Especially if you've been a crappy worker. 



Love 



It happens, people. It happens to employees as much as anybody else. Employees are effectively sterile and immune to disease, but otherwise fully sexually functional. This is nice for employees who feel like swinging during their Off-Time, but not for those who wish they could have a family again. 

The Company doesn't have a policy concerning love or partnership. Relationships with Waking are frowned upon, but not restricted. They can be a terrible idea anyway, given the fluid nature of time within the company. One may find that the love of one's life has aged twenty years because of an assignment an employee was assigned to. Maybe she'll even be long-dead. 

Employee relationships are much less of a nuisance to the Company and aren't nearly as much of a forbidden subject. There are the typical office caveats of pursuing relationships-- most people think it a poor idea to pursue relationships with one's direct superior or inferior. Still, one can be guaranteed that an inter-office relationship will not end for unavoidably fate-related reasons. 



Time 



Don't count on it. Just don't. 

Time is highly confusing. Employees never have to sleep, so days can blur together easily. Time flows in a normal fashion within the office, most employees postulate, but none are really at all sure. One thing that is certain is that time in the Waking World cannot be counted on at all. 

Assignments are more important than time. There's a certain timeframe in which all assignments must be completed, but problems are solved as they come up, not as they are approached in history. The current scope of Powers-Thattby, Incorporated seems to be the early 21st century, but it is not unheard of for employees to be sent several decades backward to fix a problem that had only just come up. 

This is not to say that employees time travel: there really is no travelling involved. That's just the time that you're needed to attend to. See, it's -- never mind. Just ... don't think about it. Really, don't. 



Health 



I said before that employees are immune to disease. Well, that's not exactly true. Employees can catch all of the diseases they want, but bacteria and virii simply can't survive the trip to the office. Although Corporal Integrity restores at a rate of 1 per hour in the Waking, it restores at 1 per minute in the office. All diseases and illnesses die the moment an employee returns to PTI HQ. If an employee has been poisoned, the poison is purged if he is able to return to the office in time. 

In addition, badly hurt employees can schedule in (for a small amount of Paperwork) a Corporal Integrity Restoration Appointment to speed the healing process. These are brief, easy to schedule, and quite effective. 

Examples of Power Use



· Ordinance 

· Automatic Success 

· Improve physical aptitude 

· Make a fire easier to light 

· Difficulty mod +4 (very easy) 

· Make a teetering glass tip off of the edge of the table 

· Don't trip over a rocky path 

· Difficulty mod +2 (easy) 

· Make someone change their path if it's about the same distance 

· Distract someone for a moment 

· Difficulty mod +0 (standard) 

· Make someone catch a thrown object easily 

· Induce brainfart ("And so it's obvious that ... wait ... what?") 

· Difficulty mod -2 (tough) 

· Leap very high 

· Make a gun misfire 

· Difficulty mod -4 (very tough) 

· Make a semi-automatic pistol fire five times in a single second 

· Survive a three-story drop 

· Difficulty mod -6 (extremely tough) 

· Fly 

· Stop bullet 

· Perseity 

· Automatic Success 

· Engender a 'signature item' (bought at Character Creation) 

· Evanesce memory of a passing glance ("... no, I don't think anyone was there at the time.") 

· Difficulty mod +4 (very easy) 

· Engender a rock 

· Reminder ("oh yes! You're the fellow who was here the other day!") 

· Difficulty mod +2 (easy) 

· Engender handkerchief 

· Implant recognition ("...where do I know you from?") 

· Difficulty mod +0 (standard) 

· Engender a hundred dollar bill 

· Evanesce recognition ("No, officer, I've never seen anyone like that before.") 

· Difficulty mod -2 (tough) 

· Engender a handful of bullets 

· Engender memory ("You hit me over the head yesterday! I remember that!") 

· Difficulty mod -4 (very tough) 

· Infect target with flu 

· Evanesce an insect or fish 

· Difficulty mod -6 (extremely tough) 

· Engender and fire tracking missiles from your back 

· Evanesce specific memory ("... wait ... Sal's dead? What? I was there?! I would definitely remember that!") 



Naturally, ordinance and perseity powers can be combined with spectacular effect.

Powers-Thattby Inc. Glossary of Terms

PTI - Powers-Thattby, Incorporated. 

Waking World - The land of the living; earth. 

Them, They, Their - Refers to the two CEOs of PTI, Alicia Powers and Robert Thattby. 

BoD - The Board of Directors that governs PTI. 

Paperwork - Palpably annoying red tape that employees must deal with for exhibiting their powers in the Waking World. 

Ordinance - The rules governing the universe; chance, luck, and physics all fall into this category. 

Perseity - Existence; matter, life, and (to a point) ideas all fall into this category. 

OP - Ordinance of Perseity. The term used to describe an Employee's corporal form (or lack thereof) in the Waking World. 

Engender - Create. Jargon used for Perseity. 

Evanesce - Uncreate. Jargon used for Perseity. 

CVCD' - Cross-Veil Communication Device. A fancy cell-phone that can contact the hereafter. 

Clearance - Permission to break the rules without punitive measure. Can make the activation of powers easier. 

The Other Them or AntiFate - PTI's rival corporation. Mentioning this company by name can attract their attention, so the term “The Other Them” (and T.O.T.) is used to safely identify AntiFate. 

The Name - See above. Do not say it. 

Carte Blanche - A Free Pass, issued by the company with sanction from the BoD, to execute a specific Ordinance or Perseity effect, which is written into the card. They have no physical form, and cannot be stolen or used by anyone but the Employee who holds them. 

Code Door - Every department has one, and Dispatch has several. When a code is punched into a Code Door, it opens to a holding room, which leads to an Office Portal in the Waking World. 

Office Portal - PTI's connection to the Waking World. These are generally represented by locked office doors that even managers don't think to get the keys to. These will return the employees (and not any Waking!) immediately to the PTI headquarters. They will be locked to the Waking and unlocked to any employee. This includes T.O.T. employees, so be careful! 

Hellmouth - The PTI slang for an AntiFate-owned Office Portal. 

AQ, RD, Corporal, Mental, Spiritual, Stat, Employee Points, Derived Values - See Employee Resources (Character Creation). 
DISCLAIMER
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