
The History of Bureau Seven (tedious backstory – feel free to skip or condense)

The Bureau of Extra-Natural Affairs was originally a secret section of the OSS, founded during 
World War II. It was tasked with battling what was believed to be a rising Nazi occult threat.

As it turned out, they needn't have bothered. The Nazi program was a colossal failure. It was 
mostly staffed with cranks, weirdos, and officers trying to avoid the Russian front. The few real 
researchers they had did manage to contact a few trans-dimensional entities, but they couldn't 
find any practical military applications, just a lot of weird alien philosophy bullshit. 

In an attempt at a “super-soldier” program, a few SS troopers were intentionally possessed by 
alien entities. They couldn't successfully control human bodies, so they flailed around helplessly 
until their lungs gave out. Himmler eventually canned the program, and decided to concentrate 
on building jets. Basically, for a few million marks, the Nazis got bupkis.

Of course, none this was known at the time, so the agency grew in size and power. At the 
beginning of the Cold War, The Bureau was a powerful and feared agency with its own multi-
billion dollar black budget, equivalent to the NSA.

However, over the years, after a series of budget cuts, privatizations, and bureaucratic 
reshufflings – it is now an ill-funded sub department of the US Department of Homeland 
Security. In the Eighties, in an ill-advised attempt at “re-branding”, the agency was renamed 
"Bureau Seven". Due to its much degraded status, it has trouble attracting or keeping qualified 
personnel. It mostly consists of goldbrickers, slackers, and various wastes of space.

Current Situation (this is the part you tell the players)
About a year ago a NSA satellite detected a "spatial-temporal" anomaly when overflying Eastern
Pennsylvania. After a series of buck-passes and bureaucratic maneuvers, responsibility to 
investigate the anomaly was passed down through several agencies, until it arrived at Bureau 
Seven. B7 has no space resources of its own since the Skylab incident in the 70's (if they ask 
about this, make something up).

The team has been tasked to locate the source of the anomaly and contain any threat. They have 
been assigned a Trek-670 Mobile Command Center. This is a re-purposed tour bus (Eagle Model
15) originally owned by the Mandrell Sisters. Every player will be assigned an ATHENA phone.
(see last page)

Actual Situation (keep this to yourself)
A crass entrepreneur named James Simwell has found a
way to override the National Do Not Call Registry, by
placing his call center in a trans-dimensional space. He's
contracting his services to various Multilevel-Marketing
schemes. Currently, he's selling for a group called
“Succeedories”, who market nutraceuticals, magnetic
bracelets, and homeopathic remedies to gullible aspiring entrepreneurs.
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What’s the National Do Not Call Registry?
The National Do Not Call Registry is a 
database maintained by the United States 
federal government, listing the telephone 
numbers of individuals and families who 
have requested that telemarketers not 
contact them. Certain callers are required by 
federal law to respect this request.



Fluttsburg Shopping Center

Aspects: Run-Down, In the Middle of Goddamn Nowhere.

Immediately off exit 38 on I-84, in the township of Fluttsburg, PA, is a small run-down shopping
center. This is center of the disturbance located by the satellite. Narrowing it down further is not 
possible.

The center consists of two structures, a small office building, and a strip mall with a restaurant, 
game store, and a shipping store. Both buildings share an ill-maintained parking lot. Across the 
street from the center is a closed down gas station.

All of the businesses in the shopping center other than TeleTech have no real relevance to the 
plot. They're there essentially to waste the players' time, hopefully in an amusing way.

Location #1

Arthur Treacher\Taco Bell\Arby's\Cinnabon\Dunkin Donuts
Aspects: Unclean, Greasy, Emotionally Tense

This multiple chain restaurant is the scene of an intense romantic drama. The store manager, 
Harriet was dating Dougie, the cashier, on-and-off for a few months. After she ended their 
relationship, she starting dating Carlos, the cook. Dougie still has strong feelings for Harriet, and 
the atmosphere here is tense. Any unusual stimulus, like mysterious agents asking a lot of 
questions, could set off an ugly emotional scene.

What do these dummies know that's useful?
Virtually nothing. Occasionally some of the TeleTech guys come in for lunch. They think it's 
some kind of “computer telephone company”.  Harriet may mention that the security guys over 
there are, in her words: “like..so weird”. They think there's a night shift as well. Dougie knows 
that “my feelings are real and that they need to be acknowledged!”. Harriet knows that Dougie is 
“such a drama queen and needs to get over himself”. Whatever Carlos knows, he keeps it to 
himself. 

Dougie
Aspects: Pretty much any Morrissey song

Harriet
Retail-1
Aspects: “Honestly, can't he just grow up...I mean, seriously...”, “God, Dougie is such a baby!”,
“Carlos is cool, I guess. I wish he talked more.”

Carlos
Cooking-1
Aspects: Reheats all the food, Quiet, Keeps to Himself, One Word Answers
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Location #2

Gamestop
Aspects: Dusty, Disused, Front For Weed Dealer

The shelves of this video game store are suspiciously dusty. The stock is mostly games that are 
five years old or older. Robby will be a little skittish around the players. If they suggest they're 
aware of anything strange going on, Robby's demeanor will change drastically for the better, as 
he will assume the players are trying to buy weed. He'll take the players to a back room, where 
he has a locked cabinet with all of his wares. He'll cheerfully read off the list, with commentary 
on the merits of each.

Robby's Wares
Northern Lights
B-52s
Aurora Indica
Californian Skunk
White Widow
Anything else - He knows a guy in Scranton

What does Robby know that's useful?
Virtually nothing. He knows the TeleTech guys moved in a few months ago. He deals to a few of
them (including Bloom), but he doesn't know any details about them, including their names. 
(“Names are for the Government, Bro.”)

Robby
Aspects: Dealer, Friend To The little guy, Mild Paranoia

Location #3

Gary's Mail & Shipping
Gary Tiller
Salesmanship (-1)
Aspects: Bored, Tired, Eager to Sell, Awkward MLM Salesman
Quotes:
“Well what I do, is I help people set up their own business from the comfort of their own home, 
to earn an additional income without compromising their work or other commitments”

Gary runs a small, not-very well stocked mail and shipping store. He’s clearly a little bored with 
this business. His real passion is Succeedories, a Multi-Level Marketing scheme he’s fallen for. 
If anyone starts a conversation with him in any way, he’ll try to guide the conversation into a 
sales pitch for their overpriced products, or even better, getting a player to become a 
Succeedories salesman.
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What does Gary know that's useful?
Not a goddamned thing. He knows the TeleTech guys moved in a few months ago. He’s a little 
annoyed none of them ever come in.

Location #4

TeleTech Services Inc.
2-Floor office building. Glass walls.
Aspects: One Way Glass, Run-Down, 90's Décor, Portal to Extra-Dimensional space.

This is a fairly common looking office space, though the furnishing is a little faded and the décor
hasn’t been updated in at least ten years. The office has an open floor plan. There is a small 
kitchenette on each floor, and a staircase to the second floor. Simwell has a small office on the 
second floor. It’s full of appalling motivational posters, and contains nothing else of interest. 
Simwell is not in his office - he spends most of his time in the Call Center.

Most of the employees here are unaware of what's going on in the Call Center. They know 
anyone who has access to Call Center has signed elaborate NDAs, and can't talk about it.

Two Formica Golems (see below) guard the front door. They will escort out anyone causing 
trouble, and will respond with lethal force to any attacks. The building will also go into lock-
down if any violence starts. All doors and windows will be automatically locked. The locks can 
only be disengaged from the Call Center.

On the back wall of the office there is a set of metal high-security doors, guarded night and day 
by two Formica Golems. They will protect the door, and will not allow any unauthorized 
personnel through. They cannot be charmed, convinced, or bargained with. Beyond these doors 
is a portal to the Call Center, in an extra-dimensional space. The doors have large signs - 
“Authorized Employees and Contractors Only – No Exceptions”

Anyone who’s seen the rear of the building can make a Good (2) Notice roll – if successful, they 
will see there is no corresponding door on the back of the building.

How do the players get past these Golem Guys?
This will be the central challenge. There are three options:

Force: If the golems can be overcome with physical force, the players can just walk in. 
This will be nearly impossible with conventional means.  An ATHENA airstrike would 
do the job, but even if approved, would most likely take out the whole shopping center.

Deception: If the players can trick Simwell into leaving the Call Center, they could 
attempt to con their way in, or just take him hostage.

Become Employees: The golems will allow anyone with a call center-authorized valid 
company ID to pass through the doors. Susan Willigher, the HR Manager, can process 
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the paperwork to make the players actual employees of TeleTech. She will insist on 
following all appropriate procedures (W2 Forms, insurance forms, etc.) Note that the 
golems will respect the corporate IDs even if combat has already taken place.

The Call Center
Beyond the doors is a short walkway to an extra-dimensional space in the form of a dome of pure
energy, maintained by an arcane mathematical algorithm. The dome contains the call center and 
all of the computers that maintain it.

When the players enter this area, the GM should describe the vistas they see beyond the clear 
dome with the most florid, cosmic descriptions possible. Try for something half Lovecraft, half 
Jack Kirby. Be as dramatic as possible.
 
“A vast ocean of physical, mystical, and psychic energy.”

“...cosmic strings, multiverse, dark matter, impossible geometric & topological constructs, naked
singularities...”

Finish up with some thing like:

“The vista is only blocked by a thin flickering field of energy in the shape of a dome in which 
you stand. Beneath the dome, and all of the gargantuan, infinite, glorious, terrifying energies 
beyond...is a call center.”

At this point you can describe the call center in the most everyday, banal way possible. There are
about 40 gray corporate cubicles here, each manned by a telemarketer. If they listen to any of the
calls, they appear to be giving pitches for the MLM scheme “Succeedories”. The script they're 
suing sounds very similar to the one Gary Tiller (Location #3) used.

There's a small server farm manned by Tommy Bloom. If he wasn't lured out of the call center 
earlier, Simwell will be here as well. No one here will put up a fight. Simwell will try to talk his 
way out of the situation if at all possible. Bloom will plead with anyone who tries to interfere 
with the server farm.

If the server farm is damaged or interfered with in any way, the extra-dimensional bubble will 
start to collapse. Klaxons and warning lights will start flashing everywhere. All employees will 
start bolting for the exits. Basically, it's going to be last ten minutes of a Bond movie, after the 
self-destruct is activated. After an appropriately dramatic period of time, the entire building will 
be sucked into the extra-dimensional bubble as it collapses. Anyone still inside will be lost 
forever.

Aftermath
There are three likely outcomes:
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The place gets wrecked: Either an airstrike or dimensional collapse. Bureau 7 will 
conduct a clean-up operation. A cover story involving a sinkhole will be provided to the 
media. If Bloom survives, Bureau 7 will try to hire him, but NSA will snap him up with a
much better offer. If Simwell survives, he'll briefly be in some legal difficulty, but will 
end up as a CEO of a government contractor providing trans-dimensional tech to the 
DOD. He will be obscenely rich.

Enter the Private Sector: The players accept Simwell's offer. They will be well paid for 
about six months, at which point TeleTech is bought out by Verizon and the players are 
all downsized.  Simwell will be obscenely rich.

Total Failure: The players either fail to find the Call Center, or never enter it. Bureau 7 
decides the satellite thing was just a glitch, and sweeps the whole thing under the rug. 
Simwell will be obscenely rich.
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James Simwell - CEO
MBA Penn State
Empathy-2, Rapport-2, Fight-1, Late Capitalism-5 
Aspects: Yuppie Scum, It's a Win-Win Situation! Let's Brainstorm! MMA Enthusiast
Physical: 3 Mental: 3
Quotes:
"We're really disrupting the whole telemarketing space"
Treat Simwell as the stereotypical Silicon Valley CEO. He'll generally communicate almost 
entirely in the latest business jargon. If he thinks his businesses is threatened, he'll offer to hire 
the players as consultants, at an exorbitant fee. This offer, oddly enough, is genuine.

Tommy Bloom - CIO
SUNY Utica CompSci Dropout
Computers-4, Mathematics-4, Occult-3
Physical: 3 Mental: 3
Aspects: “This System is Perfect, That Shouldn't Have Happened!”, “James is Cool – I'll go 
along with him”
Quotes:
"Those servers are the only thing keeping this extra-dimensional astral construct active. We 
could have full intraspace collapse!"
“According to the Calabrai-Stein postulate...”
“Were getting some serious Hawking Radiation!”
Tommy is the tech guy who Simwell uses to keep the dimensional bubble working. He is 
cartoonishly loyal to Simwell. His role in the scenario is to provide exposition about the 
dimensional bubble and the call center.

Susan Willigher - HR
Rapport-1 Empathy-1
Aspects: Perky, Helpful, Handles all hiring and firing, Stickler for the rules
Physical: 3 Mental: 3
Works on second floor
Can hire new employees

Formica Golem Enforcers (4)
Might-4, Fight-3
Aspects: Skins of Stone, Damn Near Impregnable, Bureaucratic Sticklers, Fireproof
Physical: 9 Mental: Invulnerable
Physical: 9 Mental: Invulnerable
Physical: 9 Mental: Invulnerable
Physical: 9 Mental: Invulnerable
Simwell got these golems at a discount from a shaman in Vancouver. They appear to be large 
muscular men, all identical. They are magical constructs that can follow simple instructions from
their owner (Simwell). They are currently tasked with protecting the call center from the outside.
For mysterious technical reasons, they are unable to enter the call center.
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ATHENA
For security reasons each agent is assigned a special cell phone, designed in-house (by a now-
defunct contractor) called ATHENA. They are linked to what is billed as an “Intelligent Agent” 
called OccWeb to provide support during missions. In practice, it's an overly complicated voice 
menu, that only occasionally provides any useful information.

The ATHENA cell phones aren't smartphones, They're designed to look like the phones Keanu 
used in the Matrix. One of the contractors thought they looked cool.

ATHENA is a method for the GM to parcel out information and background as they see fit. 
Using the phone, at least the first few times, should be a difficult, frustrating (in a fun way!) 
experience to highlight the dysfunctional nature of Bureau 7.

The first few times a player uses ATHENA, the GM can read out the actual voice menu in the 
most annoyingly cheerful voice he/she can muster:

“Welcome To OccWeb!

Please listen to the following options as our menu has changed:

Press one for RecSearch....Press Two for OccSearch....” (and so on)

OccWeb Services

RecSearch: Searches Federal & State records for people, places, and companies. The players can
be fed backstory with this.
OccSearch: Searches Electronic occult database of questionable veracity. This can be used to 
drop bits of information in the game, and fill in details. If they players get stuck, the GM can use 
this service to provide hints.
OccChat: No longer in service
OccForum: No longer in service
PeopleCare: Contact HR department
DroneTac: Agent can request in a drone-based airstrike for any location. There may be a bit of a
wait on this one (“Thank you for holding. There are 10 airstrikes ahead of you in the queue. 
Your call is important to us..”). This is a good way to end a game quickly, if you allow it.

If they ask, no one's actually sure if the letters ATHENA stand for anything.
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