Welcome to Synergon, your new corporate home and personal hell. You're about to enter that environment affectionately known as Office Culture. Synergon policy dictates new employees should be somewhat informed employees; therefore the following employee manual is provided for you. 
The Basics

Races: Synergon is an equal opportunity employer, and as such does not discriminate based on race. Please do not refer to the company as “color blind.” Synergon has faced serious litigation in the past from employees who felt the term was derogatory towards those not physically capable of seeing certain colors. All employees, at the most fundamental level, are human despite displaying varying levels of humanity. 
Alignment: Some employees are nicer than others, but there’s really only one alignment here. It’s called the do-whatever-it-takes-to-make-it-to-5p.m. alignment. Call it “neutral,” for short. Of course, we all feel a little lawful or evil from time to time, but the urges come and go. 
Departments: Departments are the most obvious way to distinguish employees from each other. There are ten major departments in which employees work, although there are some employees that don't belong to a specific department. Each department is divided into three tiers based on employee experience and time with the company. The department tiers determine how much employees are paid and how many skills and abilities they can use. Below is a breakdown of the ten departments and the titles of employees in each tier of their departments. Following that is a list of strengths and weaknesses for each department.
	Department 

(Classes)
	Cubicle Drone

Tier 1 (Level 1-15)
	Middle Manager

Tier 2 (Level 16-40)
	Executive

Tier 3 (Level 41-100)

	Accounting
	Accountant
	Senior Accountant
	Chief Financial Officer (CFO)

	Content
	Writer

	Managing Editor
	Chief Content Officer (CConO)

	Design
	Designer
	Art Director
	Chief Design Officer (CDO)

	HR
	Office Assistant
	HR Director
	Chief Personnel Officer (CPO)

	IT
	Programmer
	Network Admin
	Chief Technology Officer (CTO)

	Legal
	Paralegal
	Senior Attorney
	Chief Legal Officer (CLO)

	Marketing
	Analyst
	Brand Manager
	Chief Marketing Officer (CMO)

	PR
	PR Associate
	Account Manager
	Chief Communications Officer (CCO)

	Sales
	Salesperson
	Director of Sales
	Chief Revenue Officer (CRO)

	Web Strategy
	SEO Specialist
	Social Media Strategist
	Chief Search Officer (CSO)


Department Strengths

Accounting: Strength in Patience and Eloquence, -2 to defense rolls against Legal
Content: Strength in Creativity and Eloquence, -2 to defense rolls against Web Strategy
Design: Strength in Creativity and Tech Savvy, -2 to defense rolls against IT

Human Resources: Strength in Patience and Charisma, -2 to defense rolls against Accounting

Information Technology: Strength in Tech Savvy and Patience, -2 to defense rolls against Content
Legal: Strength in Patience and Creativity, -2 to defense rolls against HR

Marketing: Strength in Tech Savvy and Creativity, -2 to defense rolls against Sales

Public Relations: Strength in Creativity and Charisma, -2 to defense rolls against Design
Sales: Strength in Charisma and Eloquence, -2 to defense rolls against Marketing
Web Strategy: Strength in Tech Savvy and Eloquence, -2 to defense rolls against PR
Resumé (Attributes)

The resumé details the progression of each employee. The first five attributes, Patience, Creativity, Eloquence, Charisma, and Tech Savvy, are the core attributes and are used to determine what department an employee belongs to. The other three have varying effects on an employee. With every level gained, add one point to any of the core attributes. 
Patience: Affects some abilities and max MP

Creativity: Affects some abilities and max AP

Eloquence: Modifies some ability rolls

Charisma: Modifies some ability rolls

Tech Savvy: Modifies some ability rolls
Innocence: An attribute that provides new Drones with a 1d4 bonus to defense rolls against all attacks from Middle Manager and Executive tier frenemies (ability applies to first-time Drones only, employees changing classes or recovering from unemployment do not regenerate Innocence points). Diminishes steadily over time at 1 point every second Day. -2 to Experience gains. 

Education: Does absolutely nothing. Nobody cares where you went to school or what you studied. 

Experience: Gained by completing projects and defeating frenemies. Determines level and tier. 

Creating an Employee
After choosing a gender and a suitably bureaucratic name for a new employee character, each player does the following:

1. Roll 4d6 for each attribute on the resumé, except Experience. Take the 3 highest rolls and combine to get the total value for that attribute. 
2. Take the two attributes with the highest rolls (Innocence and Education don’t count here) and match them with the department that has strengths in those two attributes (See the Department Strengths list). Pick the closest matching department if multiple attributes have the same number or if the strengths don't exactly match one of the 10 departments. 
3. Choose one skill to learn immediately. Then number the remaining 20 skills and roll 2d20 to determine which 2 skills are randomly assigned to the new character. If the same number is rolled twice, reroll.
4. Choose one item, value of $20 or less, to begin the game with.

5. Add together any attribute modifiers from skills or items. Then take the modified Patience attribute as the current max MP value and the modified Creativity attribute as the max AP value.

6. Note any other special abilities or effects from skills, items, department weaknesses, and department-specific abilities.
7. Join Synergon at level 1 with 0XP.
Gameplay 
The Boss’ Role: The Boss creates scenarios where the Team is confronted with problems that must be overcome without Team members losing all Morale Points (MP). The Boss gives assignments and projects, describes surroundings, tells backstory, directs frenemy and non-player character (NPC) actions, and enforces rules. 

Attack and Defense: When attacking, employees roll dice and add any attack roll modifiers to see the total amount of MP damage the attack inflicts. The target or one of the target's allies can then use a defense ability to mitigate the damage. Only one defense ability can be used against a single attack. The defender rolls dice and adds in defense modifiers to determine the total effect of the defense. The target loses MP equal to the difference between the modified attack and defense rolls. If the modified defense roll is equal to or greater than the modified attack roll, no MP is lost. The attacker does not lose MP if the defense is stronger than the attack.

Dice Rolls: Synergon uses 4-, 6-, 8-, 10-, and 20-sided dice, identified as d4, d6, d8, d10 and d20. When instructed to roll, the number before the 'd' indicates how many of the specified dice should be rolled (i.e. 2d4 indicates the employee should roll 2 of the d4 dice). Modifiers are often used to alter the final results of a roll and are indicated with a '+'. If a modifier results in a fraction, always round down unless otherwise specified.

Movement: There are two ways to play Synergon, in regards to movement. The first, and simplest, way is to simply imply movement. The Boss describes the surroundings and what Team members can see; Team members can ask for further description at any time. Each individual Team member describes his or her action and necessary movement is implied. For instance, a Team member saying he is going to attack a frenemy or get on the elevator to go to another floor implies movement towards the frenemy or the elevator. The Boss can then interrupt the implied movement if necessary, such as when a frenemy ambushes the Team member. In general, the Team generally moves together under this system, and individual employees are only recognized as being in different areas if the Team members themselves specifically indicate they are splitting up.

The alternate version of Synergon utilizes maps with square grids to indicate distance. Each square roughly translates to 5x5 feet. Team members move independent of each other and movements are directed by individuals. In this case, abilities also gain specific range requirements. In order to use an ability marked Range 3, for instance, an employee must be 3 squares or less away from the target to use that ability. Different abilities have different ranges. Each employee has three movement rounds per hour and can move up to 10 squares per round. Generally each movement round comes before each of the 3 abilities allotted per hour, but they can be used at any time including all at once, if the employee so desires. Unused movement rounds or square allotments do not carry over to the following hour. Use it or lose it.

Policy (Rules & Definitions)
Ambition Points (AP): Analogous to mana points; employees draw on AP when using abilities. Base AP = Creativity. Maximum AP = Creativity with all positive and negative modifiers applied. AP cannot exceed max AP.

Assignment: Basic tasks such as retrieving items or confronting a specific frenemy; assigned by The Boss. Each employee that contributed to completing an assignment receives 200XP.

Attack Ability: An ability used specifically to attack frenemies in hopes of draining MP and giving negative statuses. An attack roll is determined by rolling the specified dice and adding any attack modifiers.

Critical Hit: If an ability roll naturally results in the maximum number (i.e. 20 for a d20, 10 for a d10), the roll result is doubled. Modifiers are not doubled, just the dice roll. For rolls involving multiple dice, all the dice must show the maximum result (i.e. rolling double 4s for a 2d4 or double 10s for a 2d10).

Day: Made up of 8 soul-sucking hours. A night of prime-time TV is able to put employees into torpor deep enough that it basically hits the "reset button" in the brain. Each employee chooses 1 status to eliminate at EOD regardless of how many hours or days of the effect are left. At EOD, employees regenerate 10% of maximum MP and 15% of maximum AP. 

Defense Ability: An ability used to mitigate MP loss from attacks or avoid negative statuses. Rolling the specified dice and adding any defense modifiers determines if the defending employee escapes any MP damage or, if hit, how much damage the defender takes. 

Department-Specific Abilities: These abilities are only usable by employees (including frenemies) from a specific department. Like regular abilities, these abilities are only available to employees of specific Tiers, as noted next to each ability name. -5 to rolls if one of these attacks or defenses is used against a frenemy of the same department.

End of Day (EOD): After 8 hours, all activity ceases, unless an employee has Overtime status.

Experience Points (XP): XP determines how quickly an employee progresses and which abilities he or she can use. XP also determines the level and stat gains of each employee. In general, the employee who gives the final attack when defeating frenemies gets 50XP for Cubicle Drones, 100XP for Middle Managers, and 200XP for Executives. Any employee involved in the completion of an assignment receives 200XP; participating in the completion of a project before the deadline gives 1000XP. Assignment and project XP gains can be modified by The Boss.

Frenemy: A frenemy is any employee, from Synergon or otherwise, that has reason to attack Team members. Don't be fooled by NPCs, they can quickly become frenemies. Frenemy stats are determined by their department and tier. While each frenemy has a specialty, they mostly come from the standard departments. The name will reflect the specialty, the department and the tier of each frenemy. For instance, the Spiteful Network Administrator is a spiteful employee from the IT department, tier 2. Frenemies have all skills and abilities native to their department and tier. The Greater Frenemy is similar (i.e. Greater Spiteful Network Administrator), but gains +25MP, +35AP and the Intimidate skill. The Boss decides what particular level and attributes each frenemy has, as well as the frenemy’s department.

Frenemy-Specific Abilities: These abilities are not available to Team members, but any frenemy at the appropriate tier can use them, except for Janitors, Customer Service Doofuses, and Security Guards.

Hour: Each employee may use three standard or attack abilities, or any combination of the two, every hour because, let's face it, few people can bring themselves to be any more productive than that. Employees use defense abilities as many times as they are attacked, so there is no defense ability limit per hour.

Item: Items provide various statuses and bonuses to rolls but require money to purchase. All items, except for Snacks, must be purchased after EOD or during Out to Lunch defense. After purchase, items are located at the owner’s desk unless otherwise specified. Employees may own a total of 10 items at one time, and items may be discarded or traded with other employees. Item effects only apply to the current owner unless otherwise specified. If two items have the same effect, the effects stack.
Leveling: Levels are determined by total XP. Levels 1 through 15 are gained with every 1,000XP, so level 1 at 0XP, level 2 at 1000XP, level 15 at 14,000XP. Levels 16 through 40 are gained every 1,500XP, so level 16 at 15,500XP, level 17 at 17,000XP, level 40 at 51,500XP. Levels 41 through 100 are awarded with every 2,000XP, so level 41 at 53,500XP, level 42 at 55,500XP, and so on.

Luck Check (LC): For those parts of the game that do not have opposing rolls, like attacks and defenses do, a Luck Check is used to determine whether an action is successful. When directed to perform an LC, roll the specified dice and add any modifiers. If the modified roll exceeds the LC rating, the action was successful. If the modified roll is equal to or less than the LC rating, the action failed.
Money ($): It’s all about the money … sorta. Money is used to buy Items, which grant bonuses to abilities and temporarily blind employees to the fact that items don't bring happiness. Drones receive $1 per day, Middle Managers receive $3 per day, Executives receive $100 per day.
Morale Points (MP): Analogous to hit points. When an employee loses all MP, he or she is forced to Quit, resulting in Unemployed status. Base MP = Patience. Maximum MP = Patience with all positive and negative modifiers applied. MP cannot exceed max MP.

MP Damage: Determined by the attack and defense rolls with applicable modifiers added. If the modified defense roll is equal to or greater than the modified attack roll, the defending employee takes no damage. If the modified attack roll is greater than the modified defense roll, then the defending employee loses a number of MP equal to the difference between the two modified rolls.

Project: A more complex undertaking than assignments, usually involving several parts and an accompanying storyline. The Boss explains the story and the series of tasks required to complete the project. For instance, the company wants a new employee manual so the Team must round up materials and demoralize enough writers and designers to finish the project, finally culminating in a battle with the Managing Editor and Art Director in order to demoralize them enough to convince them their departments should collaborate on the project. Projects also have a specific deadline set by The Boss, usually specified as a number of days to complete the tasks. If the Team cannot complete the project by the deadline, they each automatically lose 30% of their remaining MP and 50% of remaining AP. Successfully completing a project by the deadline gives every Team member involved 1000XP.
Resumé/Attributes: A set of attributes that determine how an employee performs. The attributes are used to modify ability and LC rolls, so improving attribute stats are essential to handling increasingly tougher threats in Synergon.
Skill: A special part of an employee's personality that gives special abilities or bonuses to rolls. Skills are permanent even though they can be temporarily disabled or have their effects removed. Skill effects only apply to the employee who knows that Skill, unless otherwise specified. New characters are randomly assigned 2 skills and 1 other skill of their choosing. With every 10th level an employee achieves (i.e. at level 10, 20, 30, etc.), that employee may choose an additional skill to learn. 
Standard Ability: An ability that generally improves character stats, restores AP and MP, or aids the Team in some way. Results of standard abilities may be instantaneous or require the employee to pass an LC.

Stat Gains: Every level gained gives an employee 1 point to apply to any attribute on his or her resumé. 

Status: A status is gained as a result of abilities or items that have a specific effect on the employee. Some are positive, others less so, but they all affect the employee’s stats or ability rolls. If an employee receives a status he or she already has, the effects do not stack. The hours of duration, on the other hand, do stack. For instance, if an employee is already experiencing 3 hours of Ashamed and rolls another 2 hours of Ashamed, that employee would continue to suffer the standard effects of Ashamed, but for 5 hours.
Successful Attack/Hit: Any time the attack roll plus modifiers is greater than the defense roll plus modifiers, it is considered a successful hit and the target takes MP damage.

Successful Defense: Any time the defense roll plus modifiers is equal to or greater than the attack roll plus modifiers, it is considered a successful defense and the defender takes no MP damage.

Team: The Team is composed of other employees (fellow players) that will work together to survive. Team members can attack common frenemies and use defense abilities to counter attacks against other Team members. It's in everyone's best interest to protect other members of the team. There is no limit to the size of the Team, but a Team of 4-6 players is recommended.
The Boss: The Boss is Synergon, having ultimate control over the game and employees' lives. He or she fulfills the roll of the Game Master: giving projects and assignments, mediating disputes, enforcing rules, monitoring rolls, dictating encounters and weaving the tale of Synergon and its employees as the game progresses. The Boss has the final say any time there is a dispute over gameplay or interpretation of the rules.

Weekend: At the end of every fifth day, all statuses are eliminated and each employee regenerates 50% of maximum MP and 75% of maximum AP. Two days away from this hell-hole. Make the most of it.
Skills
Aloof: Before using a defense ability, roll 1d20, LC15. Successful roll allows employee to completely avoid the attack and any statuses it might incur. Those who are opposed to getting involved in anything tend to avoid many conflicts.
Apathy: -4 to max AP. If the apathetic employee chooses not to use a defense ability when attacked, the attack immediately targets another member of the Team (attacker’s choice). The key is to just not care, no matter how hard they try to make you care.
Computer: +2 to rolls for CC Email, BCC Email, Twitter Gossip, Blackmail, Email Went to Junk Folder, and Scrutinize. +3 to Tech Savvy. Immune to Carpal Tunnel status. By this point in human history there’s no excuse for not knowing how to use a computer, and yet right-clicking is still an “advanced” skill for so many.
Connections: Item costs are reduced by 30% for this employee. At the beginning of each day roll 1d20, LC16. Successfully passing the LC gives the employee 1d8 hours of Favored. Employee can use Job Offer ability at any tier. Even those who work at Synergon’s Starbucks kiosk get to meet powerful people on a daily basis.
Capitulate: When Demoralized, employee may sacrifice 25% of AP (round down) to completely avoid an attack or its effects. If employee uses Capitulate skill with only 1AP left, employee has 0AP and 1d8 hours of Malaise. Know when to give in.
Deception: +2 to rolls for Lie, Acting Productive, Bluff, Unverifiable Claim and Espionage. +3 Eloquence. If someone says he never tells the truth, is that the truth?
Defiance: +5 to defense rolls. +1AP per hour. Receives 1d4 hours of Scrutinized at the start of each day.

Disdain: +3 to attack rolls for Ridicule, Accusation of Incompetence, and Blame, as well as +2 to defense rolls for Ignore. Once per day, roll 2d6, LC6. Successfully passing the LC gives any frenemy or employee 1d4 hours of Look Stupid. Undervaluing human life is a skill.
Empathy: Employee may spend any number of AP to restore the same number of MP to himself or a team member. How quaint.
Hereditary Wealth: Employee may purchase luxury items at any level and receives an additional $25/day. Gives an additional hour of effects when employee receives Favored status. Daddy was a businessman too?
Inflated Self Image: Immune to Accusation of Incompetence. When employee receives Ashamed status, he or she rolls 1d8, LC3. Successful roll allows employee to shrug off Ashamed immediately.

Integrity: Employee cannot use Lie or Blackmail at any time, but gets +200 to defense rolls against those two abilities. +5 to defense rolls for Ignore and attack rolls for There Will Be Consequences. +3 to Charisma.
Internet Research: When adjacent to a computer, add 50% of Tech Savvy to attack and defense rolls.

Intimidate: When attacking, automatically deal 3MP damage to target on top of damage accrued from attack roll, even if the attack was successfully defended. Also adds 4AP to cost of target’s defense abilities.

Liberal Arts Background: +3 to Eloquence, -50% to daily money intake. Any number of hours rolled for Favored status are immediately cut in half (round down).

Longsuffering: +3 to Patience. Automatically regenerate 2MP per hour. It’s possible to make it through anything by gritting your teeth hard enough.
Longwinded: +2 to rolls for Bluff, Conference Call, Stall, and Delay. +4 to Eloquence. The key is to never let someone get a word in edgewise.
MBA Degree: +$5 per day for tier 1 and 2 employees. +2 to attack rolls for Sales- and Marketing-specific abilities. An employee not from those departments may learn one Sales- or Marketing-specific ability.
Shared Alma Mater: When attacked, roll 1d20, LC15 (does not count as a defense ability roll). Successful roll means the employee and the attacker went to the same school, giving +8 to the subsequent defense roll. Rolling a natural 20 means it’s game day against the school’s arch rival, so the attacker cancels the attack to check the score.

Verbal Diarrhea: +3 to defense roll for Make It Up and Stall. Using any defense ability gives the attacker 1d4 hours of Annoyed, even if the attack is successful. No one knows where it comes from, but it just keeps spilling out and getting all over everything.
Yes Man: +3 to attack rolls against Executive tier frenemies. When defending any attack from a frenemy 10 levels higher or more, defender receives 1d4 hours of Favored.

Statuses 
Annoyed: -2MP per hour, -2 Patience. +5 to attack rolls for Ridicule; Rage Music gives an additional +5MP; cannot use Encourage ability.
Ashamed: -20% to max MP, -3MP per hour.

Carpal Tunnel: Results any time an employee uses a computer-related ability more than 10 times per day. -1MP per hour, -4AP per hour, and -6 Tech Savvy.

Cocky: +2 to attack rolls, -2 to AP cost for attack abilities. Successful hit gives the target 1d4 hours of Annoyed.

Complete Loss of Authority: -50% Charisma. Employee cannot use Encourage or Instill Panic; -5 to rolls for Scrutinize and There Will Be Consequences. Sometimes it gets so bad that employees don’t see the weak as bad at leading; they see the weak as bad at being human.
Delayed: Cannot use any attack abilities and cannot use defense or standard abilities to defend or help fellow Team members. 

Demoralized: When an employee has 10% or less of max MP, that employee becomes demoralized. Max AP points reduced to 30%. When it hurts too much, it takes a special effort to do more than crawl under the desk.
Despair: Patience, Creativity and Eloquence drop to 50%. Charisma drops to 25% of total. Miss 1d8 hours of work (employee isn’t in the building, can’t use any abilities or items, and retains all current statuses when returning to work). 

Dignified: Dignity is something employees forfeit when they take the job. Don’t plan on getting it back.

Enraged: -5 max MP, +50AP per hour.

Favored:. 1d20 bonus experience for every hour of this status. Add Charisma stat to all defense rolls, even if other modifiers have already added Charisma to the roll. Any attack against a Favored employee automatically gives the attacker 1d4 hours of Scrutinized. If an employee receives Favored status more than 4 times in 3 days, roll 1d20+Charisma, LC1d20+level. Successfully passing the LC gives 1d4 hours of Promoted. Some executives take a liking to certain employees, in a totally platonic way, of course
Fear of Reprisal: When attacked, take an additional 4MP damage, even after successfully defending the attack. +1 to LC rolls for Acting Productive; -3 to defense rolls against Accusation of Failure, Missed Deadline, Scrutinize, and Reprisal.

Humiliated: -2MP per hour. Any abilities or statuses that regenerate MP and/or AP do so at 50% of the standard rate.

Intern: When changing classes, a employee must enter Intern Limbo. That employee loses all abilities and attributes for 10 days and becomes an Intern. An Intern has 5MP and 10AP and has only one ability: Summon Coffee. Interns can still be attacked by frenemies; members of the Team are responsible to defend the weakened Interns or risk losing them to Unemployment. After 10 days, the Intern rerolls for new Resume stats and department. 

Look Stupid: -1 MP per hour; -3 to defense rolls against Ridicule.

Lucky: +1 to attack and defense rolls; +3 to LC rolls. When an employee’s modified attack roll is exactly matched by the modified defense roll, target still takes 5MP damage.

Malaise: -1d4 MP per hour; if Malaise causes MP to drop to 0 or below, employee automatically Quits. “Why am I here? Is anything I do making a difference? It’s all just … whatever.”
Overcompensating: +20 max MP. -2 to defense rolls against Ridicule and Scrutinize. 

Overwhelmed: -50% max MP, -60% max AP.

Promoted: Gain XP equal to 1d4 levels.
Scrutinized: -1 to attack rolls; -2 to defense rolls . Get used to being watched. Closely.
Sugar Rush: +5 max AP. Don’t mind the buzzing.
Talking to Self: -5 Charisma. A sure sign someone is losing it.
Uncomfortable: Before using any attack abilities, roll 1d10, LC 5. Failing the LC means the employee cannot use that attack. Even if the attack is canceled it still counts toward the hourly ability allowance.
Unemployed: Gained when an employee is forced to Quit or is Fired. Employee permanently leaves the workforce and becomes a hermit if Unemployed isn't reversed in 14 days. An unemployed player's only ability is Job Application. Unemployed players cannot be attacked. A fellow Team member with the Connections skill or any Executive can use Job Offer on the unemployed. For every day of Unemployment, character rolls 1d20. Critical hit (20) results in immediate hire as Drone in original class. Critical miss rolls (1) cause employee to become paralyzed by hopelessness and skip hire rolls for 1d4 days. Character can choose to apply for intern status which only requires a modified roll of only 18 or above. Intern must reroll to determine attributes and class.

Written Up: An employee has three attempts to pass an LC when receiving Written Up; failing the LC results in immediate Unemployed status. Upon first receiving Written Up: Roll 1d4+Charisma+Eloquence, LC20. Second Written Up: Roll 1d4+Charisma, LC 20. Third Written Up: Roll 1d20, LC 19. Any Written Up status after that results in immediate Unemployed status. It goes on the permanent record.
Working Overtime: Employee must stay after EOD for 2 additional hours. -50% to max MP, +5% to max AP for those 2 hours. All statuses currently affecting the employee continue as normal. If employee has called Working Overtime through use of the Panic ability on self, there are no MP/AP penalties. 

Standard Abilities 
Acting Productive (5AP): Tier 1 ability, range 0. Roll 1d20+Creativity, LC 35. Successfully passing LC gives 1d8 hours of Favored. For most managers, it’s more satisfying to see vigorous work than quality work.

BCC Email (5AP): Tier 2 ability, range infinite. Must be adjacent to a computer to use. When any Team member uses Espionage, Accusation of Failure, Accusation of Incompetence, Blackmail, or Blame within the next 1d4 hours, add 2d20 percent of ability user's Tech Savvy to that Team member’s ability roll.

Burst of Inspiration (2AP): Tier 1 ability, range 0. Transfers 1d4+50% of Creativity from MP to AP. MP cannot go below 10% of max MP. And idea is a terrible thing to waste. Sometimes it’s just terrible.

Cross Fingers (1AP): Tier 1 ability, range 0. Roll 1d6, LC 2. Successful roll gives +3 to employee’s LC rolls for 1d4 hours. 
Cry It Out in the Restroom (3AP): Tier 1 ability, range 0. +3d8 MP and +2d8 AP; add additional 8MP and 8AP if employee has Demoralized status. Employee is immediately moved to the nearest gender-appropriate restroom and is out of play for 2 hours, cannot attack, be attacked or use abilities to benefit Team members. If this ability is used more than once in a three day period, employee receives 1d8 hours of Ashamed and 1d4 days of Look Stupid. Employees should use the private restroom. The public restrooms tend to echo.

Encourage (2AP): Tier 1 ability, range 3. +10MP to any one Team member. If used on self, employee also receives one hour of Talking to Self.

Espionage (10AP): Tier 2 ability, range 0. Roll 2d20, LC 50 minus Tech Savvy. Successfully passing the LC gives +10 to rolls for Accusation of Failure, Accusation of Incompetence, Blackmail, Scrutinize, and Blame for 1d4 days. A little snooping can reveal valuable information, such as the fact that a certain manager has a thing for petticoats … on himself.

Flurry of Activity (3AP): Tier 1 ability, range 2. +10 to AP, -3 to MP, 2 additional abilities can be used this hour. Sometimes flailing around makes it easier to find the motivation to keep flailing. 

Instill Panic (4AP): Tier 2 ability, range 3. Induces effects of the Panic ability on a fellow employee or frenemy. Stat penalties of Working Overtime apply.

Job Offer (5AP): Tier 3 ability, range 5. Only target employees with Unemployed or Intern status. Roll 1d20, LC 12. Successfully passing LC immediately eliminates Intern or Unemployed statuses and allows the employee to roll for a new department position and resume working in the Drone tier.
Lie (4AP): Tier 1 ability, range 3. During the next attack or defense of any one Team member, add 1d4+20% of Eloquence (round down) to his or her roll. The truth always looks so much better after a thorough polishing.

Panic (2AP): Tier 1 ability, range 0. Gives Working Overtime status for the current day only. Normal stat penalties for Working Overtime do not apply to the user. Nothing like a good old fashioned adrenaline rush.

Patience (5AP): Tier 1 ability, range 0. +5 max MP and +2MP per hour for 1d8 hours; +4MP per hour if employee has Longsuffering skill.

Quit (0AP): Tier 1 ability, range 0. When an employee wants to leave Synergon or loses all MP, employee automatically uses Quit, resulting in Unemployed status.

Rage Music (1AP): Tier 1 ability, range 0. Roll 1d8, LC 1. Successful roll restores +5MP. Requires Headphones item. Employee must remain adjacent to a computer for 1 hour. Use anything from romantic sax to death metal; whatever helps to calm the soul in turmoil or headbang those grumpies right out. 

Schmooze (4AP): Tier 1 ability, range 2. Roll 1d20+Charisma, LC 30. Successful roll gives 1d8 hours of Favored. Natural roll of 1 gives 1d4 hours of Scrutinized. If employee has Shared Alma Mater skill, roll 1d6, LC 2. Successful roll gives +2 to Shared Alma Mater rolls for 1d4 hours.
Seek Pity (3AP):  Tier 1 and 2 ability (Executive tier employees cannot use this ability), range 0. For the next 1d4 hours, roll 1d10 LC 5 before using any defense ability. Successfully passing the LC causes the attack to be immediately cancelled. Failing the LC still allows the defender to use a defense ability, but with -10 to defense rolls against Ridicule and Accusation of Incompetence. It’s tough on the ego, but looking pitiful can make a few attackers falter, or laugh. 
Summon Coffee (0AP): Tier 1 ability, range 0. +1d4AP
Walk It Off (3AP): Tier 1 ability, range 0. Roll 1d8, LC 4. Successful roll allows employee to remove effects of one status, but cannot use any attack abilities for the rest of the hour.
Win (25AP): Tier 1 ability, range infinite. Roll 1d20+Patience+Creativity+Eloquence+Charisma+Tech Savvy+Education, LC 1000. That’s business; you can’t win.
Working Ahead (10AP): Tier 1 ability, range 0. Roll 1d8, LC 3. Successfully passing the LC gives +1d6 to defense rolls for the next 1d8 hours, and employee cannot be attacked with Scrutinize, Move Up Deadline or Accusation of Incompetence.

Attack Abilities
Accusation of Failure (4AP): Tier 3 attack, range 5, roll 1d20. Successful hit gives the target 1d8 hours of Fear of Reprisal.

Accusation of Incompetence (3AP): Tier 2 attack, range 3, roll 3d6. Successful hit gives 1d8 hours of Complete Loss of Authority. If successfully defended, the attack gives the target 1d8 hours of Enraged, instead.

Belittle (0AP): Tier 1 attack, range 3. Automatically gives 2MP damage to target unless target has Intimidate skill. If attacker has Intimidate skill, target takes 3MP damage. Remind the target of how insignificant he or she is.

Blackmail (10AP): Tier 1 attack, range infinite, roll 2d6+50% Creativity. Successful hit gives the attacker $2d20 or one non-luxury item worth $20 or less (attacker chooses).

Blame (2AP): Tier 1 attack, range 3, roll 2d8.  Successful defense gives the target 1d4 hours of Enraged. Slow sales, missed deadline, clogged toilet in the bathroom; whatever it is, it’s someone else’s fault.

Call meeting (6AP): Tier 2 attack, range 10. Attacker designates up to 4 targets. Roll 2d8+50% Charisma attack, each target rolls individual defense. Any target that takes MP damage must roll 1d10+50% Patience, LC 20. Failing LC roll gives target 1d8 hours of Malaise.  

Delay (2AP): Tier 1 attack, range 5, roll 2d6. Successful hit gives the target 1d4 hours of Delayed and -4 to defense rolls against Missed Deadlines for 1d4 hours. 

Fake Tears (3AP): Tier 1 attack, range 2, roll 1d10+25% Charisma. Successful hit gives the target 1d4 hours of Fear of Reprisal. Turning on the waterworks can make people feel really bad.

List of Bureaucratic Tasks (3AP): Tier 2 attack, range 3, roll 1d10+Eloquence. Successful hit gives the target 1d4 hours of Overwhelmed status. Target cannot use any abilities this hour. Target must be at least one level below the attacker. Tell someone to go file something and, miraculously, that person disappears for a while. 
Missed Deadline (2AP): Tier 1 attack, range 3, roll 2d6. Successful attack gives the target 1d4 hours of Scrutinized.

Move Up Deadline (3AP): Tier 2 attack, range 10, roll 2d8. Target must be at least 1 tier blow the attacker. Successful hit gives the target 1d8 hours of Overwhelmed and removes 1d4 days from project deadlines.
Ridicule (2AP): Tier 1 attack, range 3, roll 1d6+25% Eloquence. Intimidate skill gives additional +2 to attack roll. Successful hit gives the target 1d8 hours of Humiliated. Remind the target of how insignificant he is, how poorly he works, and how repulsive his face is.

Scrutinize (4AP): Tier 2 attack, range 10, roll 2d10. Successful hit gives the 1d8 hours of Scrutinized. Even if the attack is successfully defended, target receives 1d4 hours of Scrutinized.
There Will Be Consequences (3AP): Tier 2 attack, range 2, roll 2d8. If attack roll plus attacker's Eloquence is greater than target’s Eloquence, target receives 1d8 hours of Fear of Reprisal status. Target’s Apathy and Aloof modifiers cannot be applied to defense rolls for 1 day, even if this attack is successfully defended. 

Threats of Physical Violence (5AP): Tier 1 attack, range 2, roll 1d20+50% Eloquence. If the attack is successful, the attacker must roll 1d10+Eloquence, LC 30. Failing the LC results in Written Up status for the attacker. Sometimes a point can be made by describing what one can do with the target’s liver.
Twitter Gossip (2AP): Tier 1 attack, range infinite, roll 2d8. Attacker must have Tech Savvy of 14 or higher to use this ability. Employees don’t need to gather at the water cooler to spread devastating rumors. Thank you, technology. 

Defense Abilities
Bluff (3AP): Tier 1 defense, roll 1d6+50% Eloquence. Head nods and non-committal grunts are all it takes to deflect some attacks, especially if it’s not clear what the attacker is even talking about.  
Bribe (5AP): Tier 2 defense, roll 1d8+Charisma, LC 20. Successfully passing the LC allows defender to give $25 to the attacker in exchange for canceling the attack.

CC Email (3AP): Tier 2 defense, must be adjacent to a computer, roll 2d8. +3 to rolls against Blackmail, Blame, Threats of Physical Violence and Ridicule.
Crawl Under the Desk (0AP): Tier 1 defense. Employee is not attackable for 1 hour, but cannot use any other abilities and cannot move away from the desk for that hour. Roll 1d8, LC 3. Failing to pass the LC means the defender was spotted under the desk and receives 1d4 hours Ashamed and 1d8 hours of Complete Loss of Authority.

Email Went to Junk Folder (3AP): Tier 1 defense, roll 1d6+Tech Savvy. +3 to defense roll when used against Move Up Deadline, -5 to defense roll when used against Accusation of Incompetence.

Fake Tears (3AP): Tier 1 defense, roll 1d8+50% Charisma. Successfully defending the attack gives the attacker 1d8 hours of Ashamed. A successful hit gives the defender 1d4 hours of Look Stupid, instead.
I Wasn't Here That Day (2AP): Tier 1 defense, roll 1d10. When defending against Accusation of Failure, Accusation of Incompetence, Blame or Missed Deadline, roll 1d20, LC 6. Successfully passing LC cancels the attack. This ability cannot be used to defend against Twitter Gossip, Ridicule, or Threats of Physical Violence.

Ignore (4AP): Tier 1 defense, roll 2d10+50% Patience. Successfully defending the attack gives the attacker 1d4 hours of Enraged. Failing to defend the attack gives the attacker 1d4 hours of Annoyed. Treat threats like they don’t exist, and sometimes they go away. Sometimes.

Long Lunch (2AP): Tier 1 defense, roll 1d20. Only usable once each day. +3MP, but the defender must roll 1d10+Eloquence, LC20. Failing the LC gives the defender 1d4 hours of Delayed. 

Make It Up (4AP): Tier 2 defense, roll 1d8+Creativity. Also roll 1d10+50% Eloquence, LC 15. Failure to pass LC gives the defender 1d4 hours of Scrutinized.  

PTO (1AP): Tier 1 defense. Removes the defender from Synergon for 1d8 hours. Any attacks pending or statuses affecting the defender are cancelled. The defender cannot use any abilities during that time and does not participate in Team assignments and projects. Upon returning to Synergon, the defender regenerates +10MP and has -3 to defense rolls against Missed Deadline and Move Up Deadline for 1d4 days. Using PTO more than once in a 1 week period gives an employee 1d8 hours of Scrutinized.

Stall (3AP): Tier 2 defense, roll 1d8+Eloquence. Successful defense causes the attack to be postponed for 1 hour and the attacker receives 1d4 hours of Delayed. After 1 hour, the attack resumes as normal with -3 to the original attack roll. The original attack may be defended or delayed again. 
Unverifiable Claim (5AP): Tier 2 defense, 2d6+Creativity. +2 to defense roll if used against department-specific abilities.
Department-Specific Abilities 
Accounting
Run the Numbers (2AP): Tier 1 attack, range 5, roll 1d8+50% Patience. Must be adjacent to a computer or own a calculator. Every plan, every project, every proposal has a weakness: the budget. 

Full Numerical Assault (3AP): Tier 2 attack, range 3, roll 2d8+50% Eloquence. Successful hit gives the target 1d4 hours of Overwhelmed. Use nonstop streams of numbers and equations until the target’s eyes gloss over. 

Cook the Books (4AP): Tier 2 defense, roll 1d10+Eloquence. Successful defense gives the defender $5. With a simple decimal, Accountants can make someone look like a buffoon or even a felon … and maybe make a little extra in the process. 

Internal Audit (4AP): Tier 3 attack, range 10, roll 1d20+Eloquence. Successful hit gives the target 1d4 hours of Scrutinized. If the attack causes more than 4MP of damage, target receives 1d4 hours of Fear of Reprisal instead. No one likes to be under this level of scrutiny. 
Content 
Rough Draft (2AP): Tier 1 attack, range 3, roll 1d4+Creativity. So rough it hurts … the target. 

Spell Check (3AP): Tier 2 attack, range 3 or infinite if adjacent to a computer, roll 1d8+Eloquence. Successful hit gives the target 1d4 hours of Look Stupid. Those boozos can’t even remmember witch their there sentence meeds. 

Lofty Language (3AP): Tier 2 defense, roll 2d6+Eloquence. Eloquence modifier is negated if the attacker has a higher Eloquence stat. Successful defense gives the attacker 1d4 hours of Uncomfortable. That Brit Lit class may finally come in handy. 

Grammar Check (4AP): Tier 3 attack, range 3 or infinite if adjacent to a computer, roll 4d6+Creativity. Successful hit gives target 1d4 hours of Ashamed. They can never remember the part of the sentence prepositions aren’t supposed to appear at. 

Design
Photoshop (2AP): Tier 1 attack, range infinite, roll 1d8+50% Tech Savvy. Attacker must be adjacent to a computer. It’s amazing how many embarrassing situations a target can be inserted into with some simple knowledge of graphics manipulation.
Stream of Concepts (6AP): Tier 2 attack, range 3, roll 2d8+Creativity. Successful hit gives the target 1d8 hours of Overwhelmed. In a burst of creativity, mock up so many concepts the target can’t even begin to decide which one to choose. 

Reference the Greats (4AP): Tier 2 standard ability, roll 1d10+50% Creativity, LC 15. Successfully passing the LC gives +5 to attack rolls for the next 5 attack abilities any Team members use. Name drop enough famous artists as inspiration (and work the word “homage” in there somewhere) and people assume the work is an instant classic. 
Photoshop (3AP): Tier 2 defense, roll 2d6+Tech Savvy. Successful defense gives the attacker 1d8 hours of Humiliated. Whether it’s creating an embarrassing photo of the attacker or fixing some mistakes in the Team’s work, “Shopp’n” skills are clutch. 

HR
Distribute Paychecks (2AP): Tier 1 standard ability, gives +5MP to each employee on the Team. It's funny how a little piece of paper can brighten a person's day. 

Positive Performance Review (3AP): Tier 2 standard ability, gives +20MP and +15AP to one Team member. Even though it means nothing, it's designed to make employees feel good.

Negative Performance Review (3AP): Tier 2 attack, range 3, roll 1d8+Charisma. Successful hit gives the target 1d8 hours of Ashamed. Unlike the positive reviews, negative reviews can permanently affect an employee's record. Negatively.
Company-Wide Memo (4AP): Tier 3 standard ability, range infinite, gives +8 to the next three rolls for any of the following abilities: Accusation of Incompetence, Blackmail, Blame, Call Meeting, Delay, and Espionage. Must be adjacent to a computer to use this ability. For when an employee needs to know that everyone knows.

Check the Files (6AP): Tier 3 attack, range infinite, roll 1d20+50% Patience. Attacker must be adjacent to a computer. An unmodified attack roll of 12 or more also gives the target 1d4 days of Fear of Reprisal. The company does background checks before hiring. All that juicy info is right there in the personnel files. 

Employee Recognition Award: These are only given to friends and family of management. No one on the Team qualifies.
IT
Make a Bot (2AP): Tier 1 attack, range infinite, roll 1d4+Tech Savvy. Attacker must be adjacent to a computer. Successful hit gives the attacker 1 extra attack or standard ability use in the following hour. Why do the work if a simple script can get the job done? 

Unscheduled Maintenance (3AP): Tier 2 attack, range 2, roll 1d10+Tech Savvy. Successful attack causes the target to lose access to any Desktop Computers and/or Laptops for 1d8 hours. Looks like some HTML in the RAM is below the 323Hz threshold of the integrator capacitor. This computer needs to be shut down for a while. 

Monitoring Software (3AP): Tier 2 defense, roll 2d8+Tech Savvy. Must be adjacent to a computer. Successful defense gives +3 to defense rolls against the next 3 attacks targeted at anyone on the Team. Using monitoring software allows employees to see attacks coming a digital mile away.

Check the Server Logs (4AP): Tier 3 attack, range infinite, roll 1d20+Tech Savvy. Attacker must be adjacent to a computer. Successful hit gives the target 1d4 hours of Ashamed. If the attack exceeds the defense by more than 3, target also gets Written Up. The target has been visiting some … questionable websites. 

Legal
Throw the Book (2AP): Tier 1 attack, range 3, roll 1d8+50% Creativity. Tell your target just how many regulations he is breaking and how many people would be interested in knowing about it. 

Find the Mole (3AP): Tier 2 attack, range infinite, roll 2d8+Patience. Unmodified attack roll of 15 or higher causes target to automatically be Unemployed. Synergon is not an equal opportunity employer; moles are strictly forbidden on company property. Weasels and ratfinks are accepted, however.
Ethics Inquiry (3AP): Tier 2 defense, roll 2d8+Creativity. Successful defense gives the attacker 1d4 hours of Uncomfortable. Explain to the target why some attacks, specifically those made against the Team, are morally reprehensible.

Litigate (5AP): Tier 3 attack, roll 1d20+Patience. Successful hit gives the target 1d8 hours of Fear of Reprisal. There ‘bout to be a lawsuit up in here. 
Marketing 
Catchy Slogan (2AP): Tier 1 standard ability. Gives +1d8 AP to each member of the Team. It’s the corporate version of the rallying battle cry.
Conduct a Survey (3AP): Tier 2 attack, range 2 or infinite if adjacent to a computer, roll 2d8+Tech Savvy. Successful hit gives the target 1d4 hours of Delayed. Nothing saps a person’s strength like taking part in a never ending survey.

Positive Brand Image (3AP): Tier 2 defense, roll 1d20+Creativity. Successful defense gives +1 to defense rolls for every Team member for 1d4 hours. Work some branding magic to make the Team look more appealing to frenemies. 

Subliminal Campaign (5AP): Tier 3 attack, range infinite, roll 1d20+Creativity. Successful hit gives the target 1d4 hours of Uncomfortable.
PR
Spin It (2AP): Tier 1 attack, range 3, roll 1d4+Creativity. Just because PR makes the company look good doesn’t mean it can’t also be used to make someone look bad.
Social Media Sortie (4AP): Tier 2 attack, range infinite, roll 2d8+50% Charisma. Attacker must be adjacent to a computer. Successful hit gives the target 1d8 hours of Ashamed. It’s amazing how quickly malicious rumors can propagate through Facebook.
Host an “Event” (7AP): Tier 2 standard ability, gives +2d20MP and 1d4 hours of Sugar Rush to every Team member. Only usable once per day. No one knows how to throw a party like a PR person. That’s right, the cake is being delivered by William Shatner in a helicopter. 

Leak to the Press (4AP): Tier 3 attack, range infinite, roll 1d20+Charisma. Successful hit gives the target 1d4 hours of Ashamed and 1d8 hours of Fear of Reprisal. What will happen if an anonymous source told the press that the target was embezzling money from investors?
Sales
Fake Compliment (2AP): Tier 1 attack, range 5, roll 1d10+50% Charisma. Successful hit gives the target +3MP, but the following hour the target takes the full amount of damage from the hit, plus an additional +3MP of damage. Make the target feel good because when he realizes it was insincere it will hurt all the more.

Come on Strong (3AP): Tier 2 attack, range 3, roll 2d8+Charisma. Successful hit gives target 1d4 hours of Overwhelmed. “You look like a smart guy. What’s it gonna take to get you to bring this baby home with you today?”

Relentless Haggling (3AP): Tier 2 defense, roll 2d8+Eloquence. Successful defense gives the attacker 1d4 hours of Annoyed. +3 to defense roll if used against Move Up Deadline, +4 to roll on the defender’s next use of Bribe and payment is lowered to $15.
Manipulative Wording (4AP): Tier 3 attack, range 3, roll 1d20+Eloquence. Successful hit gives the target 1d8 hours of Uncomfortable and gives the attacker $20. “If you knew it was possible to have an ability like this, wouldn’t you do or pay just about anything to get it?”

Web Strategy
Keyword Attack (2AP): Tier 1 attack, range infinite, roll 1d4+Eloquence. Attacker must be adjacent to a computer. Webpage tested, Google approved. 
Google Bomb (6AP): Tier 2 attack, range infinite, roll 2d8+Tech Savvy. Attacker must be adjacent to a computer. Successful hit gives target 1d4 hours of Look Stupid and 1d8 hours of Annoyed. Tell the target to Google his or her own name and see what comes up … now. 

Click Fraud (2AP): Tier 2 defense, roll 2d8+Tech Savvy. -3 to defense roll if used against Ethics Inquiry. Must be adjacent to a computer. Older relatives have nothing better to do than sit around all day and bump up click-through numbers. 

Start a Blog (4AP): Tier 3 standard ability, gives every Team member 1d4 days of Favored. User must be adjacent to a computer. Everyone has one, which is exactly why the executives will think it’s a good idea. 

Flashy New Site (4AP): Tier 3 standard ability, gives every Team member 1d4 days of Promoted. User must be adjacent to a computer. Must have at least one employee on the Team from the Design department to use this ability. The youngs like those flashy Flash pages. Ranks right up there with Britney Spears on their “Things that Rox My Box of Sox” list, or so the executives have heard. 

Frenemies
Ambitious Drone: Receives +10 to max AP
Annoyingly Friendly Drone: All attacks from this frenemy give the target 1 hour of Annoyed even if the attack is successfully defended or the attack naturally gives the Annoyed status.

Clueless Drone: The power of sheer ignorance makes this frenemy more resistant to attack. Receives +3 to all defense rolls.

Demoralized Drone: Once each hour, this frenemy can target one Team member and roll 2d4. That Team member loses MP equal to the roll, and the frenemy gains the same amount of MP.

Nihilist Drone: When this frenemy’s MP drops below 20% of max MP, the frenemy gains +1 to attack rolls. When the Nihilist Drone takes MP damage, damage is reduced by 30%.
Accusatory Manager: Receives +3 to Accusation of Failure and Accusation of Incompetence attack rolls. All attacks from this frenemy also give the target 1d4 hours of Scrutinized.

Delegating Manager: Able to make up to 5 attacks per hour and up to 3 at one time.

Egotistical Executive: Has Inflated Self Image skill and is immune to Ashamed, Demoralized, and Look Stupid.

Spiteful Manager: Receives +2 to attack rolls. Any time this Frenemy deals more than 3MP damage, the target also receives 1d4 hours of Ashamed, even if the attack naturally gives Ashamed. 
Uncaring Manager: Receives +4 to attack rolls when using List of Bureaucratic Tasks, Move Up Deadline, Missed Deadline, and Scrutinize.
Absentee Executive: Can use PTO and Out to Lunch multiple times each day, up to once per hour.
Micromanaging Executive: Any time this frenemy attacks  or is attacked, the target or attacker immediately receives Scrutinized status before rolling. Scrutinized remains in effect for the rest of the hour.
Snobbish Executive: Constantly experiences the effects of the Cocky and Overcompensating.

There are a few more frenemies the Team may encounter which don’t belong to the standard departments. These other frenemies also have special capacities.

CEO: Has Disdain, Inflated Self Image, and Intimidate skills, and constant Overcompensating and Cocky statuses. Usually accompanied by an entourage of 3 or 4 Executives.
Creepy Stalker: Has the Intimidate skill and gives 1d4 hours of Uncomfortable status with any successful attack. Knows all about his target and periodically steals an item from the target’s desk to be added to his shrine.

Customer Service Doofus: Has Inflated Self Image, Deception, and Disdain skills. Immune to attacks with Blame.

Janitor: Has Liberal Arts Background skill.
R&D Goon: Immune to Missed Deadline and Moved Deadline. Gives 1d4 hours of Look Stupid with any successful attack.
Security Guard: Thinks he has Intimidate skill, but doesn’t. Actually has Aloof skill and every attack gives 1d4 hours of Scrutinized status.
That Lady Looking for a Sexual Harassment Lawsuit: When The Lady loses all MP, the last employee to attack her must roll 1d10, LC 5. Failing to pass the LC gives the attacker Written Up status.
Frenemy-Specific Abilities
Consequences (4AP): Tier 2 attack, roll 2d8+50% Patience. If frenemy has taken any MP damage, the target takes an additional 10MP damage, even if the attack is successfully defended.  
Fire (4AP): Tier 2 attack, roll 1d10. Successful hit causes the defender to become Unemployed.
I'll Know It When I See It (5AP): Tier 2 attack, 3 hour attack, 3 chances to defend. First hour: 1d8 attack, second hour: 2d8 attack, third hour: 1d20+4 attack. Successful defense in first or second hour cancels further attacks. Designers receive +1 to defense rolls. If employee doesn't successfully defend by the third attack, employee takes additional 5MP damage and receives Look Stupid effects for 1d4 hours. They don't know what they want, and they judge an employee’s worth by his ability to interpret an opinion that doesn't exist. Good Luck. 

Talk About Salary (2AP): Tier 3 attack, roll 2d8+50% Eloquence. Successful hit gives the target 1d8 hours of Despair. Everyone knows Executives make more than most, but it’s still quite a blow to hear exactly how wide the divide is. 

Items
Automatic Weapons Calendar ($15): Adds +10 to defense rolls against Fired. +1 to all other defense rolls. +3 to attack rolls for Threats of Physical Violence. Keeping this poster in plain site makes other employees think twice before doing anything drastic. The hint of hobbies involving serious firepower will do that. 
Bruce Lee Poster ($5): +5AP after the first 4 hours of each day. Gives 1d4 hours of Cocky at the start of each day.
Calculator ($5): +3 to LC rolls for Acting Productive. A successful hit while attacking with Blackmail gives an additional $5. +3 to rolls for Accounting-specific abilities.
Cat Calendar ($10): +10MP once per day. Owner chooses what time each day the MP gain is given. They are soothing, those catniks.
Chuck Norris Poster (N/A): Upon purchasing this item, the employee instantly wins. Unfortunately, Chuck Norris cannot be owned.
Comedy Movie Poster ($5): Constantly quoting lines from the movie gives the Team +2 to attack rolls for Ridicule. Thanks to a series of in-jokes from the movie, any time an employee uses an ability on a fellow Team member that increases MP or AP, the MP/AP gains are increased by 4.
Cool Movie Poster ($5): Mutual appreciation for the latest Brock McBoom action flick gives the entire Team +5 Charisma, and quoting pithy lines to each other gives each Team member +2 to Threats of Physical Violence rolls.
Desktop Computer: Desktop Computer cannot be purchased; one is automatically placed on every desk. Employees must be adjacent to the desk to use it.

Filing Cabinet ($60): +2 to defense rolls against Blackmail. Allows the owner to have 15 items at one time.
Flash Drive ($10): +1 Tech Savvy, +4 to rolls for Espionage. +3 to rolls for IT department-specific abilities.
Headphones ($5): +5 to defense rolls for Ignore.
Inspirational Art ($7): +5 Creativity, +3AP at the beginning of each day.
Laptop ($300): +5 to Tech Savvy. Abilities requiring an employee to be adjacent to a computer can be used anywhere. +1 to rolls for department-specific abilities. All employees receive a free company laptop at level 35.
Legal Pad ($3): +3 to rolls for Legal-specific abilities.

Letter Opener ($8): Gives +10 to attack rolls for Threats of Physical Violence.
Luxury Car ($2000): Gives +2MP at the start of each day. +10 to defense roll for Long Lunch and +5 to the subsequent LC roll. Luxury Item, employee must have Hereditary Wealth skill or be Executive level 50 to use. This item remains in the company parking lot. Executives are a lot like mockingbirds: They’re really good at mimicking people with actual skills, and they’re attracted to shiny things. This car is exactly the same model everyone else has and, man, this baby gleams!
Magazines ($15): +3 to defense rolls for Ignore; -3 to LC rolls for Acting Productive, +2 Creativity. Learn one extra Skill at every tenth level.
Miniature Zen Garden ($7): +5 Patience. Dragging a tiny rake through a little wooden box of sand is a great way to gain perspective on the universe or just kill time.
Motivational Poster ($3): Regenerates +3AP for the owner each hour. After 5 days of use, this poster stops giving AP boosts and drains -2MP per hour instead.

Pen ($1): When worn in a front shirt pocket, gives constant Look Stupid status. Otherwise filling forms in by hand causes abilities to take longer to use. The employee can only use one standard or attack ability each hour. After one week the pen runs out of ink and the employee can’t use any abilities until another pen is purchased.

Personal Secretary ($20/day): Grants 2 additional ability uses per hour, -2 to AP cost for all abilities. He can shine shoes too.
Picture of the Family ($10): Regenerates +50% of max MP and +50% of max AP at the end of each day.
Polo with Company Logo ($20): Any encounter with an Executive tier frenemy, whether attacking or defending, gives the owner1d4 hours of Favored. Remains with the player; cannot be worn with Sharp Suit.
Potted Plant ($8): +2 Patience, +3 to rolls for HR-specific abilities. There’s much to learn from a simple plant, once one remembers to water it regularly.
Power Tie ($50): Gives Intimidate skill while the employee is wearing it. +3 to attack rolls. Luxury Item, must have Hereditary Wealth skill or be Executive level 50 to wear. This item remains with the employee. It’s red, it’s made by some fancy designer, and it’s awesome.
Rabbit’s Foot ($5): Employee receives 1d8 hours of Lucky at the beginning of each day. -1 to defense rolls against Ridicule.

Red Pen ($1): Gives +3 to rolls to Content-specific abilities. Successful hits/defenses with Content-specific abilities also give the target/attacker 1d8 hours of Humiliated.

Rolex ($200):  Doubles the duration of any ability or skill that has a time-related result. Luxury Item, must have Hereditary Wealth skill or be Executive level 50 to wear. This item remains with the employee. You could spend hours just staring at this thing.
Rolodex ($5): -3 to Tech Savvy, increases Favor duration by 1 hour because Executives still don't understand what a contact list is.
Self Help Book ($12): +5 Charisma. +1MP and +1AP at the start of each hour.
Sharp Suit ($250): +10 Charisma, +2 to attack rolls for tier 3 attacks. Luxury Item, must have Hereditary Wealth skill or be Executive level 50 to wear. This item remains with the employee. One word: Pinstripes.
Shrines to Saint Brin and Saint Page ($4): +3 to rolls for Web Strategy-specific abilities.

Slick Business Cards ($6): +2 to LC rolls for Schmooze. +3 to rolls for PR- and Sales-specific abilities.
Snacks ($1): Single use item, gives the following effect upon purchase and then is “discarded.” Restores 10 AP. Gives Sugar Rush status for 1d8 hours. 

Sports Car ($3000): It’s your mid-life crisis, you can deal with it however you want. Gives Overcompensating status and Cocky status permanently. Luxury Item, employee must have Hereditary Wealth skill or be Executive level 50 to use. This item remains in the company parking lot.

Steve Jobs Biography ($13): Gives 1d4 hours of Cocky status at the beginning of each day. +3 to rolls for Marketing-specific abilities.

Thesaurus ($15): +5 to Eloquence 

Used Wacom Tablet ($15): +3 Creativity, +3 to rolls for Design-specific abilities.

Word of the Day Calendar($4): +2 to Eloquence. A daily guide to the art of verbosity.
Possible Scenarios

Elevator/Stairwell Encounter: When using an elevator or stairwell to travel between floors, employees may sometimes get cornered by angry frenemies. Running into executives, Creepy Stalkers and That Lady Looking for a Sexual Harassment Lawsuit is especially common. 
Business Trip (project): Corporate sends employees to a convention or another company for deal talks. Frenemies from other companies are particularly hostile and items from an employee's desk provide no benefit while he or she is traveling.
Printer Jam (assignment): Employees must fend off Enraged frenemies circling the printer and perform a Tech Savvy-based LC to fix the jam

Remodeling (assignment): Employees must pack up and move offices, meaning they receive no benefits from desk-based items for the duration of the move.
Pick-up (assignment): Employees must meet someone or pick up something from the receptionist in the lobby by a given time.
Collaboration (project): The Team is tasked with getting multiple departments to collaborate on a project, meaning the Team must Demoralize the relevant frenemies in order to make them subservient enough to work together. For instance, Design and Content  must collaborate on a company manual, so the Team must fight through both departments and Demoralize the middle managers of both departments to get them to cooperate.
Infiltration (project): In order to discover important secrets being kept by one of the VPs, the Team must keep the VP and his department busy with attacks while one Team member attempts to ingratiate himself with the VP. The undercover Team member must earn 24 consecutive hours of the Favored status in order to gain the VP's trust. All the while, the undercover Team member must attack his own Team members at least once per hour in order to maintain the illusion that he or she is on the VP's side. 












