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You are a psychic and you have built your whole life around that fact. You can read objects. When you pick up
an item, you can sometimes catch flashes of visions about someone whose psychic imprints are on the item. Now,
these visions can be of anything. They can be of the past, or the present. There have been only a couple of times
when you think you saw a future flash, but you are still unsure about it. Most objects have been imprinting by
more than one person. You cannot control who the visions are about, and you wouldn’t want to. If you try to
influence the vision, you might end up altering it and it can lead you astray.

Your family has money, and so you took a loan from your parents to open the Eternal Light. They are not really
thrilled with your spiritual path, but your father is glad that you’re putting it to good capitalist use and make some
~ |money for yourself. He helped you with the initial business research and work to get the business established and
\ |to find the right location and such. You have done the rest. The store has been a moderate success. You doubt you
will ever get rich off it, but that’s okay. You opened it so that you and others can benefit from the heightened
accessibility to hard-to-find new age books and paraphernalia.

You joined the Foundation for Paranormal Investigation in order to help further your studies, and to also put your
abilities into useful practice. It has been an eye-opening and essential part of your spiritual growth.
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People You Know

Jeffrey Parker: Jeff is an obsessed individual. He not only believes in UFOs, but he is convinced that there is a
government conspiracy involving them, and that an invasion may be imminent. The poor man is, unfortunately,
rather deluded, but he still is nice and good to have in the group. Your only concern is his fascination with guns.
He works at a gun shop, and he claims that it is because he needs to be prepared. For what, you don’t dare guess,
but you have your suspicions.

Scott Benson: Scott is Jack’s brother. He is also the tech manager of the group. He has a way with electronics
that is beyond compare. He works magic the technology like mages work with mana. And he does so with love;
love for the art. It is fun to watch him work, and his skills are of great use to the group, as well.

Collin Hawkes: He says he’s been haunted by ghosts for most of his life. He definitely is jittery, and you are
certain that he honestly believes what he says. Of course, that does not mean that he really sees ghosts. Still, he’s
a good man, and he will make a good addition to the team.

Carla Maples: She’s a forensic scientist and field agent. She’s a skeptic; you don’t think she believes in any of
the paranormal, but she is really useful in an investigation. She has a way of looking at a scene and picking out all
the evidence that you just would never have noticed. It’s truly amazing. | think in time she’ll come to believe.

Frank Milner: He used to be an FBI agent. You don’t know if he washed up or left on his own, but he’s pretty
bitter about it. He’s driven to learn about the paranormal, and he’s like a steamroller: you don’t want to get in his
way! He was a profiler at one time, and so he’s always working up profiles of people.

Scott Benson: He’s a geek. He loves to fiddle with electronics and he’s why you guys have a van and still have
to take two cars on field trips! Still, he really knows his stuff, and is a good investigator too. He’s a bit awkward
in social situations, but that’s okay, as long as we keep him with the gear.
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	Text4: You are a psychic and you have built your whole life around that fact. You can read objects. When you pick up an item, you can sometimes catch flashes of visions about someone whose psychic imprints are on the item. Now, these visions can be of anything. They can be of the past, or the present. There have been only a couple of times when you think you saw a future flash, but you are still unsure about it. Most objects have been imprinting by more than one person. You cannot control who the visions are about, and you wouldn’t want to. If you try to influence the vision, you might end up altering it and it can lead you astray.  

Your family has money, and so you took a loan from your parents to open the Eternal Light. They are not really thrilled with your spiritual path, but your father is glad that you’re putting it to good capitalist use and make some money for yourself. He helped you with the initial business research and work to get the business established and to find the right location and such. You have done the rest. The store has been a moderate success. You doubt you will ever get rich off it, but that’s okay. You opened it so that you and others can benefit from the heightened accessibility to hard-to-find new age books and paraphernalia. 

You joined the Foundation for Paranormal Investigation in order to help further your studies, and to also put your abilities into useful practice. It has been an eye-opening and essential part of your spiritual growth. 

	Text6: People You Know

Jeffrey Parker: Jeff is an obsessed individual. He not only believes in UFOs, but he is convinced that there is a government conspiracy involving them, and that an invasion may be imminent. The poor man is, unfortunately, rather deluded, but he still is nice and good to have in the group. Your only concern is his fascination with guns. He works at a gun shop, and he claims that it is because he needs to be prepared. For what, you don’t dare guess, but you have your suspicions.

Scott Benson: Scott is Jack’s brother. He is also the tech manager of the group. He has a way with electronics that is beyond compare. He works magic the technology like mages work with mana. And he does so with love; love for the art. It is fun to watch him work, and his skills are of great use to the group, as well. 

Collin Hawkes: He says he’s been haunted by ghosts for most of his life. He definitely is jittery, and you are certain that he honestly believes what he says. Of course, that does not mean that he really sees ghosts. Still, he’s a good man, and he will make a good addition to the team.

Carla Maples: She’s a forensic scientist and field agent. She’s a skeptic; you don’t think she believes in any of the paranormal, but she is really useful in an investigation. She has a way of looking at a scene and picking out all the evidence that you just would never have noticed. It’s truly amazing. I think in time she’ll come to believe. 

Frank Milner: He used to be an FBI agent. You don’t know if he washed up or left on his own, but he’s pretty bitter about it. He’s driven to learn about the paranormal, and he’s like a steamroller: you don’t want to get in his way! He was a profiler at one time, and so he’s always working up profiles of people. 

Scott Benson: He’s a geek. He loves to fiddle with electronics and he’s why you guys have a van and still have to take two cars on field trips! Still, he really knows his stuff, and is a good investigator too. He’s a bit awkward in social situations, but that’s okay, as long as we keep him with the gear. 



