


Welcome to 2016, and the surprisingly 
dangerous world of Los Angeles' 

fashion influencers. Snotgirl follows 
the life of one Lottie Person – 
fashionista, blogger, and chronic 
allergic mess – as she finds herself 
pulled into the orbit of a woman who 

seems a bit more than human.

Your time in this world begins the day 
Lottie starts trialing a new allergy 

medication, the same day strange things 
start happening to her.

You have 1000 CP to spend.



Origin and Location
You have your choice of origin. All 
purchases are discounted for their 
respective origin; discounted 100 CP 

purchases are free.

You can start freely at any owned 
property in LA, or at the coffee shop 
where Lottie and Caroline are about to 

meet.

Your age and other vitals are yours 
to freely choose. There's a niche for 
everything in the fashion world, even if 
most fit a narrow demographic…

The Fashion Blogger: 
You’ve been blogging 
for years and have 
built up a loyal fan 
base who await your 
every post with bated 

breath.
The Industry 
Professional

The Fashion 
Blogger

The
Drop-In

No
Memories,
no connec-
tions,
No

Problem

You're not 
the face of 
the outfit, 
but you have 
a real job



01. Drop-In Perks

Coolgirl (100) – You are effortlessly cool. This 
is not a charisma or appearance booster, but a 
booster to the ineffable and objective quality 
of 'cool'. If someone could describe how or why 
you're cool you simply wouldn't be cool, but 
everyone can agree you embody it.

The Cleaner (200) – Not as in a 
maid (but you could make a 
killing at that with this), but a 
Cleaner. You can get any kind 
of stain out of anything, get 
into any location that isn't 
locked down using a simple 
disguise, tamper with security 
footage so seamlessly 
there's no evidence at all... 
You are a nobody, and this 
perk can make sure you stay 
that way.

When You Get Lucky Every Time... (400) – ...They start calling it something else. This 
isn't a luck booster or plot armor, though it could easily be mistaken for one. You 
have a subconscious understanding of how to manipulate disconnected events and 
people to make things just work out for you. If this were combined with an actual 
luck perk the effects would compound enormously.

I Concentrate On Living  (600) – You aren't 
normal. You don't age, you're strong enough to 
put a much larger man in an armlock if you get 
the drop on him, and you don't seem to stay 
dead. Once per jump or every ten years 
(whichever is sooner) you come back to life a few 
minutes after dying. This does nothing to help 
your memory, and those bumps to the head do 
seem to add up...



Effortlessly Chic (100) – You are, in a word, hot. 
What's more, you have a phenomenal fashion 
sense that enhances your particular brand of 
beauty. Finally, you'll age like a fine wine. When 
you're an old hag (in your thirties) you'll look 
like you're in your early twenties; when you're 
sixty you won't look a day over forty.

OOTD* (200) – You know the lingo, you 
know how to network, you know the new 
trends before they're trends. Your 
ability to stay ahead of the curve and 
stay relevant in a fast-moving field is 
unparalleled, and this skill extends to 
any area you've purchased perks for in 
other Jumps.

*Outfit Of The Day, obvs

Green Hair Don't Care (400) – You might think people 
would comment on physical features outside the human 
norm, but thanks to this normality filter you'll rarely 
get more than a 'do the carpets match the drapes?'. 
People would treat something like unnatural hair 
color as completely normal, and might find things like 
horns or wings odd but not outlandish.

I've Had My Eye On You For a While (600) – You attract the attention of the 
supernatural like a successful internet personality attracts parasocial fans. Even in 
otherwise mundane worlds, ghosts and other lesser supernatural beings will 
seamlessly and retroactively exist and find their way to you. Fortunately, whatever 
attention you garner through this perk is guaranteed not to be malicious, even if it 
might be dangerous. Even overtly hostile entities will regard you with curiosity rather 
than malice until you bore them. This can be toggled on or off at the start of each 
jump.

02. Fashion Blogger Perks



Skills (100) – While the talent might be the one in 
front of the camera, there's a lot of behind-the-
scenes work that goes into running a successful 
fashion blog. Photography, merchandising, 
marketing, scheduling; you're an expert in all of 
them, and with your skills you could take complete 
unknowns and churn out star after star.

Herding Cats (200) – You've spent enough time managing divas to handle them even at 
their worst. The number of parallels you can draw between them and toddlers is 
astounding. You know what keys to jingle and which meds to keep in stock if you want 
to get at least a semblance of normality from them. In future jumps, this will help with 
managing superhumans, isekai protagonists, and anyone else who thinks the world 
revolves around them.

Sunny Days (400) – Even if many of the bad things that happen to people really are petty 
in the grand scheme of things, it does mean something to them. You are a solid rock, 
something people can cling to during hard times. When someone is struggling and you 
make a genuine effort to help them, they're guaranteed to give you a chance. Over time, 
your help will get them through any trauma or despair and back to a good place. This 
works on yourself, albeit slowly, and works faster the more you help others.

Stumble on the Plot (600) – Just living your daily life might not seem to be the most 
optimal investigative strategy, but it seems to work out for you. Any sort of 
routine work or hobby that gets you out and moving is all but guaranteed to land 
vital information and key clues right in your lap. You can do more to unravel a 
conspiracy than a dedicated police investigation just by taking a few minutes to snap 
some nice pics for your portfolio.

03. Industry Professional 
Perks



04. Items

Drop-In Items

Wardrobe (50) – A wardrobe jam-packed with clothes fitting your style, with 
accessories to pair. Once an outfit from this wardrobe is worn it vanishes (you 
wouldn't want to repeat), and is listed for sale somewhere at a setting-appropriate 
location. If an old outfit of yours gets bought the money gets deposited in the 
pocket or purse of the next outfit you pick. It's not much, but it's a nice trickle of 
spending money. If you really want to keep an outfit you can find the listing and buy it 
back, but you have to pay the listing price.

Your Drink (50) – An unlimited supply of one drink 
you could order in a trendy coffee shop. It 
doesn't have to be half-caf cold brew with nonfat 

Disguise Kit (100) – A sealed disposable bag that 
is always within reach, carrying a fitting 
disguise for your current situation. This can 
range from a security guard outfit matching 
your current location to a simple fake 
mustache. They are guaranteed to trick a 
casual observer, but won't hold up to scrutiny.

Tactical Gear (200) – The white skintight outfit 
is a bit conspicuous, but the sniper rifle never 
runs out of ammo, the night vision binoculars 
never run out of battery, and everything breaks 
down nicely into an inconspicuous duffel that 
people never seem to notice.

House With A View (400) – This trendy modern two-
bedroom house commands a breathtaking view of 
the ocean, with an attached swimming pool and 
patio perfect for hosting parties. The fridge is 
always stocked, the dishes seem to get taken 
care of, and any damage is repaired as quickly as 
a dedicated repair crew would be able to.

almond milk and one 
pump of lavender 
syrup, but it can be.



Journals (600) – A set of journals organized by year and 
apparently written by you. You will have journals for every 
year for the two decades leading up to your arrival in each 
world. They're encrypted with a key you forgot and will 
take time to decipher, but once you do you'll have notes 
for twenty years of investigation into secret goings-on 
performed by the only person you can trust – you.

Your Whole World (100) – Your socials, a 
nicely set-up fashion blog with a handful 
of followers already. Comes with a nice 
phone that will never lose battery or 
signal. Your blog will persist through 
jumps, and nothing fashion-related that 
you post on it will be found suspicious 
by anyone.

Fashion Line (200) – Your own line of 
clothing, perfectly suited to your 
taste and style. You have full rights 
to the line, something even the most 
totalitarian regimes will respect, and 
can make a respectable income on its 
sales if your impact in the fashion 
world is big enough.

Meds (400) – A refilling bottle of 
Jumpertex, a daily pill that will 
stave off any ongoing medical issue 
for 24 hours. Works fine for mundane 
illnesses, but for supernatural 
problems you're going to have some 
strange side effects. Can help with 
Drawback-induced illnesses, but the 
side effects will make sure it isn't 
worth it.

Jumpstravaganza (600) – An invitation 
with your name on it and a blank spot 
where the event is supposed to go. By 
filling it in, you have a valid 
invitation to any gala, party, conven-

tion, or gathering where you can be seen and rub elbows with the elites in your field. 
Once used you'll receive a new one in the mail the next month.

Fashion Blogger Items



Industry Professional Items

Camera (100) – A professional-grade digital camera with unlimited battery life, 
unlimited memory, and a nice lanyard identifying you as a professional 
photographer (not some creep).

A Gig (200) – You have a low-level job and all the necessary documentation to 
prove you can do it. In this jump it will be something in the fashion industry, but 
in future jumps it can be any entry-level job you can perform in any company you 
choose. It won't be exciting stuff at first; you'll be doing a lot of weddings if 
you're a photographer, for example, but it's a foot in the door.

Jump-Chanel (400) – Congrats, Jumper, you hit 
the big time. You have a modest fashion business 
staffed by dedicated followers and enough 
exclusive contracts to pull a nice profit 
without much intervention on your part. You'll 
find fashion bloggers eager to promote you 
and models clambering over each other for a 
job. Once per year, your company can host an 
event that is almost irresistible to anyone you 
invite who is even a shade materialistic.

Conspiracy (600) – A corkboard, pins, colored 
string, and enough sticky notes to last a 
lifetime. Once placed and a mystery has begun 
to be mapped the pieces will begin to fall into 
place. Not in your mind, in the world. You will 
shortly receive an invitation to join a shadowy 
cabal dedicated to solving that same mystery, 
even if one never existed before. This can be 
used once per jump.



05. Companions and Followers
All paid-for companions can be gifted CP at a favorable 1:2 rate for this jump (100 gifted CP grants 200 CP)

Followers  (100, requires Your Whole 
World) - Followers of your blog, of 
course. Even in worlds without 
electronics or internet, they manage to 
follow your posts. The number of 
nameless and interchangeable followers 
you can gather in any given situation is 
based on your online follower count, up 
to a hundred devotees willing to show up 
and lend their mundane skills to you. 
Companions may purchase this.

Not a Butler (50, free Drop-In) – A mysterious figure of your design who may or may 
not be your sibling and always cleans up your messes. They have the entire Drop-In 
perk line as well as the Disguise Kit and Tactical Gear items, and may have a history 
in this world if you so choose (although their memory of this history will be a bit 
hazy). This may be an existing Companion or a fitting canon character if you choose.

The Talent (50, free Industry Professional) – A social media 
personality of your design with a style of your choice, you 
are currently their go-to for anything they need. They come 
with all the perks from the Fashion Blogger line, as well as 
the Your Whole World and Fashion Line items. This may be an 
existing Companion or a fitting canon character if you 
choose.

Unpaid Intern (50, free Fashion Blogger) – 
A fashion school student of your design 
who is (for now) happy to work for you 
without pay. They come with all perks 
from the Industry Professional line as 
well as the Camera and A Gig items (the 
gig is working for you this jump, FYI). This 
may be an existing Companion or a fitting 
canon character if you choose.

Haters' Brunch – You may freely recruit local characters, import Companions, 
or create new Companions, but they can't make purchases or receive CP. For a 
cost of 100 CP per person, they receive a background and 600 CP to spend.



06. Drawbacks

Is This Real Life? (0): For the first few volumes, it's unclear how much supernatural 
activity is actually happening, if any. Strange things pretty much only happen when 
Lottie mixes her meds with alcohol, is in withdrawal from said experimental meds, or 
just got dosed with mushrooms. You can choose for this jump to happen in a world 
devoid of any supernatural elements if that's the interpretation you prefer.

Y2K (+100) – Rather than starting in 2016, you'll be
starting on December 31st, 1999, standing outside
a rave, just prior to the Y2K Rave Massacre. You'll
still be staying until 2026.

[blank]girl (+100) – You have a habit of giving nicknames
to everyone you interact with more than once; these
are usually based on their most obvious features
(normgirl, gymguy, coffeegirl). You'll be good at
using their actual names in conversation and just
refer to them with their nickname in your head, but
you will mess up eventually. They will not be understanding.

Anxiety (+100) – You might be able to put forward a functional
front, but behind closed doors, you are a nervous wreck.
You are prone to catastrophizing, worry constantly about your
image, and deep down believe you are a complete fraud. Because
this synergizes so horribly with them, you get an additional
50 CP for each of Namesearching, Allergies, Drug Trial, and
Canceled if you take them.

Namesearching (+100, requires Your Whole World) – You are going
to spend an inordinate amount of time searching your own name,
and if you don't keep a clean public image you are going to
spend a good amount of time spiraling. You should get off
social media; it's really bad for your mental health.
You won't, though.

Allergies (+200) – You have medication-resistant allergies. Nothing life-threatening, 
but expect your nose to run like a faucet at inconvenient times. Have your EpiPen ready 
for inevitable outbreaks of hives.

Drug Trial (+200 and a discount on Meds, requires Allergies) – Good news: Looks like 
you found a medication that keeps your allergies at bay! Bad news: It's still being 
trialed, and there are some side effects. Hallucinations, paranoia, anxiety... And don't 
think you can get away with just not taking it, your allergies have been ramped up to 
eleven, and the withdrawal from the meds is even worse than the meds themselves. Have 
fun being unsure what's real and what's just in your head for your entire stay.

Canceled (+200) – You are going to find yourself in situations every few months that 
will absolutely get the online mob against you if it comes out. This would only be 
worth 100, but about once a year the event is going to go beyond cancelable and 
cross the line into full illegality. It's not your fault you shoved a girl off a roof 
and put her in a coma, but your fans won't see it that way.

Not The Actor (+400) – You have a police detective who is obsessed with you. He won't be 
dangerous (at first), but any powers you have won't work on him, and he is more than 
willing to use police resources to stalk you. Manage him well, or he might move on 
from making outfits for you to planning on making an outfit out of you.



07. Notes
Jump made by SolidBrass, v1.1

Notes:
-A double discount on Meds makes them free
-If you purchase an outfit from your Wardrobe, it doesn't get sold again.
-If not imported, the House With A View is accessible through your Warehouse. You can 
either have it overlooking a suitably large Warehouse property or in its own pocket 
space. In its own pocket space it keeps the patio and view, but you can only leave the 
grounds back into the Warehouse.
-In any world where legal documentation is necessary to work, A Gig will cover that 
and give you the proper paper trail to legally function in the world. “any company you 
chose” can mean self-employment if you want
-If you bother to learn the name of one of your Followers (y tho?), they will persist 
through a jump. Otherwise it's fresh followers each time they show up.
-Coolgirl does trip, that's the plot of Volume 1.


