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BRCKGROUND
You have the option of gaining a new life and a whole new set of memories from this world.

Having a new life here will give you many invaluable resources and allies to start off with, along
with many I':Ew NENEHERGE] -will greatly improve your chances of survival.
Your age may be reset to anywhere from 19-30 and you can either keep your current gender or
‘-’i change it. You're bod will be cured of any sickness, disability, or injury you may have, and you'll
fsn be brought to a state of sm’tahle physical fitness.
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If you really don’t want to have a life or history in this world then you can choose to be dropped off in the
| middle of nowhere instead. While this option won’t give you any new allies or insight into this world it will let you
stay free of any new and conflicting emotions that may come with the other backgrounds.

Maybe you were farmer who lost everything and had to find a new line of work, maybe you
were a thug who thought chasing bounties would earn you more money, or maybe you were just some psychopath
who loved killing people. Regardless of whoever you were before you’'re now one of the many, MANY “professional”
killers for hire that now roam the planet looking for work. Whether you hunt alone or on a team you won’t have any
trouble finding bounties.
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You grew up traveling all over the place. You’ve been to every continent on the planet and
you’'ve seen many weird, wonderful, and terrible things in your travels. Your experiences have given you insight into
the many treasures that exist on this world and now you’re finally ready to go looking for them.
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You’ve managed to Iearn a great deal about science and mathematics, a rare feat in thls world and very
dangerous one as well. Aku keeps all the intellectuals on earth under his control, however, you’'ve managed to avoid
his notice so far and you may be able to use your knowledge for good if you manage to stay free.
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Whether you're a skilled practitioner or a creature with innate arcane abilities you posses the
capacity to perform magical feats similar to the great Aku. While you may be dangerous, magical entities are so
common, and usually so comparatively weak to Aku, that they’re typically left to their own devices by the master of
darkness. Much of your life has been spent refining your skills and knowledge, but now you feel that you’re ready to
go out and use your abilities.

In addition to altering your mind you can also change your appearance and even gain a few new
traits if your wish.

Humans aren’t the only species living on earth anymore. Anything from brightly colored aliens
with extra eyes to large furry beastmen can be found somewhere in this word so feel free to design a new inhuman
body for yourself. However keep in mind that regardless of your appearance you will not possess any extraordinary
abilities.

In addition to the countless organic beings on this planet, there are also many intelligent
inorganic beings living here as well. You are one such creature, either a robot or a golem. You do not feel pain and
have no need to eat, drink, breath, or sleep so long as you have power. You can also perform minor repairs on
yourself and replace or reattach lost limbs.
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Less developed than
northern Europe but still home to a few small

. pockets of civilization. There are also rumors that

% the ancient civilization of Sparta still exists here.

with many towering cities. Aku’s presence is
very strong here. :
y g 8 e
This sprawling desert region is almost
completely devoid of human life, however, the
shifting sands still hold many dangerous secrets

and valuable treasures.

A very heavily populated region with
a mix of modern and ancient cultures and
infrastructure.

The ancient home of Samurai Jack
himself. Japan has a few major settlements but
most of the land is abandoned and dotted
with ruins.

A heavily populated region that
has retained much of its original culture and
appearance.

Congratulations! You may select
any of the above locations to start in.

Widely populated but not
very developed. Many ancient cultures are still
very prevalent in this region.




SKILLS

NRVIGRTION [SOCP]: POL¥GLOT [I0OCP]:

(Free: Drop-In)
(Discount: Magic User)

COOKING [socP]:
isoce ] ANIMAL HANOLING [10oce]:

(Free: Bounty Hunter)

INSIGHT [SOCF]: MARTIAL-ARTS [200CP]:

(Free: Treasure Hunter)

ENGINEERING [SOCP]: (Discount: Drop-In)
RANGED PROFICIENCY¥ |[2ooce]:

(Free: Scientist)

EMPRTH¥ [SOCP]:

(Discount: Bounty Hunter)

(Free: Magic User) STEALTH [200CF):

SRILING [soCP]:

(Discount: Treasure Hunter)

ACROBATICS [i0ocP]:
COMPUTER HACKING [200CR]:

(Discount: Drop-In)
(Discount: Scientist)

STRATEGY [I00CPR]:
ALCHEMY¥ [200CR]:

(Discount: Bounty Hunter)

THIEVERY¥ [lUUEF]: (Discount: Magic User)

MELEE PROFICIENCY [200CP]:
(Discount: Treasure Hunter)

CRAFTING [I00CP]:

(Discount: Scientist)



FPOWERS ANI ENHANLCEMENTS

Magic Users and Treasure Hunters
Bounty Hunters and Scientists

Drop-ins

MALGICHL POWERS

POL¥MORPHING [200CP]: FLIGHT [200CP):

ENCHANTING |200CR]:

SCR¥ING [200CP]:

TELEPORTATION [400CP]:

ELEMENT MANIPULATION [400CP]:

ILLUSION CRERTION [4D0OCR]:

ENERG¥ BEAMS [400CF]: RESURRECTION [EOOCP]:

H¥PNOTIC VOICE [EOOCF): SHAPESHIFTING [E0OCR]:

SUMMONING [EoocP]:



PH¥NICHL ENHARNCEMENTS

ENHANCED SENSES [200CP]:

ENHANCED AGILITY [200CP]:

ENHANCED STRENGTH [400CR]:

ENHANCED FLEXIBILIT¥ [400CP]:

ELEMENTRL RAFFINIT¥ [EOOCP]:

BERSERK RAGE |600CP]:

NATURAL WERPON [zoOCP]:

ENHANCED STRMINA [20oCP]:

ENHANCED SPEED [400CP]:

ENHANCED OURRBILITY [400CP]:

INDOMITRELE WILL [E0OCP]:

REGENERATION [s00CP]:



ITEMS ANID EQUIPMENT

SIGNATURE OUTFIT [FREE]:

CAMPING EQUIFMENT [SOCP]:

(Free: Drop-in)

STATIC CHARGES [su_|:|=]:

(Free: Bounty Hunter)

SCOUTING GLASSES [SOCP]:

(Free: Treasure Hunter)

BRERTH MASK [sOCP]:

(Free: Scientist)

PET MONSTER [sOCP]:

(Free: Magic User)

THROWING KNIVES [sOCP]:

WEALTH [soCP]:

GREAT FLAMING E¥EBROWS ! [soCp]:

CLASSIC WERPON [100CP]:

(Discount: Drop-in)

GRAPPLING HOOK [100CP]:

(Discount: Bounty Hunter)

COODE BRERKER [100CR]:

(Discount: Treasure Hunter)

POTION KIT [IDOCR]:
(Discount: Scientist & Magic User)

CLASSIC ARMOR [ioocr]:

IETPACK [20OCR]:

(Free: Drop-In)

ROBOT ORTRBASE [200CR]:

(Discount: Drop-In)

ENERG¥ WERPON [200CP]:

(Free: Bounty Hunter)

MODERN ARMOR [zooce]:

(Discount: Bounty Hunter)

BRIEFCASE [200CP]:

(Free: Treasure Hunter)

SAFEHOUSE [200CP]:

(Discount: Treasure Hunter)

WORKSHOP [2oocr]:

(Free: Scientist & Magic User)

MECHRANICAL ARM [zooce]:

(Discount: Scientist)

MONSTROUS MOUNT [200CP]:

(Discount: Magic User)

MOTORCY¥CLE |[2oocp]:

INVISIBILIT¥ SUIT [200CP]:

ENCHRNTED WERPON [400CR]:

(Discount: Drop-Iin)

VIERO WERPON [400CP]:

(Discount: Bounty Hunter)

CELTIC MAGIC WERPON [4o00CR]:

(Discount: Treasure Hunter)

ULTRABOTS [400CP]:

(Discount: Scientist)

DRUGHTERS OF JUMPER [400CR]:

(Discount: Magic User)



While traveling hy*—-vnur&&"cah be simple;and sometimes even relaxing, it is also extremely lonely and often makes

fighting much rhﬂ're"difﬁmiltﬂ'ﬁ? companions you purchase here will respawn in your vicinity fully healed after about
N | VECH

You can make up to eight of your current companions inhabitants
of this world, granting them a background and humanoid body for free. You can also spend 50cp in order to
give an individual companion 600cp to spend, or pay 200cp to give all eight imported companions 600cp to
spend on skills, powers, items, or a Construct body. Companions cannot purchase any companion options
or drawbacks. Companions will only gain the free items, perks, and discounts given by their backgrounds if
you spend cp on imports, otherwise they will only benefit from their new memories and a new form.
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Each individual purchase of this perk will grant you a single a new custom
companion from this world. Newly purchased companions 600cp to spend just like imported companions.
New companions cannot select drawbacks or purchase any companions of their own.

This option also allows you to spend 200cp for the chance to take single existing individual from this world
with you on your adventures. Only characters that have appeared on the show in-person can become
companions. In order to make someone your companion you must convince them to come with you willingly.




ORARNBRLKS

FIFT¥ ¥EARS HAVE PASSED... [+0OCP]:

WANTED [+ioocP]:

BLOOOLESS VIOLENCE [+i00CP]:

SAM-MOO-RHAI [+i00CR]:

THE DOME OF Doom [+2ooce]:

WATCHED [+200CP]:

WORTH¥ PRE¥ |[+200CR]:

sick [+3ooce]:

¥OU RIN T THE ONE [+3ooce]:

¥OU WILL ALWAY¥S BE ALONE [+3ooce]:



OUTRO

After the ten years are up, you'll be presented with the choices below.
Regardless of what you pick all your complications will be revoked.

This was it, you’ve had enough adventures and decide to return to earth. You get to keep
everything you’ve gained in this world plus anything you have from an other worlds you may have visited.

You’ve decided to stay here and continue your new life. Maybe you want to help defeat
Aku, or perhaps you just want to take over this world for yourself? Either way, you’ll remain here forever and never
return to your world again.

This was fun, but it’s time to move on. You’ll be sent to another world and leave this one behind,
although there is a chance that you may return someday. You get to keep everything you’ve purchased from this cyoa,
as well as any skills or powers you may have gained during your time here.

NOTES

You’'re able to pick any physical weapon, or tool that could be used as a weapon, to be enchanted. This includes the briefcase and the mechanical arm
offered by this coya. The limit I’'m going to place on this is personal weapons only, no mechs, vehicles, or anything else that you can’t hold in your hands.

Enchanted ranged weapons still need ammo but their projectiles gain the same properties as the weapon.

Teleportation requires you to be able to see your destination in real-time. You can teleport in rapid succession, no cool down required. You’re also able
to teleport people you’re touching and pull individuals through the portals you create.

The Ultrabots are covered in adamantium armor but it’s not nearly as strong as the adamantium found in Marvel, it can be easily broken with enough
physical force or heat.

The Daughters of Jumper will only gain powers and abilities that are specifically defined as being inheritable either by the jump or the canon it’s
based upon. (I.E, Bending powers, H.P magic, genetic powers and alt.forms, etc.) One of your companions, or someone else you specify, can be the other
parent of the daughters but they will only pass on some of their physical traits.

If you’re revived as a ghost and manage to avoid having your soul destroyed you will regain your physical form in the next jump. Creator rulings and
1-Ups or other methods of cheating death may change this. Please fanwank or consult jumpmakers for specifics.

Summoning works by absorbing the soul or essence of your enemies and keeping it within yourself for later use. This means that souless and
synthetic enemies can only be absorbed if they possess at least sentient intelligence. Summons will spawn with the items and equipment they had on them
when they were killed. Items retain their original properties. If for some reason you decide to resurrect a fallen foe, or let their soul pas on to the afterlife,
you loose the ability to summon them. Individuals with the ability to affect souls can permanently damage, steal, or destroy your summons.

Units listed on the Robot Database;
Beetle like robots that serve as standard infantry units. Move quickly by crawling but stand on two legs to fight, they can also be upgraded
with wings to allow flight capabilities. Armed with four powerful scythes attached to their body.
Giant robots that resemble praying mantises. Possess strong scythe-like forearms used to cut through enemies along with machine guns
(1 in each scythe arm and another inside the head.) and rockets for mid-range combat. In the event of imminent destruction they are equipped with escape
rockets in their heads.
One of three robots designed to be used in outer space. They’re Capable of attaching to ships and drilling through their hulls.
Even if the rest of their body is destroyed, the heads can continue drilling with no loss in effectiveness.
The second type of robot designed for outer space. These machines can force their proboscis through ship hulls to drain their fuel levels.
The final type of robot designed for outer space. Hornets are pure combat robots, housed inside their abdomens are guided missiles used
to destroy targets. The Hornet Drones also have the ability to merge into a large cannon capable of firing an energy beam that can destroy or damage an
unshielded starship.
Masters of stealth and assassination, these robots are highly intelligent and deadly. They’re master swordsmen, infiltrators and hand-to-hand
fighters, they can also hide themselves in shadows so well that it would take machinery or near-superhuman senses to detect them.
Heavily armed assassin and urban combat robots. These humanoid machines are capable of using ranged weapons and can be repurposed for a
variety of tasks but they lack any advanced intelligence or learning capabilities.
Tough, heavily armed, ruthless, these are the most powerful robots ever created. Each one is capable killing countless people on its own but a
group of them together can reduce an entire town to ruins. The ultrabots possess limited A.l and can be equipped with a variety of powerful weapons.




