
  
 



 

~Laying the Foundation ~ 
 

The story that’s about to unfold is one conjoining fate, youth, war, love, 
comedy,  tragedy, conspiracy, life, death, and immortality. 

 
During the 2nd year of the Genryaku period (1185), on the island nation of 
Japan, a war for dominion waged between the Minamoto clan of the east, 

and the TaIra clan of the west. Battle after battle was won by the Minamoto 
clan. Just as the Minamoto readied themselves to slaughter the crestfallen 

Taira, demonic winds tore them asunder, earning the Taira ultimate victory. 
 

In return for their assistance, the yokai asked for a sacrifice to give birth to 
their next king. As such, princess Chiyo of the Taira clan, a girl possessing a 

greater love of life than any other, was cursed to die a painful death at the 
age of 16. However, one year before her death, Chiyo was freed from her 

captivity, at the sacrifice of her mother. Now, Chiyo seeks to use her last 
year of life seeking immortality, to free her of this tragic fate. 

 
She had thought she succeeded, with her run in with the immortal Kijin-sama, 

also known as Uratarou. However, the undead being that she finds desires 
only release from his eternal life, and has no means to pass on his curse to 

others. Now the two accompany each other in their search for the mystical 
Yomotsu Hirasaka. One seeking death, the other seeking life. If only their 
journey could be so simple, with the humans and yokai alike seeking the 

fruition of the Taira’s dark contract. Soon enough, the actions of these 
conflicting parties may decide the fate of Japan as we know it.  

 



 

~Pay to choose, or let fate decide for free~ 
 

 
Dewa no Kuni 
50 CP / Rolled 1

 
The mountain where the immortal Kijin-sama is said to 
slumber. The path is treacherous, and the land is lorded 
over by the Ippon Datara: a deformed boar the size of an 
elephant, and the destructive force of a small army. 
 
 
Rouhara Kyo 
50 CP / Rolled 2 

 
After the Genpei War, this land became the new capital 
of the Taira clan. The people are kind, but bear a heavy 
burden, with the fate awaiting their young princess, 
and what awaits them if the contract goes unfulfilled. 
 
 
Chuuson-Ji 
50 CP / Rolled 3 

 
What may appear as a lavish mansion, is also something 
of a prison for the young princess Chiyo.  The guards 
have very little purpose, since the princess’ escape, but 
they will protect this land from intruders all the same. 
 

 
Sasaya Douge 
50 CP / Rolled 4 

 
A humble village at the foot of Dewa no Kuni. The path leading out of this 
village has been blocked by the Numa-Gozen, a horrific serpentine yokai 
known as the “man-eating princess”. It’s said that those few who saw the 
monster up-close and survived, lost their sanity in place of their lives.  

 



 

 
Irimizu Limestone Cave 
50 CP / Rolled 5 

 
To those who know their way, this dark, labyrinthine 
cave can act as an effective shortcut to Shirakawa no 
Seki. For those who don’t  days can be lost wandering. 
At least there’s an abundance of fish for sustenance. 
 
 
Shirakawa no Seki 
50 CP / Rolled 6 

 
Also sometimes called Oushu-Senkan. This checkpoint 
marks the intersection of the  Ooshu and Kanto 
regions. The checkpoint is currently occupied by 
Fujiwara Hidehira, waiting to ambush princess Chiyo. 
 
 
 Kamakura 
50 CP / Rolled 7 

 
In the event that the king of yokai has been born, this 
will be the final safe haven of the human race. If such 
has not occured, this is but an empty revine, only made 
accessible by a limited number of easily defended caves 
 
 
Free Choice 
50 CP / Rolled 8 

 
Any one of the above options are available to you, along with any other 
location within the bounds of this small island nation. The sole exception is 
Yomotsu Hirasaka, which must be paid for regardless. 
 
 
Yomotsu Hirasaka 
100 CP / Cannot be Rolled 

 
A special holy ground, said to connect the lands of the living and the dead. 
As such, the boundary between the two is quite thin here, for better or worse. 
Many miracles are attributed to this land in myth and legend. It’s even said a 
certain peach grows here, that can “reverse” the mortality of the consumer.  

 



 

~Any life may start with or without memories and connections.~ 
 

 
Runaway 
0 CP / 50 CP to choose age & gender 

 
Whether it was ambition, shame, or simply fear 
for your life, you’ve left your nest behind to 
see the world for yourself. You may find your 
family and friends less than pleased at your 
decision. Your gender is whatever it was prior, 
your age is decided by a roll of 1d8+12. 
 
 
 

Meddler 
0 CP / 50 CP to choose age & gender 

 
Whatever reasons you may have, you intend 
to interrupt Chiyo and Uratarou’s little 
quest for your own ends. No doubt you’ll be 
in the good graces of many yokai for this 
objective. Your gender is whatever it was 
prior, your age is decided by a roll of 2d8+14. 
 

 
Combatant 
0 CP / 50 CP to choose age & gender 

 
At times, simplicity truly is best. You’ve 
devoted your life to the art of war, perhaps 
to destroy, or to protect. In any case, when 
the winds of change blow, you will find your 
blade in high demand. Your gender is 
whatever it was prior, your age is decided by a 
roll of 2d8+14.  

 



 

 
 
 
Immortal 
400 / 600 CP 

 
There’s no two ways about it, you’re a genuine, 
undying, and unaging, immortal being. You 
couldn’t say how this came to be, this is the 
way it’s been since birth. Only you can decide 
whether  this long life is a blessing, or a curse. 
You may be a young immortal, still well within 
the lifespan of a mortal, along with the 
physical abilities of one. For an additional 
200CP, you have lived for centuries. Your aura 
and strength is enough to match powerful 
yokai, and slaughter “average” yokai by the 
dozens. You may decide what your own age 
and gender will be coming in, within reason. 
 
 
 
 
 

 
Yokai 
400 / 600 CP 

 
A grotesque beast that exists only to spread 
destruction, and prey on human despair. The 
forms your kind can take are endless, but their 
individual power is not. By  You are a fairly 
strong yokai, powerful enough to effortlessly 
pulverize bone, and shatter most steel used 
against you, maybe you even have some magic 
abilities at your disposal. For 600CP, you are 
equaled only by Shuten Douji’s kin in physical 
and mystical might, with power to match the 
strongest humans and immortals alike. You 
may decide what your own age and gender 
will be coming in, within reason.  

 



 

~band of merry adventurers~ 

 
Lifelong Compatriots 
50 CP Each 

 
You may insert a companion from your earlier travels into this world, or 
create entirely new allies. These companions receive 600 CP to spend. 
 
 
Fated Alliance 
50 CP Each 

 
Destiny will see you in the good graces of a native to this world. With their 
permission, you may take them with you into future worlds as companions.  

 



 

~The expertise of the runaway~ 

 
 
Honesty and Purity 
100 CP / 0 CP, for Runaway 

 
You’re a rare and dazzling ray of sunshine in a dark world growing darker 
by the hour. You radiate a childlike purity and optimism that cannot be 
mistaken. Those that closed off their hearts to commit inhumane acts will 
find themselves reluctantly acknowledging the error of their ways in time. 
This aura spreads like a disease. Those exposed to your light will desire to 
spread it themselves. They may not quite get it right, but what matters is that 
they’re trying. The seed of hope planted in them may even reawaken your 
own, when the time comes that darkness wholley devours your heart.  

 



 

 
 
Infinite Rainbow 
200 CP / 100 CP, for Runaway 

 
A soul truly worth envying is the one that shines with the same intensity 
from birth till death. Your enjoyment and appreciation for life is one that 
time simply cannot exhaust. Even through the cruelest tragedies, or entire 
centuries of unstimulating existence, life’s value shall never leave you, now 
will your ability to enjoy its pleasures. The night sky’s beauty will never be 
taken for granted, no matter how many times you see it, and your favorite 
meal will taste as wonderful the thousandth time as it did the first, and 
naturally, love you feel for another can persist in you until the end of time. 
 
 
I’ll Kill You 
400 CP / 200 CP, for Runaway 

 
To love someone means to share one’s suffering, but few realize this to be a 
mutual agreement. When your body is wasting away from the inside-out by 
some illness, be it a virulent disease, or a mystical curse, with the consent of 
one you love, they may suffer that illness in your place, along with all the 
damage that’s already been done to you. While the recipient's consent is 
needed, yours is not, and if they truly love you, they may forcefully relieve 
you of your burdens. In the event that this ailment kills them, they will be 
reborn as a baby from their own corpse, losing their memories in the process.. 
 
 
Demon Mother 
600 CP / 300 CP, for Runaway 

 
What a wicked child you are, you must be, there’s no other explanation. An 
unfathomable density of demonic energy flows through your veins, despite 
being no more than a human. Just a drop of your blood could mutate a 
human into a respectably powerful demon, and fill an average demon with 
enough strength to crush mountains. This inevitably destroys those who 
can’t handle the power. Incidentally, this aura compels demonic beings to 
show you the utmost reverence, even if mixed in with an insatiable hunger. In 
the event that you experience true death, your body will split apart and 
disperse over the land. Assembling your body will resurrect you, but the 
demonic energy seeping from your corpse will be sure to attract powerful 
guardians seeking your power. This may only occur once per world.  

 



 

~The proficiency of the meddler~ 

 
 
One-Thousand Fingers to Point 
100 CP / 0 CP, for Meddler 

 
When humans have their backs against a wall, their minds are rarely strong 
enough to bear the reality of the situation. With minimal effort, you can 
point the rage of entire communities to a single target of your choosing, 
even without evidence or credibility. This isn’t just to perpetuate the cycle 
of despair. With a name and face to tie to their suffering, you can push 
humans to power through even the most desperate of situations with a 
collective will of steel. However, hatred can only be sustained for so long, 
especially when the accused is so obviously innocent.  

 



 

 
 
Beautiful Darlings 
200 CP / 100 CP, for Meddler 

 
Conventionally speaking, a hero is one who stands against impossible odds 
to do the right thing, for the right reason. Though, with charisma like 
yours, noble intentions are optional. You have a social magnetism that 
could bring entire communities to form around you. What’s more, the 
respect and love you engender in others doesn't seem to dampen any by how 
selfish your intentions are, or how scummy your behavior is, if anything, 
they find it endearing. If your intentions and actions are at odds with 
another, this will not make them any less willing to oppose you. 
 
 
Loving Death to Death 
400 CP / 200 CP, for Meddler 

 
Depraved is the man that puppets the living around by their will, damned is 
the man that does so with the departed. With just your will, nearby corpses 
can be risen to fight for you on a moments notice. No matter how far their 
body has decayed, they fight with the same strength and skill they possessed 
while alive. In fact, their power is further enhanced by their soul’s lingering 
remorse and hatred. These corpses can form walls to defend you, or even act 
as a portal into the underworld, for a quick escape. If you’d prefer, you can 
instead learn the process to create Jiang-Shi, which take longer to create, 
but are far tougher, and can be remotely controlled from a distance.  
 
 
Speaking to the Ears of Demons 
600 CP / 300 CP, for Meddler 

 
To think a human exists who would get along so well with demonkind. Even 
if they would be inclined to see you as next to worthless otherwise, you have 
a way of getting in the good graces of beings such as these. Some may even 
come to call you a friend in time. Should you desire it, you may start any 
jump already in a good working relationship with a powerful monstrous 
being of that world, assuming intelligent demons or monsters exist. Having 
this connection allows you to propose mutually beneficial contracts, 
limited only by the price you’re willing to pay, and the power they have to 
grant it. The price they demand is not trivial, but they care little whether 
you’re the one who ends up paying it in the end.  

 



 

~The genius of the combatant~ 

 
 
That’s Right. 
100 CP / 0 CP, for Combatant 

 
Some would call a bodyguard their shield, but true guardian should be 
nothing less than a walking temple. Those under your protection feel no 
less comfortable in your presence as they would in their own home, not 
simply in terms of their wellbeing, but even in how they behave. They have no 
issue being themselves around you, and unless you make yourself a nuisance, 
your ward will never find your presence the least bit uncomfortable. Just 
know that this alone does not make you any more capable of performing 
your duty, do not betray their trust.  

 



 

 
 
Here. 
200 CP / 100 CP, for Combatant 

 
You wouldn’t be a very good warrior if you aren’t even around when the 
fighting starts. When separated from your travelling party, as long as you 
know the general location you’ll find them in, distance is a non-issue in 
reuniting you. Paths that otherwise require weeks to travel would instead 
only require a couple days, and as long as you know the direction to travel 
in, you don’t have to worry about getting lost on the way there. With all 
that said, this still won’t help you in reach anywhere physically inaccessible 
to you, or that you don’t know the location of. 
 
 
Understood. 
400 CP / 200 CP, for Combatant 

 
The mastery of the sword you boast is one that goes far beyond the point of 
“reason”.  You can wield blades of any size or shape with impossible precision, 
stopping at any point mid-swing, or cutting so quickly and cleanly that 
your enemy’s blood can’t even stain your blade, and minutes can pass before 
they notice their own decapitation. You can slaughter swarms of demons in 
an instant with two swings, and topple entire fortresses in just one. You can 
move casually at a speed where even trained warriors can’t see your 
movements, and with the dexterity to stand balanced on a swung blade. 
 
 
Done. 
600 CP / 300 CP, for Combatant 

 
If such was only determined by physical might, you could easily count 
yourself among the strongest humans on the planet. You may or may not 
have the technique to make the most of it, but you have muscles that can 
casually backhand someone through  a mountain range. I’d imagine entire 
human armies would fall to your full strength. Oddly, you seem to have 
perfect control of your own strength. No matter how dangerous your 
muscles would be otherwise, you never need to worry about causing damage, 
or using any more strength than you intend to.  

 



 

~The experience of the immortal~ 

 
 
Undeath 
0 CP / Exclusive to Immortal 

 
The gift of eternal life is your own birthright. You’ll never have to worry 
about aging beyond your physical peak, nor will you need food, water, or 
air, and you’re immune to all poisons and diseases. If severed, large pieces of 
your body can be reattached instantly, or kept separated for an indefinite 
period of time. Wounds that can’t be reasonably healed in this way will 
simply regenerate. Regardless of your body’s physical state, whether torn to 
shreds, or melted by acid, your body is always fully functional and fully 
mobile. Your psychological aversion to injuries appears completely absent. 
Assuming you feel any pain to begin with, you obviously don’t care.  

 



 

 
 
Long Enough to Find a Reason 
100 CP / 0 CP, for Immortal 

 
With a life expectancy as absurd as yours, there was little choice but to 
adapt mentally to your condition. Your mind can weather any duration of 
time. Neither your memories or your sanity will be stolen by its passing, even 
if that time is spent devoid of any and all stimulation. The events that occur 
during that time may still birth changes in you, for better or worse. Should 
the need arise, You can hibernate for years or even centuries at a time. 
 
 
Something Dangerous is Here 
200 CP / 100 CP, for Immortal 

 
It is no coincidence that ancient monks are often associated with power. 
While you have to work for muscles like anyone else, you don’t appear to 
lose them over time. Eventually, the strength you accumulate will be well 
beyond human power, and an overwhelming aura will build alongside it. 
You decide how much your strength influences your outward appearance. 
 
 
Inner Demons of Love 
400 CP / 200 CP, for Immortal 

 
The power of immortality is a mysterious one, but there are whispers that 
immortals have close ties to demons and humans alike. A power that lies 
dormant within them. In times of emotional distress, you can tap into the 
full power of any species within your heritage, even if their contribution 
was negligible. This creates temporary transformation that adds their 
power to your own. Once developed, these forms can be accessed at any time. 
 
 
God’s Blessing 
600 CP / 300 CP, for Immortal 

 
Beyond their immortality, the most notable quality of the undead are their 
intense auras. You can force any being within your “domain”, be they human, 
divine, or demonic, to prostrate before you, even to the extent of self-harm. 
This area must belong to you in some official capacity, and this power has no 
effect on those even one foot outside  this territory. With enough 
willpower, or a comparably strong aura, this can potentially be resisted.  

 



 

~The power of the yokai~ 

 
 
Demonic 
0 CP / Exclusive to Yokai  

 
Yokai are semi-spiritual beings that prey on the deepest fears of man. Most 
yokai have strength that dwarfs all but the most absurdly powerful 
humans, Some are even capable of magic, usually of the illusionary variety. 
yokai sustain themselves on human despair, enhancing their physical and 
mystical might. You can phase through walls like a phantom, but you’re still 
susceptible to physical attacks. Yokai are resilient, but excluding the king 
himself, they can’t even compare to an actual immortal. If you’re an 
abnormally strong yokai, your strength dwarfs most yokai in the same way 
theirs dwarfs most humans, or maybe you aren’t much stronger, but possess a 
potent magical ability like petrification instead.  

 



 

 
 
Hope is Dead 
100 CP / 0 CP, for Yokai 

 
As is your nature, you talent for spreading despair is nothing short of 
instinct. You know exactly the steps to take to build someone to the peak of 
happiness, just to crush all potential of hope in an instant. This means both 
individuals, and communities. To make the suffering sweeter, those affected 
have a habit of turning against each other, perpetuating the inhumanity. 
 
 
Dealing With Devils 
200 CP / 100 CP, for Yokai 

 
A favorite tactic of the yokai is to initiate contracts with greedy humans. 
You as well are able to loan any single power of yours to another being. You 
lose the power during this time, but it can be returned at your discretion, or 
at the death of the borrower. When returned, any lingering supernatural 
effects of the power are dispelled. Only one contract can be active at a time. 
 
 
From Peak to Abyss 
400 CP / 200 CP, for Yokai 

 
It does seem that demons and possession go hand-in-hand, but few have 
mastered the art like you. Upon killing a being, you are able to take over 
their body as your own. You also get their memories and emotions, though, 
these will never blind you from your original objective. Even following 
your body’s “death”, you can perfectly impersonate their disembodied spirit. 
 
 
Power is Evil 
600 CP / 300 CP, for Yokai 

 
By yokai standards, your power is abnormal. You are overflowing with 
demonic energy, though still no match for the king, and likely still below 
Shuten Douji. You may gift some of your energy to other beings, granting 
great power to yokai, or turning non-yokai into demons in their own right. 
The opposite is also possible. By draining the demonic energy from any 
weaker monstrous being, they may be transformed into another, notably 
weaker, species entirely. Such as changing demons into humans, or even mice.  

 



 

~Scavenged by the runaway~  

 



 

 
 
 
Live a Long Happy Life 
100 CP / 0 CP, for Runaway 

 
A lovely charm, gifted to you by a loved one. It seems undeniably trite in 
most circumstances, but its spiritual power is not to be underestimated. When 
you find yourself on the verge of death, though not definitively deceased, 
the power in this will push you back into the world of the living. Not only 
regaining your consciousness, but freeing you from the grip of spirits 
attempting to drag you down to the underworld with them. 
 
 
 
Ghostly Muscles 
200 CP / 100 CP, for Runaway 

 
They were your loyal guardian in life, and they vowed to continue after 
death. Normally they just take the form of a floating spirit, intangible, and 
thereby harmless, though certainly wise. When facing other intangible or 
spiritual beings however, the inhuman muscles they built in life come in 
handy, fighting them off by the thousands. They can take physical form to 
fight the living, but only in places near the land of the dead. 
 
 
 
Another Boundary Between Worlds 
400 CP / 200 CP, for Runaway 

 
A completely undocumented twin to the holy land of Yomotsu Hirasaka. The 
land of the living and the underworld intersect here. The spiritual power 
here is significantly weaker than its parallel, but a powerful enough 
magical stimulus may be able to reproduce a semblance of the same miracles. 
It may take time to understand the properties of this land, but reviving the 
dead, changing the immortal into mortals, or the dying into the long-lived 
are all occurrences that this land could bring about, among others.  

 



 

~Procured by  the meddler~  

 



 

 
 
 
Taboo Gazing 
100 CP / 0 CP, for Meddler 

 
A rather controversial import from the mainland. A crystal ball, and an 
assortment of incense. With the proper incantations outlined in the 
instructions that came packaged with it, this can be used to view events 
happening miles away. If you’re privy to any such techniques, you can even 
use this as a medium to perform mystical techniques from a greater distance, 
though, only if the spell could be remotely controlled to begin with. 
 
 
 
Good Boy 
200 CP / 100 CP, for Meddler 

 
Who would have thought man’s best friend could be man himself. This young 
child hails from the all but extinct Inugami clan. A heritage of humans with 
the odd ability to transform into dogs. This boy is a strong warrior in their 
own right, but in their inugami form, they move as quickly and silently as an 
arrow, and the strength to decapitate a man in one bite. They see you as their 
loving master, and in your presence, they take on more distinctly pet-like 
mannerisms. Just a few pets and plenty of praise from you will make their day, 
but onlookers may find the spectacle disturbing.  
 
 
 
Second to Last Eden 
400 CP / 200 CP, for Meddler 

 
Humanity may not have fallen yet, but if it ever does, you can be certain that 
this will remain standing as the last bastion of the human race. You are 
noted as the owner of this prosperous city, and loved by all within. Loved to 
such an extent that they accept even your sleaziest habits, with a smile no 
less, unless, of course, you actively put their health and livelihood at risk in 
doing so. This land is surrounded by mountains in such a way that entry is 
only possible through a handful of easily defended caves, and the 
mountains surrounding the city are sturdy enough to defend against the 
strongest demons’ attacks. Even in the darkest times, the people of this city 
will thrive, and remain joyous, and attribute all of it to you.  

 



 

~Seized by the combatant~  

 



 

 
 
 
Sharp Stick 
100 CP / 0 CP, for Combatant 

 
I would have paid to see the look on the smith’s face who was tasked with 
making this. While a blade nonetheless, it’s at least three times as long as the 
average swordsman is tall. Inexplicably, it’s sturdy enough to catapult three 
humans miles away without snapping. You have barely enough talent to use 
this passibly, but nowhere near the strength and skill needed to master it. 
 
 
 
Karasu-Tengu 
200 CP / 100 CP, for Combatant 

 
It appears you’ve reached something of a mutual partnership with the Tengu, 
wise crow-like beings. A dozen Karasu-Tengu can fly to your aid. They aren’t 
especially strong, but are capable of flight, and are even willing to carry 
you through the sky. The Karasu-Tengu answer to Daitengu-Sama, the Tengu’s 
wise leader, and a capable strategist in their own right. 
 
 
 
One of Three 
400 CP / 200 CP, for Combatant 

 
Are you truly sure this is what you want? Even pride has its limits. You bear 
the distinction of being one of the strongest warriors in the world;a 
believed equal to the strongest of the land. Beware, this is but a title, you 
alone must supply the strength to meet these expectations. This makes you an 
immediately recognizable figure in your nation, possibly beyond. You may 
attract the occasional braggart or thrill-seeker to challenge you to 
duels, but most who see themselves as weaker than you will tremble in fear or 
admiration. This title may be disabled at the start of each jump, but you’re 
stuck with your decision for the next decade.  

 



 

~Discovered by the immortal~  

 



 

 
 
 
Fist of Life 
100 CP / 0 CP, for Immortal 

 
To think that craftsmanship of this caliber can exist in the real world. 
Despite being metal, this prosthetic arm can be controlled with the same ease 
as your natural one, albeit far stronger. The hand can be launched on a 
long and sturdy cable from the wrist. The hand is strong enough to block 
mountain-splitting attacks, or stop a speeding train. 
 
 
 
Emperor’s Authority 
200 CP / 100 CP, for Immortal 

 
Not necessarily the official emperor, that role is already filled., but you 
hold comparable, and in some cases greater symbolic power. You’re seen as a 
divine figure, one looked to in times of strife, and praised in times of 
prosperity. The area you influence may be no larger than the territory of 
japan, but within that domain, those willing to bring harm to you are few 
and far between. 
 
 
 
Ookamuzumi 
400 CP / 200 CP, for Immortal 

 
A magical peach tree, one transplanted from Yomotsu Hirasaka. The peaches 
that grow from this tree have the potent effect of “reversing” the life of the 
eater. With it, a dying life can become a long-lived life, an immortal life can 
become a mortal one. Whatever the nature of their mortality/immortality, 
the peaches of the Ookamuzumi will change their fate into its opposite, 
breaking through whatever factors were enforcing their prior fate.  

 



 

~Pillaged by the yokai~  

 



 

 
 
 
Last Warning 
100 CP / 0 CP, for Yokai 

 
Not all cages have bars, you know, some can’t be seen at all. You’re able to 
establish an enormous invisible boundary a region of your choosing, up to ⅓ 
the size of Japan. You may select any one individual to be affected by this 
boundary. You will know the instant this individual crosses the boundary, 
and where it occurred. Both the location, size, and target of the boundary 
may be chosen freely at the start of the jump. 
 
 
 
Arrow of Pregnancy 
200 CP / 100 CP, for Yokai 

 
Such a twisted artifact, one that tramples on the very concept of purity. An 
ornate bow, and a grotesque “arrow” of flesh. Launching this arrow at a 
female, will cause it to “sink” into their womb, where a child will form. The 
“father” is determined by the energy imbued into the arrow beforehand, but 
it will always be demonic in nature. The child will grow and shrink with the 
despair of the mother. The deeper the dispar, the stronger the child. In most 
cases, the mother will perish once the child has been born. 
 
 
 
Civilization Demonization 
400 CP / 200 CP, for Yokai 

 
A symbol of civil society, for yokai, at least. A large yokai resembling a train 
with flaming wheels and an enormous grinning face. Internally, the demon 
is no different from a luxury train, but it combines even greater strength 
and speed than a normal locomotive, with the maneuverability of a snake. 
This train isn’t even bound by tracks, and can drive on any terrain, turning 
everything it passes through into a charred trench before any bystanders 
even can even see the cause of the destruction.  

 



 

~You may take up to three punishments, for your sin of being born~ 
 
 
 
Living and Lying 
Receive 100 CP 

 
Delusional, that’s all you are. Whatever reason 
you may have, you’ve taken on a false persona of 
saintliness, in spite of the cynical indifference 
you feel deep down. You insist on playing dumb to 
obvious evils. If called out on your hypocrisy, you 
run the risk of having an identity crisis. 
 
 
 
Die for me to Live 
Receive 100 CP 

 
This is not a world that coddles the naive and 
foolish. In spite of this, you’re too immature to 
stop trying to help others. Your good deeds will 
all go unrewarded. If anything, they only ever 
end in pain for you and your friends. 
 
 
 
The Dead Accept Everyone 
Receive 100 CP 

 
Oh… oh dear. Your loneliness as a child taught 
you to love the only ones who would never reject you: the dead. For lack of 
a kinder name, you’re a necrophiliac. You love the dead, and only see beauty 
in those who have passed. You have enough sense not to make yourself into a 
corpse for this ideal, but other people…. Let’s just hope you have the restraint 
to refuse that temptation.  

 



 

 
 

 
Your Mother’s Severed Head 
Receive 200 CP 

 
You thought you would be immune to the demon’s 
trickery? No, one of your companions or allies is a 
demon in disguise, intent on plunging you into 
eternal despair. The disguise is so comprehensive, 
that not even they know they’re the demon, until 
it’s too late. How tragic that all memory you have 
of this drawback is erased as well. 
 
 
 
Living Forever in a Grey World 
Receive 200 CP 

 
What life could be more tragic than one that 
refuses to end? You find no joy in life, food, 
women, music, color, all sensations are dull and 
meaningless. If taken as an Immortal, this has 
evolved to the point of a death with, paired with 
the complete inability to self-terminate. 
 
 
 
I Bet it Hurts 
Receive 200 CP 

 
You are to mortals what they are to immortals. 
Any means you have of physical regeneration,, 

have been robbed from you. Not just supernatural methods, your natural 
healing ability has been severely stunted, and you’re more vulnerable to 
infection and disease than ever. Perhaps the life of adventure is not meant 
for you, not to say you will be completely free from danger in that case.  

 



 

 
 
 
Why was I Born? 
Receive 300 CP 

 
What! That’s impossible! The demon king has been 
born already? Worse yet, they have sought you 
out to finally end their unwanted existence. 
However, the king possesses immortality even 
greater than the undead, and the physical power 
to countries with ease. Their simple-minded nature 
makes a peaceful revolution appear impossible.  
 
 
 
Jumper Should Die 
Receive 300 CP 

 
How retched a fate life had dealt you. A baby 
demon is growing deep within your body. It grows 
quickly in times of your suffering, but your child 
doesn’t seem to shrink in times of hope, nor is 
there any way to “abort” the child. The entire 
yokai race seeks to let this child be conceived, 
and will make your life Hell to do it. Should they 
succeed, you will die, concluding your chain. 
 
 
 
Hell is Here 
Receive 300 CP 

 
Oh, was a mistake made in bringing you here? You’ve arrived later than 
intended. Demons have seized control of Japan, and Chiyo has died giving 
birth to the king of yokai, making Uratarou mortal in the process. The Yokai 
ruling Japan have brought down the full extent of their cruelty on the 
human race, using them as slaves, food, and playthings, with little hope of 
retaliation. Various parties are seeking out the scattered corpse of Princess 
Chiyo. Should the yokai succeed, the king will awaken from their deep 
slumber, and spread their dominion to the rest of the world.  

 



 

~Your life here has reached its conclusion. Witness what lies beyond.~ 
 
 
 
 

Forever Rest in Peace 
 

You’re really satisfied by the life you lived? What you’ve 
accomplished, and what you left to be done? If so, your 
adventure has finally come to an end. Return to your 

home world, and find peace in that closure. 
 
 
 
 

Resurrection 
 

So, this world means that much to you. Or perhaps you 
just feel that it needs you that badly. You will not 

return to your origin, or pass on to a higher plane, you 
will stay here, in this world, forever. 

 
 
 
 

Living on, Until the End of Everything 
 

Eternity is not to be chosen lightly. For all you know, 
you may just be setting yourself up to face an even more 
gruesome end. But, if you are certain, then you may pass 

from this world, to whatever land lays ahead.  

 



 

~Jump by Gene~ 
 

 
Just a few clarifications on items:  companion-like purchases in Accumulated 
Treasures will count as followers and will not take up a companion slot. 
All location-based items can follow you into future worlds. Any item may be 
used for importing, so long as they’re roughly the same type of object. 
 
 
The phrases “demon” and “yokai” are used interchangeably in the manga, as 
are “immortal” and “undead”. So I did the same in my descriptions. Sorry if 
that makes things confusing. 

 


