
JUMPER UNBOUND: 
A META-CHAIN SCENARIO SUPPLEMENT 

 

 

 

 

This meta-chain scenario supplement’s primary conceit is that your jumper has embarked on a Jumpchain under their 
own power (or perhaps via cosmic accident), rather than being beholden to Jump-Chan or a Benefactor of any kind. 

This scenario is very much intended as an aid to facilitate the writing of Jumpchain stories, rather than as a jump or 
supplement with specific benefits. 

The following rules and explanations are in effect. There are several choices you will need to make. 

 

-- 

 

ABSTRACTION 
 

The perks, powers, items, etc. the jumper receives when jumping are created and empowered by a burst of energy 
created by the act of jumping itself, infusing the jumper with their benefits. Drawbacks that directly handicap the jumper 
represent backlash or destabilizing fluctuations in power specific to that jump. 

Jump docs are a useful abstracted reference tool for you, the writer, and do not exist in the scenario itself. The jumper 
does not literally get a document to read over and make choices from. Instead, they simply gain an instinctive, intuitive 
understanding of any perks, items, etc. they obtain from a jump doc. 

Choose one abstraction method. 

• Perpetual Drop In (optional toggle): Regardless of which origin is chosen for a jump, you may elect to treat 
your jumper as a Drop In. 

 

Self-directed 

The jumper can choose their perks as normal. For narrative purposes, this can be explained as being able to focus the 
burst of energy when they initiate a jump along pathways that lead to the outcomes they desire (boring Jumpchain 
default option). 

 

Semi-directed 

The jumper can focus to direct the energy somewhat, in order to direct the broad strokes of what they’d like to receive 
from a jump (e.g. this jump I would like to gain knowledge and ability in magic) without picking individual perks 
themselves. 

 

Karmic resonance 

The jumper does not get to pick their own perks at all. Instead, their choices and actions in previous jumps subtly shape 
what perks and drawbacks manifest next, in accordance with their accumulated karma. Acts of heroism, cruelty, 

kindness, or betrayal influence the jumper’s future potential, bringing rewards or challenges that reflect their moral 
journey. 

 

Random fluctuations 

The jumper does not get to pick their own perks at all. Instead, you, the writer, choose based entirely off what you 
believe would be most narratively interesting, rather than the jumper being able to finesse the specifics of their build. 

 

Evolution 

For their first jumps, the jumper is subject to the whims of random fluctuations, as above. As they gain experience as a 
jumper, however, they slowly become able to refine their process into a semi-directed approach. Eventually, they may 
be able to further refine the process of jumping into a fully self-directed method. 
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BODY MOD 
 

For your jumper’s body mod, you may either: 

• use a specific body mod supplement as normal, or 

• frontload one jump of your choice. 

Scenario-wise, this can be flavoured as either your Jumper’s original base traits being enhanced/’hardened’ by the initial 
burst of energy accompanying their first jump, or as a random fluctuation of power if they were a normie originally (as 
many jumpers tend to be). 

If you are frontloading a jump: Add +1000 CP to your base budget and you may not choose any Drawbacks to gain 
additional CP. When selecting options, do not choose any companion or follower options, and for items restrict your 
selections to things that are discreet physical objects or locations, rather than something that would necessarily involve 

other people (like a company or organization). 

It is recommended: 

• for a ‘normie’ jumper who didn’t have any real special abilities to start with, either use a generic body mod 
supplement or frontload something like one of the ‘Generic X’ jumps by EdroGrimshell, or 

• for a jumper with existing powers or abilities, pick an appropriate jump to frontload and make your selections with 
their specific backstory in mind (e.g. if you wanted to make an OC that was a mutant in the Marvel universe, pick 
an appropriate Marvel jump to frontload with their abilities in mind). 

 

-- 

 

ORIGIN 
  

Choose how your jumper facilitates their jumps. These are suggestions only, and you are encouraged to determine for 
yourself the details of exactly how your jumper’s brand of jumping works. 

• Thematic Resonance (optional toggle): You may elect to subtly tweak the perks, items, powers, etc. that your 
jumper receives to thematically align them with their jumping method. 

 

Magic 

Your jumper, deeply versed in the mystical arts of their original home, has uncovered or meticulously devised an esoteric 
ritual through years of painstaking study or the serendipitous discovery of a forgotten secret. The ritual, intricate and 
demanding, opens a path through the fabric of reality, granting them the ability to step between universes.  

 

Technology 

Through rigorous scientific exploration, relentless experimentation, or sheer inventive genius, your jumper has 
harnessed cutting-edge or exotic technology that bends spacetime itself. Perhaps utilizing a handheld quantum device, 
a meticulously engineered portal-generator, or even a biomechanical augmentation embedded in their body, they pierce 
the barriers separating universes. 

 

Psychic 

Perhaps through intense meditation, rigorous mental training, or a spontaneous awakening triggered by trauma, your 
jumper has unlocked an innate psychic potential. By harnessing focused intent, astral projection, or advanced telepathic 

resonance, they project their consciousness outward to manifest physically into new universes through raw psychic 
force. 

 

Cultivation 

Your jumper follows the profound and arduous path of cultivation, refining their essence and attuning themselves to 
universal principles through deep meditation, martial prowess, and spiritual enlightenment. By reaching transcendent 
states of awareness, mastering cosmic techniques, and accumulating profound inner power, they have learned to align 
their consciousness with the cosmic Dao, allowing seamless passage between different realms of existence. 

 

???? 

Your jumper has no idea how their first jump occurred. They may have simply turned a corner at the wrong time and 
accidentally slipped between the cracks of reality, or perhaps something more sinister is at work. Your jumper’s first 
jump will necessarily also involve discovering the how and why of what happened to them, and learning to replicate it 
either through one of the above methods, or something unique to them, if desired. 



REQUIREMENTS 
 

Once your jumper arrives in a new jump, there is a minimum duration that they must remain in that jump—in most 
jump docs, this is ten years, though there are many jumps with shorter or longer minimum durations through scenarios, 
toggles, or drawbacks. Short-duration jumps simply mean that local conditions are such that it’s much easier than 
normal for your jumper to gain what they need to perform their next jump. 

As a side-benefit, the fact that initiating a jump is entirely self-directed by the jumper means that (unless you choose 
the involuntary requirement, below) they can stay in a particular jump for as long as they would like past the normal 
duration. 

Choose the requirements that your jumper must meet in order to initiate a new jump. You may choose multiple 
requirements, or requirements may even differ from jump to jump: 

 

Desire 

The process of initiating a new jump is actually relatively easy for your jumper—it could be as simple as meditating on 
it for a time. From a narrative perspective, they simply choose, of their own volition, to stay in each jump for at least 
the minimum duration specified by the jump doc, rather than being forced to. 

 

Cooldown 

The burst of energy caused by initiating a new jump clings heavily to your jumper and takes time to dissipate. It is 
impossible to initiate a new jump while this energy remains, so the jumper must wait it out before they can jump again. 
Differing jump durations are narratively explained by this energy dissipating at different rates, depending on local 
conditions. 

 

Foci 

Scattered throughout each jump are objects imbued with specific dimensional resonances—these must be collected by 
your jumper to be used as foci as part of the process they use to initiate a jump. Short-duration jumps may only require 
one or two, relatively easily-obtained foci, while longer ones may require dozens of rare objects that take significant 
time and effort to recover. 

 

Locus 

Jumping is only possible for your jumper from a specific, dimensionally-resonant location in each jump. In a short-
duration jump, this location may be easily detected and travelled to. In a longer jump, it may be that the resonance is 
faint enough that it evades the jumper’s usual detection methods, that it is hidden somehow, or that it is simply a great 
distance away that will take time for your jumper to travel to. 

 

Research 

Your jumper must study the metaphysical and physical conditions of each jump, analyzing energy patterns and 
accounting for a host of small variables in the fundamental forces of the universe before they are able to initiate a new 
jump. 

 

Convergence 

Jumps can only be initiated when certain astral or metaphysical alignments occur—such as a planetary conjunction, 
celestial eclipse, ritual convergence, or Dreamtime hour. These alignments are sometimes predictable, sometimes not. 
Your jumper must either wait for the natural occurrence or find a way to force or accelerate the conditions. 

 

Involuntary 

For your jumper, initiating a jump is completely involuntary. It’s something that happens to them, not something they 
have a choice in. Decide whether your jumper gets an instinctual feeling in advance that lets them know when they are 
going to jump, or if it’s a surprise. 

 

  



SPACE BETWEEN WORLDS 
 

When your jumper begins their chain, they initially find themselves in a Space Between Worlds.  

The jumper’s Space Between Worlds functions as their warehouse or personal reality equivalent—any options that refer 
to a warehouse apply to the space. Everything and everyone that is in this space when the jumper initiates a jump 
comes along with them, so the jumper can functionally abduct or recruit anyone they are capable of bringing to the 
space before jumping, beyond a jump’s normal companion options. 

Choose your jumper’s Space Between Worlds: 

 

The Mirror Sea 

The Sea is so still it could be mistaken for glass—if not for the way it breathes. The surface ripples in slow, deliberate 

pulses, like a sleeping mind caught mid-dream. Above, the sky mirrors the Sea exactly, featureless and suffused with 
an ethereal glow devoid of source. The Sea reflects not just what is, but what could have been—fragments of lives 
unlived, decisions unmade. As your jumper stands upon the water, their feet do not break the surface.  

• The Sea’s air is cool and crisp, but not unpleasantly so. Aquatic species introduced into its waters always thrive, 
even if the usual conditions they require are not met. 

• By focusing on the surface of the Sea, the jumper can dive into the water or cause a vehicle they are touching to 
submerge. They immediately emerge in the current jump, breaking through the surface in a body of water large 
enough to accommodate them in a chosen location they can easily visualise in a random safe location in the current 
jump. They can similarly dive or submerge vehicles into appropriately-sized bodies of water in the current jump to 
return to the Sea. 

• Beneath your jumper’s feet, which stand atop the glassy Sea without breaking its tranquil façade, other versions of 
them flicker in and out of focus, barely visible. Some wear different faces. Some look back. 

 

The Corridor That Crawls 

The Corridor is alive in the way that a dream is alive, pulsing with intention but no logic. Walls glisten and tremble 
warmly beneath the touch, lined with veins of iridescent light like delicate capillaries. It extends infinitely in both 
directions, punctuated by doors placed erratically—some ancient and weathered, others disturbingly pristine. Each portal 
is unique: brass handles warm as living flesh, bone frames that sigh softly, crystal doors refracting impossible sights, 
steel surfaces engraved with restless runes that squirm beneath gaze. The floor shifts beneath your jumper’s feet, 
sometimes stairs, sometimes liquid, sometimes nothing at all.  

• The environment of the corridor can vary wildly from place to place, dipping below freezing in some ice-encrusted 
sections to unpleasantly hot and humid sections with floors that squelch with living fluid. 

• The doors seemingly all connect either to each other or to various locations in the current jump, though those 
connections only manifest when your jumper or one of their companions opens the door from the other side. 

• Sometimes your jumper hears a door open and close, far off in the distance. They are not alone, here. 

 

The Worldroot 

A colossal tree of unfathomable scale spirals endlessly upward and downward, its branches piercing infinite skies while 
its roots plunge into darkness below. Leaves shimmer like stained glass, each catching light from an eternal dusk that 
bathes the immense structure in hues of twilight and gold. Every breath of wind whispers secrets—hidden truths, 
forgotten names, glimpses of destinies unwritten. Suspended throughout the branches hang luminous fruits, softly 
glowing with potential. Your jumper arrives on a branch as broad across as a city block, feeling dwarfed yet profoundly 
connected to the vibrant pulse of life that courses through the Worldroot. 

• The Worldroot is a living biosphere. Creatures that resemble squirrels live among the branches, watching your 
jumper with cautious eyes, strange insects burrow through the wood, and enormous, coiling predators wind their 

way between the roots. 

• A door appropriate to your jumper’s jump method is embedded into the trunk of the tree. When opened, the door 
will open outward from the trunk of any tree in the current jump that your jumper has previously had contact with. 
If it is opened within a destination in mind, it will connect to a random tree in a safe location somewhere in the 
current jump. Similarly, your jumper can approach the trunk of any tree and push it open, connecting to the doorway 
in the Worldroot’s trunk. 

 

  



The Blasted Wastes 

A relentless wind screams across the barren expanse, bitter and dry, scouring endless plains of cracked earth, dragging 
ash into ghostly sheets that ripple mournfully like funeral shrouds. The horizon is a cruel illusion, ever distant, 
unreachable beneath the oppressive glare of a sullen, bruised-red sun that neither rises nor sets, radiating a merciless 
heat mingled with an intangible sense of dread. Whispers carried by the wind impart raw emotions—rage, sorrow, 
betrayal—that resonate deep within the bones.  

• To a normal human, the Wastes are uncomfortably hot and dry, and the air carries with it a faintly unpleasant scent 
of sulfur. 

• Your jumper appears in a small, lone structure appropriate to your jumper’s jump method—a cracked and ancient 
lab, a forlorn, leaning tower, a small abandoned shrine, etc. Inside is a gateway large enough to accommodate a 
large truck. The gateway’s mechanism can be activated or deactivated by anyone with physical access to it, and 
when activated it opens a path to either a chosen location they can easily visualise or to a deserted, lonely place 
somewhere in the current jump. Once opened, the gateway stays open until it is deactivated. 

• Standing alone amidst the desolation, your jumper knows with dread certainty that the Wastes are not dead. Not 
entirely. They are angry. 

 

The Ember Garden 

Golden mist drifts languidly through an infinite sky, cradling countless islands floating serenely in the amber glow of an 
endless sunset. Some are dense with luminous vegetation that whispers quietly, others adorned with pristine ruins 
carved from pale moonlight, delicate arches and pillars suspended as if caught in time. A few are small enough that they 
hold nothing more than an empty chair or an aged tree, encircled by sparks that drift in the air like dandelion fluff. Your 
jumper senses intuitively that these islands are memories given tangible form—some theirs, some not.  

• The Garden is cool and pleasant. Gravity is a suggestion here, and a good, strong jump can easily allow you to leap 
from island to island. Just try not to miss. 

• One island hosts a ruin with a gateway appropriate to your jumper’s jump method, approximately the size of a door. 
It can connect to any door in the current jump that your jumper has previously had contact with, and any door in 
the current jump can connect to it if opened by your jumper. If it is opened within a destination in mind, it will 
connect to a random door in a safe location somewhere in the current jump.  

• Among the Garden’s islands waits one in particular, poised to remind your jumper of the memory they have tried 
their hardest to forget. 

 

The Infinite Void 

There is no horizon here, no anchor for the eye to grasp, only an endless abyss, black and fathomless, stretching 
eternally in every conceivable direction. Occasionally, fleeting ripples of colour bloom softly into existence—delicate 
waves of violet, indigo, and molten gold—like thoughts trying to become real, only to fade before they find true form. 
Your jumper floats here, suspended weightlessly, a single spark drifting in a timeless infinity. 

• The Void is uniformly neutral in temperature and other environmental factors. Any entity that needs to breathe can 
breathe freely in the Void, despite its lack of apparent air. 

• Your jumper can, with concentration, open a portal like cracked and fractured glass. While inside the Void, the portal 
leads either to a chosen location they can easily visualise, or to a random safe location within the current jump. 
While outside the Void, the opened portal leads to the Void. Your jumper can only open one portal at a time. 

• The Void is silent, oppressive in its emptiness, yet undeniably alive. Vast entities, immense and unknowable, their 
colossal forms the size of planets, swim languidly through the nothingness at the periphery of perception, felt rather 
than seen. Do not stare too long into the dark. 

  



NOTES 
 

This scenario was heavily inspired by the scenario in EdroGrimshell/Vonvoid’s Generic Worldwalker jump—I really liked 
the idea of a chain with no influence from a Jump-Chan/Benefactor, but doing a bit of a search around no one else had 
really created any proper challenges or scenarios to support this style of chain. So, obviously, that meant I had to do it 
myself. 

Another warehouse or personal reality supplement can be added and integrated with the chosen Space Between Worlds 
if desired, but I’d recommend against it.  

Narrative-wise, I also think this meta-chain scenario works best and makes the most sense with a jumper who’s always 
a Drop In in every setting, but that’s obviously not a hard rule and, as always, I am not the Jumpchain police in any 
case and you can always choose to do whatever you like. 

The Spaces Between Worlds are designed to be useable to facilitate narratives themselves—each has challenges or 
secrets that a jumper could spend time investigating and taming, or could be ignored and simply fade into the background 
as the jumper becomes more established. They are only defined in broad strokes, to allow for you to expand on them 
(or not) as you wish. 

 

-- 

 

0.9 > 1.0 Changelog 

Added Karmic Resonance to Abstraction methods. 

Jumping Method renamed to Origin, added Psychic as an additional origin and Thematic Resonance as a toggle. 

Requirements section added, expanding on material that was originally part of the start of Jumping Method section. 

 

 

 


