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Notes
-Notes about the abilities gained by Deimos when you are
From Another Dimension:

-Things gained during previous Jumps that aren’t
technically Perks or Items formally can still be
granted to the Deimos (for example, unsheathing
Excalibur from the stone, stealing some special
reactor, or absorbing some ancient power source)
although that means you’ll have to be the judge of what
counts as ‘one’ ability from ‘one’ source item/power.
Try to be fair about it.

-If you really have no combat abilities to be copied,
it will indeed stoop to other Perks and Items. Please
do try to get creative with these yourself, they don’t
have to be particularly strong (in fact they ought to
be at least a little weak compared to any actual combat
ability copies) but they should provide some advantage,
and you do still have to choose whichever would be
worst for you. Here are some examples based on some
Perks and Items from this Jump which obviously wouldn’t
normally be eligible:
● Cute Guy: The Deimos look more like their video

game counterparts and less like construction
equipment, increasing their intimidation.

● My Name… Is Juro Kurabe!: The Deimos are immune to
your attempts to hack them (like with Cyberattack
Missiles) or confuse them (like with the
Guardians).

● How Much Do You Have in That Notebook of Yours?:
The Deimos will strategize based on your abilities
more effectively, memorizing your tactics.

-My reasoning for why I think there is some randomization
between Loops is because two Loops ago, Okino and friends
discover and utilize Sector 0, and from Chihiro’s example,
we know Sector 0 data doesn’t go away by itself. Unless we



assume that that Loop almost exactly happens during the
first Loop and then adventures continued between the first
couple Loops until, for some reason, all Sector 0 data gets
deleted (assuming that’s even possible) so that the first
Loop happens again until the Final Loop which is affected by
the fact they discover its the last one. It can be explained
by the fact each clone in the real world will inevitably be
different from previous and successive iterations due to the
imperfections of biology but I think it’d probably not be
enough by itself.

-Mistaken Identity Notes:
Juro Izumi/Kurabe

Drawbacks: Jumper (Two Loops Ago) [+100 CP] if An
Illusion, The Sentinel Infection Incident [+300
CP], Too Many Movies [+100 CP]
Starting Sector: 1
Perks: Like Some Kind of Possessed Demon, Cute Guy,
My Name… Is Juro Kurabe!, Keep Your Cool
Sentinel

Generation: 2
Gear: Arm-Mounted Piercing Cannons, Elite
Plasma Arc Fusion Cutter

Chihiro Morimura/Iori Fuyusaka

Drawbacks: Jumper (Two Loops Ago) [+100 CP] and
Survival Instinct [+200 CP/+400 CP] if An Illusion,
You’re Professor Jumper [+100 CP], Inconvenient
Activation [+100 CP], Quite The View… [+200 CP/+100
CP]
Starting Sector: 1
Perks: Cute Guy, Special Jumper Unit, 22nd Century
Expertise (Nanotechnology)



Sentinel
Generation: 2
Gear: Multi Rocket Distance Launchers, Plasma
Wrecker

Items: Gate

Megumi Yakushiji

Drawbacks: So, Do You Know How to Work This Time
Travel Stuff or… [+200 CP], Too Many Movies [+100
CP]
Starting Sector: 3
Perks: Keep Your Cool
Sentinel

Generation: 4
Gear: High-Energy Pulse Laser, Piercing
Multi-Lock Missiles

Items: Nano-Injector Gun

Ei Sekigahara

Drawbacks: “You’re 426 Aren’t You?” [+100 CP], The
Sentinel Infection Incident [+300 CP]
Starting Sector: 2
Perks: Cute Guy, Keep Your Cool, 22nd Century
Expertise (2188-level assassination experience)
Sentinel

Generation: 1
Gear: Hurricane Rush, Anti-Ground Missile
Barrage

Items: Shikishima SXR-NR, 22nd Century Phaser

Renya Gouto

Starting Sector: 2



Perks: Cute Guy, Keep Your Cool, Event Archive, How
Much Do You Have in That Notebook of Yours?, 22nd
Century Expertise (2188-level
business/administrative skills)
Sentinel

Generation: 4
Gear: Teleportation Field, EMP Spikes

Items: Scout Unit

Natsuno Minami

Drawbacks: So, Do You Know How to Work This Time
Travel Stuff or… [+200 CP], Too Many Movies [+100
CP]
Starting Sector: 4
Perks: Cute Guy
Sentinel

Generation: 3
Gear: Precision Machine Cannons, Wide-Range
Railgun

Items: Scout Unit

Keitaro Miura

Drawbacks: Incomplete Transference [+300 CP] if An
Illusion
Starting Sector: 5
Sentinel

Generation: 3
Gear: Wide-Range Bombardment, Long-Range EMP
Missiles

Takatoshi Hijiyama

Drawbacks: So, Do You Know How to Work This Time
Travel Stuff or… [+200 CP]
Starting Sector: 5



Perks: 22nd Century Expertise (2188-level military
training)
Sentinel

Generation: 1
Gear: Optimized Actuator, Anti-Air Demolisher
Blade

Items: Yakisoba Pan (Yakisoba Pan)

Nenji Ogata

Drawbacks: So, Do You Know How to Work This Time
Travel Stuff or… [+200 CP], Jumper, Deimos
Commander [+400 CP]
Starting Sector: 4
Sentinel

Generation: 1
Gear: High-Performance Charger, Wide-Range
Suppression Rockets

Tomi Kisaragi

Drawbacks: Incomplete Transference [+300 CP] and
Outside the World [+200 CP] if An Illusion,
Inconvenient Activation [+100 CP], So, Do You Know
How to Work This Time Travel Stuff or… [+200 CP]
Starting Sector: 3
Sentinel

Generation: 3
Gear: Super Long-Range Missiles,
High-Performance Charger (the 3rd Gen one)

Tetsuya Ida/Shu Amiguchi

Drawbacks: Survival Instinct [+200 CP/+400 CP] if
An Illusion, So, Do You Know How to Work This Time
Travel Stuff or… [+200 CP]
Starting Sector: 3
Perks: Cute Guy, Special Jumper Unit



Sentinel
Generation: 4
Gear: Point-Lock Missiles, Optimized Generator

Items: Android

Yuki Takamiya

Drawbacks: Inconvenient Activation [+100 CP], So,
Do You Know How to Work This Time Travel Stuff or…
[+200 CP]
Starting Sector: 4
Perks: Event Archive
Sentinel

Generation: 4
Gear: Quad Leg Spike, Active Cooling Device

Ryoko Shinonome

Drawbacks: The Sentinel Infection Incident [+300
CP]
Starting Sector: 2
Perks: Cute Guy, Keep Your Cool, 22nd Century
Expertise (Genetic engineering)
Sentinel

Generation: 2
Gear: Cyberattack Missiles, Anti-Ground Salvo

Items: 22nd Century Phaser

Tamao Kurabe

Drawbacks: Incomplete Transference [+300 CP] if An
Illusion
Starting Sector: 5
Perks: 22nd Century Expertise (Artificial
intelligence)



Tsukasa Okino

Drawbacks: Jumper (Two Loops Ago) [+100 CP] if An
Illusion, The Sentinel Infection Incident [+300 CP]
Starting Sector: 1
Perks: Top-Down, Special Jumper Unit, Keep Your
Cool, Event Archive, 22nd Century Expertise
(Programming and an understanding of how to design
real-world Sentinels)
Items: Your Average Supercomputer, Okino’s Headgear

-If you are polyamorous, you can take Love at First Sight
multiple times (everyone involved will be in love with each
other) although you can only get a maximum of 300 CP from
this Drawback.

-For the purpose of Perks and Imports and such in this Jump,
mechs count as any large vehicles designed with large limbs
used for movement, combat, and/or manipulating objects.

-Aegis Rim Perk Notes:
-The raw formula for the any of the stats affected by
the Aegis Rim Perk is: 𝑛 = (𝑥𝑜)/(2𝑝)
where n is the new stat of the mech after this Perk’s
effect, x is your stat, o is the old stat of the mech,
and p is the stat for a peak human. If you aren’t
particularly math-minded, there are two real ways to
think of it:
● The multiplier this Perk applies to the power of

your mech (if you are 100x stronger than a peak
human, this will make your mech 50x stronger)

● How much stronger than you is the mech (if the mech
is two million times stronger than a peak human, it
will be at least one million times stronger than
you)



-If it wasn’t clear how the speed scaling is different
from the attack or defense scaling for this Perk, the
speed scaling is the only one that takes into account
the size difference between the pilot’s stat and the
mech’s. While the attack scaling is just purely however
much damage both can output (which is obviously going
to be a lot more for the mech than a human if only due
to being more massive), the speed scaling shrinks the
mech to human size (or vice versa) when comparing speed
for the calculation. So if a mech at human scale moves
at roughly human speed, you can simply calculate its
new minimum speed by dividing your speed in half and
scaling it up to mech size.

-Here are examples of how the Sentinel Generation’s
stats are compared to you without upgrades and applying
the halving effect already. The speed measurements are
provided assuming that the Sentinels are roughly 180
feet tall and you are roughly 6 feet tall. They’re
shown both in how fast they are compared to you
proportionally and then literally (again with the
halving effect applied already):

1. The 1st Generation is at least ~80,000,000 times as
strong/durable as you and at least 30% as fast as
you proportionally (or ~9 times as fast literally)

2. The 2nd Generation is at least ~85,000,000 times as
strong/durable as you and at least 22% as fast as
you proportionally (or ~6.7 times as fast
literally)

3. The 3rd Generation is at least ~60,000,000 times as
strong/durable as you and at least 15% as fast as
you proportionally (or ~4.5 times as fast
literally)

4. The 4th Generation is at least ~15,000,000 times as
strong/durable as you and at least 60% as fast as
you proportionally (or ~18 times as fast literally)

Feel free to make your own calculations if you disagree
with how I did their size and default movement speed,



or just go off of vibes, these are just examples so
ya’ll can use my back of the napkin math to do quick
calculations if you ever need to check how close you
are to lightspeed or lifting the sun or whatever.

-The fact certain Sentinel Generations are objectively
better off from this Perk is offset in my opinion by
the difference in Gear options discounted and unique
features like EP and flight (besides, the difference
between them is not too much in the grand scheme of
things, like I think Jumper-piloted Sentinels of Gen 1
and 4 would have a pretty even fight).

-Lives to Protect boost does not affect abilities like “the
power to shoot 10 laser beams from my hands” to become 10%
better as “11 laser beams”. It only affects your most base
of attributes like strength and speed as listed above, as
well as any other internal strengths (ki, magical ability,
luck, etc). Basically, don’t try to get weird or creative
with it.

-I have the Brain Overload Limit as separate from DD-426
because I am pretty sure that they are separate. By the
Final Battle, Okino had figured out (through experimenting
on Miura) how to get the nanomachines to bypass the
infection of the Sentinels, and that code had spread
(because his program infects other pilots on contact)
through the other members of the cast by then. Still, the
Brain Overload Limit is obviously still a mechanic at that
point, so I think these are separate things but Brain
Overload just worsens DD-426.

-The Gestation Pod (at least in future Jumps) will account
for any size changing you do without issue. Any other
transformations will also be accounted for by the life
support systems (even during this Jump if you plan on
anything wacky).



-Obviously your Sentinel is capable of punching whether or
not you have one of the ‘punching’ Gears (Heavy Knuckles,
Rush Attack, etc) but it won’t be nearly as strong because
those Gear use EP in various ways to enhance their attack
power. As a rule of thumb, default melee attacks for the
Sentinels will be roughly 200 Power give or take depending
on Generation, technique, and the ATK stat.

-Tackle has no Wait Time because it is the only move in the
game with a duration to execute that can be longer than its
Wait Time. Just assume the WT is equal to however far you go
with the Tackle (keeping in mind the tackle still has a max
duration like it does in the game). The game doesn’t tell
you the max movement distance/duration of Tackle by default
and I’m not jankily measuring it for this so you can just
approximate it starts at like six seconds and go from there.

-There are technically two High-Performance Chargers. If you
have them both equipped at the same time, they stack
additively (2.5x + 2.5x = 5x).

-For Gear Import and later for 22nd Century Phaser import,
you can’t just import some divine mega weapon that’s
normally balanced by lack of ammo and to it infinite ammo.
Weapons which you normally cannot use (a full reload at
least for ammo-using weaponry) more than twenty times in a
day will not work in the same way for these imports. Both
will retain any fiat-mandated cooldowns/limitations (“ammo
replenishes once a month” or “can only be fired once per
Jump” or “can only be summoned when in grave danger” etc).
If they are limited by having a unique ammunition (“drains a
percentage of your vitality” or “turns currency into
bullets” or “must be recharged with soul energy” etc) they
will still require that ammunition on top of EP costs. Try
to be fair about it.

-There are various ways of getting AI versions of people,
and the Scout Unit Item allows you to turn an AI into a



Follower and then Companion, but keep in mind this copy will
have their memories limited by the storage of the robot, and
they won’t have any Perks associated with whoever is copied
(at least not on its own).

-Yes, if for some reason you have more than fourteen
Companions, the Deimos spawned with the Interstellar
Development Project Scenario will scale up with the number
of Compatible rather than down (so 20 Compatible rather than
15 would be 4/3x the Deimos).

-Have fun!


