5LY COOPER
JUMPCHAIN




- 1. Venice, Italy. Ruled by the old families, currently dominated by the
= mob boss Don Octavio. The waters may be fairly clean now, but in a
. few years that might change...
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m . . Roll 1d8 to deterimine your location or pay a 50CP bribe to choose.
. 2. Paris, France. Interpol HQ resides in the city of love, and so too
\ - does the main hideout of the infamous Cooper Gang.

3. Prague, Czech Republic. Dark and entirely gothic themed, Prague
is home to an exceptionally effective correctional facility, overseen by
The Contessa, an Interpol agent who maintains a private army of

" bats, werewolves, vultures and more in her heavily defended castle.

Welcome to a world populated by anthropomorphic animals,
advanced science, and just a splash of magic. A world filled

' with thieves, criminals, and the long arm of the law that
doesn’t quite manage to catch all of them. For your time
here you're going to need these,

4. Kaine Island. A small tropical island located somewhere between
Hawaii and the South Pacific Ocean, it's main claim to fame is the
impenetrable Cooper Vault hidden atop the mountain. It is now home
to Dr. M., a mad baboon scientist who has made built a fortress more
durable than Fort Knox, and protected by mutant guards.

!‘ +1000CP

5. Haitian Jungle, Haiti. A murky swamp filled with the undead and
the people that raised them... And maybe something a little... bigger.
The mystical member of the Fiendish Five, Mz. Ruby, is brewing up
an army of ghosts somewhere in here for her plan to take over
Mexico.

But don’t go telling people where you got them, they’re hot
property!

You arrive when Sly is 18, a year before he and his gang go
after the Fiendish Five. They're still new at the game, but
they’re making a name for themselves as excellent thieves,
so much so that they’ve got an Interpol inspector assigned
to them full time. The second game takes place a year or
two later, and the third when Sly is 21. The fourth game? )
Well, assuming Le Paradox finds someone smart enough to
build a time machine for him, that'll start in your seventh or
eighth year here.

6. Mesa City, USA. Muggshot’s casino dominates the skyline, and his
forces patrol the streets extorting the locals and keeping out any
competition. Casino’s and fire hydrants are everywhere, and the
building that combines the two is home to the muscled menace of the
Fiendish Five.

1 '

7. Free Choice. The world’s your oyster, and you can pick any of the
starting locations, or any other real-world location to begin.

1] Pick I B animal. Y 8. Krack-Karov Volcano. Lair of the menacing master of the Fiendish

‘ lcka e WOI'. Rrima j 2La's novy Al 4 Five, Clockwerk, a cyborg owl that has hunted the Cooper family for
?nthropomorphls_ed version ,of that critter. U_nfort.unately this centuries. A massive fortress dominates the landscape, and you can

" is mpstly cos'metlc, you don't get any .Of their traits although expect a harsh welcome if you're discovered.

' it might hurt if someone grabs your tail.
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Now it's time to see what your life is like in this
world. Origins other than the extra are fined 50cp.

: Your age is 1d8+16, and your gender remains the = »
l same. You may change one and/or the other for
, 100CP
THE EXTRA (PROP-IN) THE THIEF
‘ ~ e o Whether desc_ended from a
" 5 long line of thieves Of the
first in your fa\mllv,,tvg)g r: ee ?e
3 ning burgiar wi f
| PDISCOUNTED PERKS: cun i
i + Electrical Roll , . for other people's
+ Aboriginal Ball Form . FREE PERK:
' Animalia Light footed
' guru -
! , voodoo Dl;COﬂW PERKS:
' Ninja Spire Jump
Pickpocket
] FREE ITEMS: Shadow slide

+ Rocket boots

| took the liberty of modifying your priceless !
Master thief

family heirloom iconic upgrade
Off-roader gang van upgrade

gﬁgglgomb \conic upgrade "/
Clockwer Comy Getaway van gang van upgrage
Clockwerk Components:
- Tail feathers [ aeel >

- wings Thievius Jumpus
- heart

- eyes

- lungs and stomach
- talons

- Brain




PISCOUNTED PERKS:
Guns
Real Guns

Flame Fu
+ The Panda King

THE JUMPER! -

FREE MEMS:
ARMED AND DANGEROUS IC oNICT

UPGRADE
battering van Gang Van Upgrade

DISCOUNT ITEM: W
ot }‘

Gang Van
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" THECOP

Wait, what? You Jump to a world of.
anthropomorphic master thieves and

Alright then*You are
' now an Inspector with

interpol, tasked w!trr‘wa\s
investigating crimi
aroundgthe world. Who
knows, maybe you Il be

) paired up with, or sent
to track down some

| familiar characters

;ﬂa'rrsm INCLUDES FREE
PERK:
Nose to the Ground

DISCONNTED PERKS

W— €8P

’ undercover cop +You Got Dimitriii!
(13 Authority :

it WTOMWYOIRFE
\ | REPORT TOﬂE il
3 \ shock pistol IC\?;rlwcup%rade
| ?ﬁ%%ﬂsmummxmmm
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THIEF PERKS: &‘

LIGHT FOOTED (100CP, FREE THIEF): Y ou’re capable of moving

extremely quietly, and are even able to sneak up on people

~with superhuman hearing. By carefully distributing weight you

- won’t make floorboards creak, but you can still set off pressm]re

plates. You can also more easily crawl through any space big
" enough to fit in, from under desks to air vents.

NINAA SPIRE JUMP (100CP, DISCOUNT THIEF): To land on narrow rails,
wires, or even the points of swords all you have to do is jump
and hit the circle button - uh, by which | mean spin in mid air to
angle yourself towards it. Landing on a point is easy with this
technique, which even increases your balance to the point that
you could run along a wire with no problems. As an extra bonus
you can climb up drainpipes, flagpoles or other similar things
with ease. Oddly enough all uses of this perk somehow can be
performed regardless of your weight, without risk of causing

‘ any supports to collapse. Oh, you can double jump as well.

’ Yeah, | don’t know how it works either.

Suspiciously convinient clues

)

1
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PICKPOCKET (200CP, DISCOUNT THIEF): Y ou've got some quick
fingers capable of lifting someone's wallet out of their pocket
~ without them noticing. Your nimble digits can also help
~ cracking safes and filching watches right off people’s wrists.




SHADOW SLIDE (300CP, DISCOUNT THIEF): | you can walk on
it, you can slide on it, regardless of light levels. Using
this technique you can silently slide on your shadow
across the ground, with a boost of speed that builds up
going downhill, but tapers off on flat surfaces or when
going uphill.

+ ROCKET BOOTS (100CP, REQUIRES SHAPOW SLIDE, DISCOUNT
THIEF): Allows you to greatly accelerate your slide
regardless of slopes by propelling yourself along with
fire. Although it starts at only a little faster than a
comfortable jog, with practice you may slide slightly
faster than your maximum sprinting speed with this
perk. These flames do not ignite traversed surfaces.

1 While sliding your jumps are boosted to roughly half
again how fast or far you normally leap.

JMISTER THIEF (600CF, DISCOUNT THIEF): These sparkly lights come in
a colour of your choice, and seem to indicate places you can
hide, sneak, or otherwise perform stealthy deeds. Comes with
free thief-sense, letting you instinctively tell which pockets people
have their valuables in (though not what’s in each pocket) as well
as helping you find hidden doors, safes, uncover hidden secrets,
and see laser tripwires. You also get a massive increase to your
sneaking skills, able to fade from sight as long as you are

moving, though it'll be some time before you move much faster
than a slow walk.

standing still. With practice you can maintain your invisibility while
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- BRAIN PERKS:
~ PUIN A (100CP, FREE BRAINS): A stupid criminal isn’t going to get

- very far, fortunately you’'ve got enough grey matter rattling
around in your noggin to put together a plan using a few
pictures of the local scene. That barrel, the water tower, and the
wagon out front are all part of your plan. Now you just need
;someone who can pull it off. Barring completely out of the blue
‘complications your well thought out plans seem to go off a lot
smoother than they otherwise might, and on-the-fly plans are
more solid and well designed than most other people would
produce given a few hours prep time.

ROCKET POWERED WHEELCHAIR ( 100CP, DISCOUNT BRAINS): \What would
make this wheelchair go faster? Rockets! Rollerblades?
Rockets! A van? Rockets again. You gain the skills needed to
produce retractable boosters and attach them to almost
anything. The boosters you can create with this perk allow a few
meters of vertical flight, twice as far a horizontal boost, or
slowing a descent to safely fall from any height. Time, practice,
and a lot of spare parts will eventually allow you to drastically
improve these thrusters maximum capability.

‘

(HUNGRY HUNGRY HACKER (200CP, DISCOUNT ER
'(10 matter what Hollywood tells you, but with this perk you gain
! the technical know-how to simplify the whole process by
‘representing all of the code involved as an arcade style video
game. Over time you can develop better viruses and

. programs to help you hack into almost anywhere,represented
by powerups and new weapons in the game. You may choose
. which game to use as your hacking interface, and can adapt it

" later into any other game with only an hour or two’s work. Note
that the difficulty of the hack is based on the firewalls and other
such defensive methods of the target system, not the original
- game. :

—




paintings to fake ID’s that will fool all but the most stringent

exactly, your skill at producing original works is unaffected.

+ INEFFICIENT? BAH! (100CP, REQUIRES FANTASTIC FORGER, DISCOUNT
BKHI’E)-’A money forging operation with only three stamps
printing one note at a time? You'll be rich. A set of pipes
spraying Mona Lisa’s at a conveyor belt carrying canvas? You'll
be stinking rich. A few leaves and some colourful dirt tied to a
pendulum and swinging over some homemade paper to make
Van Gogh’s? You're set for life, or at least until people realise
there’s suddenly a dozen ‘authentic’ copies of a work floating
around. With this perk your inefficient or flat out ludicrous forging
set-up will somehow allow you to mass produce forgeries at very
close to the quality your personal touch conveys.

INVENTOR EXTRAORDINAIRE (600CP, DISCOUNT BRAINS): Y ou are an
incredible inventor, capable of developing robots with basic Al,
building advanced flying machines, upgrading vehicles in
numerous ways (such as making a van fly, or adding turrets),
and making RC toys armed with surprisingly large quantities of
explosives. An RC helicopter dropping bombs on those below,
an RC car with a turret that can take down an elephant, an
enormous mess of zeppelins and air baloons supporting a village
worth of walkways and buildings, these are all within your range
with this perk. You can also maintain and repair most machir~s,
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- IUSCLE PERKS:
" GUTS (100CF, FREE MUSCLE): \Well you're a biggun’ aren’t you? Whether

FANTASTIC FORGER (300CP, DISCOUNT BRAINS): Y ou possess an F

uncanny skill at forgeries, able to produce anything from replica =

security checks. Note that although you may copy a masterpiece *

Qﬁs—*.“

-?‘through an enlarged appetite or working out you’re larger than the

- average of your current species, in girth and height.

' :6”"5 (100CP, DISCOUNT MUSCLE): ook at those muscles, you muscular

Muscle you! You are now a fair bit stronger than the average bear
(literally), and can flex to show off your ‘guns’, impressing allies and
intimidating enemies.

REAL GlINS (200CP, DISCOUNT MHSCLE): Put a weapon in your hands, not
necessarily a gun, and your fighting skills increase considerably.
You’re just a bit defter with a blade, more accurate with a rifle, and
skilled with whatever biomagitech monstrosity you use. You can hit a
little harder, and faster than others would using the same weapon.

FLAME Fy (300CP, DISCOUNT MUSCLE): Have you ever wanted to punch
someone? Have you ever wanted to punch someone so much you
wished your hand was on fire while you punched them? Well now
you can! The Panda King might be unhappy with you having learned
his personal fighting style, but who cares about that when you can
launch waves of flame or fireballs at will? As an added bonus you
now know how to make some very good (re: deadly) fireworks, given
the right materials.

+ THE PANDA KING (100CP, REQUIRES FLAUME FY, DISCOUNT MUSCLE): \\hereas
explosive expertise lead to the development of Flame Fu, so to did
your skill with a dangerous art form lead you to develop your own
elemental fighting style. You gain skill at a profession that you use as *
the base for your destructive techniques, such as Tesla Coilmusic
leading to Shock Fu. Your 'element’ can only be one of the classical
elements; water, wood, metal etc. No Fission-Fu for you.




THE JUMPER! (600CP, DISCOUNT MUSCLE): Stand tall and proud
for you are now THE JUMPER! Armed with naught but your

_will you can take on dozens, nay, hundreds of foes and you
will always emerge triumphant! So long as you can keep
your confidence up that is. With this perk you gain a boost
to your strength, durability, and endurance that waxes and
wanes with your surety of victory. A bit of a self fulfilling
prophecy maybe, but so long as you stand tall in the face of
adversity you will be an extremely tough nut to crack.
Comes with free Thunder Flop, a deadly belly flop that
channels the energy of your fall into a powerful shockwave.
Somehow you are not hurt by this, even if you really should
be. With practice you can generate shockwaves by
stomping the ground or slamming your hands together to
knockback enemies. Extreme skill may let you bounce
nearby items or people in a controlled manner.

COP PERKS:

NOSE TO THE GROWND (100CF, FREE COP):
You've got a nose for trouble, and

can sniff out bad guys by patrolling

a city or locale. Note: This doesn’t
literally let you smell crime, rather, you
excel at picking up all the little clues that
indicate unlawful activity is going on, and can track criminals
surprisingly well regardless of the environment.

LEAP (100CP, DISCOUNT COP): Y ou can leap several times your
height straight up, and a similar distance straight forwards.
While in the air you may alter your course slightly by leaning
in that direction. Practice may help you increase the height of
your jumps, though you won’t be leaping skyscrapers with this
perk.

J ‘, SHSPICIOUSLY CONVENIENT CLUES (200CF, DISCOUNT COF): Y ou can

‘appraise a scene at a glance, getting a rough, though not
perfectly accurate idea of what has happened. You also tend
to find clues to whatever mystery you are trying to solve. This
can be as varied as spotting a thread caught on a broken
window that is the same colour as a well known master thief's
outfit, or easily followable footprints in reasonably well
traveled areas.
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i HINDERCOVER COP (300CP, DISCOUNT COP): Y our acting skills are on par

with the esteemed Constable Neyla, who gained the trust of Interpdf,‘ 3

the Claww Gang, and the Cooper Gang, before betraying them all.

You don’t gain her propensity for treachery, but you do gain the skiIIs'f
«to pull of such a convoluted web of lies. You could infiltrate a group

and gain the trust of its members with ease. The more paranoid
among them may feel something is a bit fishy, but unless they’re

keeping their noses to the ground they’ll eventually come around. Be

careful though, this doesn’t stop any of their investigations from
turning up your true loyalties, or lack thereof.

+ YOU GOT DIMITRIII! (100CP, REQUIRES UNDERCOVER COP,
PISCOUNT COP): Some ‘appropriated’ clothing is all
you need to fool the rank and file that you belong
somewhere, with only those in authority seeing
reason to perform all but the most cursory examinations or ask any
more than perfunctory questions. So long as you have the right
uniform you may even be able to fool the head honcho of a group or
organization, but observant individuals may notice something is
amiss.

AUTHORITY (600CP, DISCOUNT COF):
You wouldn’t think an Inspector
with Interpol would have the
kind of pull needed to call in
heavily armed jetpack wielding
mercenaries to catch a thief, —
or a Constable to call in a small army of tanks and aircraft to brlng In
one renegade operative, but you can. As long as you’re in a position
of authority you can call upon far greater resources of the group you
belong to with only the most cursory explanations. Note that if some
of your organization's resources can only be deployed on the
authority of certain people this perk won’t grant you access to them.
If you're in a position to command them though, even under
extraordinary circumstances (basically if movie logic would let you
give the order), they’ll be at your disposal when you need them.
Should you not be part of an organization with such resources to call
f upon, you'll find mercenaries and the like offer sizeable discounts for
the most inane reasons.

"EXTRA (DROP-IN ) PERKS:
‘RO (100CP, FREE EXTRA): Y ou can curl up into a ball and roll

around, picking up speed on flat or downhill slopes, and slowing
‘on uphill slopes. You take no damage from rolling under normal
conditions, although rolling over something dangerous may still
" hurt. You also do not take fall damage while rolling.

|

+ ELECTRICAL ROLL (100CP, REQUIRES ROLL, DISCOUNT
EXTRA): By quickly building up a static charge
in your fur, hair, or even on your skin, you are
able to electrify yourself while curled up like a
ball. This electricity only conducts through
living beings or things they are holding or
wearing, but does considerable damage and knocks them away
from you.

ABORIGINAL BALL FORM (100CP, REQUIRES ROLL, DISCOUNT EXTRA):
‘\While curled into a ball you can launch yourself up to your
height into the air from a standing start, then by tensing as you
hit the ground bounce slightly higher. As you continue to
bounce you build up considerable force which manifests in an
aura around you that stops you from shattering the ground, or
rooftops as you go. You can use this aura to do massive
‘damage to things you bounce on, but it dissipates once you
stop bouncing. If you start bouncing from ground level you can
reach up a few dozen times your height, if you start from higher
p you may be able to maintain that height.

INIMALIA (200, DISCOUNT EXTRA): Remember how your animal was
a purely cosmetic choice? Now that’s no longer the case. You
an take on up to three traits of your animal form as a natural
ability, such as flight for winged creatures or spitting ink for
squids and octopi. Speaking of octopi, extra arms or legs count
as traits in regards to this perk, otherwise they may act as hair
or something. You may use your features in ways the actual
animal could not, such as a spider shooting a net-web, or a frog
sing its extended tongue as a whip.
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GHRY (300CP, DISCOUNT EXTRA): Using the mystical teachings of

Aboriginal Australians you can transform yourself into a bit of

¥ >

debris, a rock, a small bush, or any other small object that will ' f;:«i FORALL:
*cause people to overlook you. You can also jump onto - BINO 0))] (FEE) A set of high tech binoculars, with zoom feature,
someone’s back and control them, initially causing them to run ‘internal video communications and instant dictation software,

as fast as they can in the direction of your choice, but with > " camera, facial recognition software, and can even interface with

g anged weapons to display a targeting reticle. A band can hold it

- to your head tightly enough only physical force will dislodge it,
:“egardless of whatever acrobatic feats you perform, although it
'would look rather silly walking around with these on normally. You
_ ay decide what the outside and interior appearances look like.

practice you may be able to dominate all but the strongest
minds, making them little more than your puppet... as long as
you’re still holding on to them, of course. It's mind control via
piggyback ride, what's not to love?

' CALLING CARDS (FREE): Y ou can pull 10cmx5cm folded cards out of

- anywhere, pockets, inside the glove on your other hand,behind

your ear etc. These cards are thematically styled on

either you, your anthropomorphic form, your Iconic

= Item, or some other identifying iconography. Should A
\

.

you want to leave a message in one you’ll find you
. wrote it out ahead of time ... even though you don’t

remember doing so.

OOPOO (600CP, DISCOUNT EXTRA): Y ou can do voodoo. Raising
chicken skeletons, zombies, and binding ghosts are all within
your capabilities. Zombie turtles that throw exploding fiery
skulls? Why not? Tombstones that continuously reform the 1
ghosts of those buried there to attack nearby enemies? Of
course. Skull flashlights, haunted tree golems, candle
powered bad mojo force fields, all of these are made possible
with this perk.

ICONIC ITEM (FREE): Congratulations! You now own a very durable
item that’s extremely easy to repair. This item is also exceptionally
- modifiable, in fact there are a whole host of things you can

enhance it with. This item may be a cane, a whip, a pistol, or any
other handheld piece of mundane equipment or clothing. If you

lose this item, or it is completely destroyed, it reappears

near you or in your warehouse at sunset. It will come to é\"

be associated with you, your group, or your legacy, and
can be used as a mark of identification.
b
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i CHSTOMISING YOUR ICONIC ITEM: :
IMPORT (Fi 2 You may import a (mostly) mundane
item you already have for free, or whatever crazy item you
have for 100CP. This grants it a bit of enhanced durability,
and lets you customise it with some of the following options.
Pairs of items are also accepted, but it must be clear they
are a pair, such as twin pistols or a sword and shield. Paired ,‘
items both gain the durability and ‘return at sunset’ features,
but only one can use each upgrade unless you purchase the
upgrade twice. r &

.

IMAGNET ON A1 FISHING ROP (50CP): Y ou can use
your item to pick people’s pockets. How
does this work with ranged weapons? |
don’t know, maybe it has a short range
tractor beam or something. It does however rely on your
own skill.

.
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I TOOK THE LIBERTY OF MODIFYING YOUR PRICELESS FIURILY HEIRLOOM
(50CP, FREE EXTRA): Y our item can split into two smaller yet
otherwise identical items, each with half the power of the
whole thing. They can recombine freely, and have the same
lost and destroyed safeguards as the whole thing.

SIROKE BOME (50CP, FREE THIEF): By tapping, hitting, or shooting
the ground with your item you can create a cloud of
obscuring smoke that lingers for about ten seconds, before
fading away completely. Enemies within the cloud when you
use the smoke bomb will cough and gag until the cloud )
fades, those outside will just hold their breaths should they ~ *
decide to venture in. Should the regular activation of this
item be unfeasible, such as with a watch or other worn
accessory, you may have the trigger be either a small
; hidden button, voice activation, or a peculiar
twist or tap-based code. Changing the
colour of the smoke is as simple as turning
a dial.

»
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ARMED /IND DANGEROWS (50CP, FREE MUSCLE): 1t may look like
novelty a weapon but this tool of death is fully functional and
extremely dangerous. It would take someone of exceptional
strength to wield it properly, simply due to your items
increased size. This increased size may make a mace hit

, harder, or a blaster fire bigger lasers.

SLEEP DARTS (50CP, FREE BRAIN): Y our item can now shoot sleep
darts, which somehow always contain the right dosage to
safely knock someone out. Note that particularly large beings
or those with unusual biologies may take multiple darts to
subdue, and sufficient adrenaline or other stimulants may also
require multiple doses to overcome. You have unlimited darts,
but they don’t shoot very fast.

SHOCK PISTOL (50CP, FREE COP): Y our item can become electrified
at will, either dealing electrical melee
damage or firing electrical blasts/
charged ammunition. Swapping
between these modes takes only

a second. Shock blasts can arc or
be fired in a straight line.

4 X

Y IEY(100CP)-’ You can devise and create locks that use this item
' as a key and that won’t be fooled by duplicates. You may also
* choose to use this item to access your warehouse as if it were
( your warehouse key. Fair warning though, if someone else

'( steals it from you they may be able to get into your
fwarehouse... until it reappears by your side of course.

y
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GING VAN (200, DISCOUNT IMUSCLE)): A small van that is much more
roomy on the inside than it should be. Surprisingly fast and
manoeuvrable, this vehicle is capable of escaping police pursuers =
with ease... as long as you've got a good getaway driver that is.
Despite the big logo representing you or your gang on the front,
people only seem to realise this is your van if they see you using it.

+ OFF-ROADER (50CF, FREE EXTRA, REQUIRES GANG UAN): |ce-safe tires?
Check. Inflatable raft and onboard motor? Check. Fuel tank big
enough to cross continents? Check. This upgrade even increases
the suspension to the point that you could drive over some very
bumpy terrain without feeling it.

+ NIS5I0N CONTROL (50CP, FREE BRAINS, REQHIRES GANG VAN): \Nireframe
holographic projectors, three flatscreens, a table with room for
three chairs, some spacious cupboards, maps that fill in as you
scope the locale, and a small workshop. Everything you'll need to
plan your capers, criminal or otherwise.

+ GETAWAY WAN (50CP, FREE THIEF, REQHIRES GANG UAN): I you ever need
to leave a place in a hurry just look around and you’ll find your ‘
getaway van parked nearby. May not work if there are people in

the van when you need it. The steering and handling get a boost
too, to help navigate those tight city streets and give those chasing =
you the slip. ;

+ BATTERING VAN (50CP, FREE MUSCLE, REQUIRES GANG UAN): If you've ever
wanted to engage in a bit of road rage, now you can! Your van has
been upgraded to be as durable as a tank, maybe even more so,

oo A gl 1 L s

: : POLICE CAR (50CP, FREE COP, REQUIRES GANG UIN): These retractable

= lights and siren give you an easy way to clear the streets when

you’re in a rush. Of course, if you're not a cop and start using
these the real deal may come to investigate. Comes with holding

& cell and police radio/scanner installed into your van, and a free

radar gun so you can tell just how fast other people are going.

+ OTTO AN COOPER’S SEAL OF APPROVAL (100CP,
REQUIRES GANG VAN): Now your van has
wings and engines capable of retracting
and emerging from the roof in a few
seconds. Despite it’s distinct lack of A
aeronautical design your van can now

take to the skies, reaching up to mach 2. Your wheels are now
capable of absorbing the shock from a very rough landing, but...
don’t try landing while you’re still breaking the sound barrier, it
won’t end well.

+ TURRET (100CP, REQUIRES GANG UAN): Exactly what it says on the tin,
this retractable one person mounted turret comes with twin barrels
of explosive ordnance dispensing goodness. Can be easily
modified to use other weapons you possess, and interfaces with
your Binocucom for targeting and communications.
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‘ensure you always have a parachute quite literally on hand,

PARBGLIDER (100CP): Never jump out of an airborne aircraft . 3
without your aerial arrestation assistance attachment, which
is to say, something to slow your fall. Fortunately for you for
the low, low price of only one hundred choice points you can

JETPACK (200CP, DISCOUNT COP): With hours of self regenerating
fuel and an unlimited supply of rockets, this is the vehicle of
choice for hunting down ne’erdowells and miscreants. It takes
about three hours to recharge, and it can switch between flight
mode and hover mode. The former can travel at just below the
. speed of sound but may have trouble with sharp turns and '
I cannot use the rocket launcher, the other is more

maneuverable and can fire rockets.

needing only to clasp your hands above your head while
falling and pull them apart to release a parachute that will
slow your descent to a safe velocity. These parachutes are
emblazoned with the image of your choice (defaulting to a
caricature of your face or iconic item), and quickly float
away into the ether when you let go. Make sure you’ve got a
good grip though, because the only thing to hold onto is a
quartet of strings. Somehow doesn’t hurt your arms or
hands when it catches the air. You can give someone else a
parachute to let them either summon that one, or take the
whole load of them until they give it back or the jump ends..

THIEF NET (100, DISCOUNT BRAIN): This computer lets you appraise

and sell stolen goods. Just point the camera at the item and

decide if you accept the price. You'll usually get good deals, but ||

some items are just too hot to find a buyer for. Once you’ve

accepted you'll be directed to a nearby dead drop to hide the

merchandise, and from there to the cash. Payment is also

“ possible via electronic money transfer. Don’t try tracking down

k- whoever’s bought it or taken the item from the dead drop, you

‘; won’t find anything. You can’t get these things back so be sure

‘ that you’re fine selling it. Depending on the setting you may be
‘able to purchase things through the local black market, which

will be delivered with the same dead drop system once

payment has been made.'

THIEVIYS JUMPYS (4OOCP, DISCOUNT THIEF): Maybe it’s an
ancestral heirloom, or maybe you ‘found’ it somewhere you
shouldn’t have been. Regardless of how you got it, you now
hold in your hands a book detailing thieving techniques that
have kept a family of master thieves at the top of the game ’
for centuries. If only you could read the code it was written ~ *
in... The earlier pages are easy enough to decipher with .'
hints on how to stay light on your feet, slowing time to think \ .
things through and speeding time up for stakeouts but skills s :
like Time Stop (which lasts five seconds on tough enemies, ‘
slightly longer on weaker foes) might take decades to
decode. | wonder if there’s a secret technique to reading it?
The book updates each jump to contain the basic
techniques needed to be a thief in that jump, if applicable.

»
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He masterminded the
raid on the Cooper
home. Little else is
known about this
mysterious criminal.

Unknown

THE WiTE CHIP (1000, DISCOUNT F YOU HAVE PURCHRSED ALL CLOCKMERK

PARTS): So long as your hate remains insurmountable, having
this chip installed inyou will indefinitely powerda_ny o
mechanical components Yyou have,t anduledﬂfonnsilgce r themv

ili ' WO
durability to them, to thepomt most wo O el
| -able. As it contains your consciousnes
Q;L':Ir?seéged into a new body to restore you to life should the
worst come to pass.
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CLOCKWERK COMPONENTS (40OCP EACH, DISCOUNT EXTRA):
IL FEATHERS: A set of three 60cm (2ft) long feathers that can be
haped into molds through a secret process (included free of
harge). This method is the only known way to change the shape

f these feathers, as they are otherwise ridiculously durable and
perience no wear and tear.

- WINGS: A set of wings, each spanning several meters, and nigh-
invulnerable. An electric charge followed by a kinetic impact may
0e able to dislodge plates on them however. These can somehow

provide enough lift to keep even a large metal owl airborne with
2ase.

HEART: A little smaller than an average adults torso, this heart
)umps continuously, even when separated into two parts. Just as
lurable as the other Clockwerk parts, the heart can even charge
Ip to release electrical blasts, and create rings of electricity.

EYES: Each orb is as big as a normal person’s head, and comes
et in a spiffy socket complete with metal eyebrows. These eyes
0sses hypnotic capabilities, and can freeze people in place when
: ed together, emit beams that cause confusion and dizziness
separately, or can be attached to machines to enhance any
Aypnotic or brainwashing capabilities significantly.

LUNGS AND STOMACH: Three extremely powerful pumps, each
;apable of acting as a bellows and running a train indefinitely with

inefficient steam engine, with potentially far greater uses. Each
iece is larger than an average adults torso.

:

}-m-' These metal bird feet end in three six inch claws, the only
iological part of Clockwerk. The talons can effortlessly slice

rough steel, and will never wear down. They can be used as is,
r unscrewed and attached to something else.
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BRAIN: A supercomputer shaped, oddly enough, like a head sized
ain, this mechanical component could run almost any system
d provide enormous amounts of processing power.
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LUCKY HORSESHOE (100CP): A Iucky horseshoe that prevents the

damage taken from the first hit you take each day. You can still be
pushed around, but the attack itself does no damage to you. 5

 comPaNIoNs:

; " As a Thief, Muscle, or Brain, you gain two companions for free
you don't use your Lucky Horseshoe for a day it will turn golden " jRles and 600CP to spend on items and abilities. You may freely
and will protect you from an extra hit, reverting to the silver Lucky JEiport two Companions into these roles.

Horseshoe upon doing so. N '

As a Cop, you receive two Detectives, both considered to have

the Cop background and associated freebies and with 600CP to
spend on skills or gear. You may freely import two Companions
into these roles.

INASK OF DARK EARTH (800): This mask is the physical embodiment of
an ancient evil spirit. Only the strongest willed people would stand
a chance of resisting its dark influence, those that do however
could gain access to it’s abilities; toggleable growth to up to two
dozen times your height, as well as drastically increased durability
and strength. The mask is slightly sentient, and once dominated
will return, however unwillingly, to its master, even if lost or
destroyed. Expect it to take a sightseeing tour first though, it may
be a day or two of possession-filled hijinks before it returns to you.

JUMPER GANG/POLICE 5QUAP (300CP): Y ou have up to another six
(eight for The Extra) Companions, with whichever roles you want,
even as inside agents, or undercover cops (any of the other
origins). You may freely import your pre-existing Companions into
any of these positions. These companions gain a free
background with all * o

that that entails, and P A
600CP to spend on = g
skills and gear.
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COOFER CLAN,/INSPECTOR FOX/(INSERT GROUP HERE) (4OOCP): Instead of = & DRAWBACKS: You can gain up to 600CP in drawbacks, not

forming your own gang or being assigned cases by yourself, you _‘ counting | Told You So! or Clockwerk Jumper; any others are ,
may be an extra member of the Cooper Gang, dispatched purely for the challenge.

alongside Inspector Carmelita Montoya Fox, Constable Neyla, or be
part of another canon group. Your other companions, if any, have X
either been brought in as new hires to help with the current caper
and happen to stick around, or were assigned to the squad under
your authority.

YOIILOOKIHOTBEHEKINWEMRK.IIIMFER(*W Truly, you are
* an ugly, ugly being. So ugly in fact that you’ll have a very hard
| time in social situations, as people try to get rid of you as fast as ’
' possible so as not to have to look at you any more. Strangely, \
even other forms you take become hideous.

TINK. TINK. TINK. (+100CP): Those goddamn clues, hidden all
around the level making that ‘tink’ing sound to let you know
you’re close, but then you start hearing it all the time, even when
you’ve gotten them all and there can’t possibly be another one... ’
Oh, right. If you take this drawback all the good loot will be

locked up in safes that can only opened by collecting the clues

hidden in glass bottles that are in turn hidden in obscure nearby

places. If you’re a cop then the thieves hide their evidence in l
these safes instead. And yes, ‘only be opened by collecting the |
clues’ means that somehow not even your jumper powers can
get through these indestructible metal boxes. No matter how
smart or diligent you are the combination to the safe will only
work if you figured it out from the clues. "

NOTE: As a member of the Cooper Gang, Bentley, Murray, and Sly
can come with you as Companions, though they’re unlikely to come
if you don’t take all three. As a cop your partner may come with you
as a Companion. As part of another canon group you may take up
to two members along as companions. If you choose this option
you do not get the two free companions, instead you may import
eight companions with Jumper Gang/Police Squad regardless of

1 your origin.
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‘CUIMSY(*ZOOCP) It sure is hard to sneak around when you keep
‘bumping into things, knocking things over, and somehow find

every creaky floorboard wherever you go. Expect to attract a lot 1
of unwanted attention while committing crimes, or irritation as

JOU Mess up crime scenes.

EXTRA NOTE: By purchasing Cooper Clan or Inspector Fox, you may,
through impressing those on the other side of the law, end up with
the counterpart companions as well at the end of the Jump.

EXTRA EXTRA NOTE: As the jump starts a year before the first game, you
may choose whether you and your gang start at your rolled

location, you’re split from your group, or you may replace your
location roll with the location that one of your group members is
canonically associated with, such as Panda King'’s fortress, or Ms
Ruby’s hideout in the Haitian jungle.

o SHELL SHOCKED HEART (+200CP): Y ou know those trusted

' 3 companions or those great new friends you just made? Yeah,
one of them is going to betray you and cause you no end of

- grief. Somehow they even manage to hide this from you right up ‘
*until the betrayal. If you have no companions then everything is '
~ harder. - <
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You are absolutely Certain that g
number of iNanimate Objects in any
locale yoy Visit are giant attack robots’ -~
You wil Compulsively invest; gate them g
often djvem'ng resources that could have p noetter
used elsewherg only to find that they are in fact
innocuoys Objects. . Most of the time._ If YOU don't
Check thorough!y. or let your Quard down you'll Suddenly
be attackeq by that Water tower or memorial or oddly
shaped treel

LMm): Those robots yoy

thought YOU could deg|
with? Now they're

chaHengmg regardless of !

OW powerfy| You are. It js '

still possible to defeat

em, but expect €ach one ‘ ! ﬂ
to put Up a fight

r'egardless of your skills

powers, and abilities

No's making all these /

powerfu| robots ang
leaving them where you/||

“find them? Maybe you'll
M»‘fﬁ Outin yo

Purlestyoer.

FENDISH FIVE (+300CP):

A powerful gang IS out for
you,and has tal\ennant
something lmpoke
of yours. It will ta -3
excellent cunn!ngbeen
et back what s e
gto\en, and a gang L
\SNOT\d class th\ev;aass.l\
a well equipped :
force undertaking
very difficult -
investigation. i
actually the Fien ud
Five, merely a sim
criminal group.

(+20007, |
GOk I oM TOWNOS
FENDISHFNE, npﬁ;e'ger of the ,f O;a\‘i'\\/l;?ioén Il of that
The Fiendish Five, s bei G @ Snubbed by y el
halred for e e atyou. Maybe itw Dt wil
hatred is dire be i Faipossing yoLE & ge
anCestgl Mo ras DOWeIg, > all the help yo

the case ‘“‘S.gﬁénc%auenge IESInNG

be an incred! :
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FINALE - Some canon examples of Animalia; General Tsao would be
3 considered to have used one thing from this - flight.

Those ten years went fast, didn’t they? Now you face a familiar
choice: ~ Contessa took all three; spider legs, web spinning, and

" hatchlings.
HANG UP YOUR MASK: |t's been fun, but v

your time in a world full of people
shaped talking animals has made you
realise you'd like to go home now.

Some ideas are an elephant picking up a prehensile trunk, thick
skin, and a full size elephant’s strength, a dragonfly could
choose flight, field of vision, and extra limbs, and a pufferfish
might be able to breathe underwater, have toxic spikes, and
inflate themselves.

THIEVES IN TIME: There’s so much left
to do here, and with Time Travel under
your belt you'll have all of history do
it in.

Also, the time machines developed in jump? They only work
' due to this world's unique laws of physics and can't be made to
work in other jumps. Sorry about that.

NEXT HEIST: Y ou can'’t stop here, there are other worlds to go to
and things to steal... borrow... You head on to your next jump
bright eyed and, perhaps literally, bushy tailed.

Regardless of your choice your drawbacks are revoked and you
can store your van (if you have one) in your warehouse. How
does it get there, and how does it wind up in a nearby parking lot
or similar space overnight in each new Jump even if you forget
to take it with you? Who knows, maybe your benefactor takes it
for a spin when you’re not looking.
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W CHANGELOG 18TH JUNE 2015

Mentioned you can create new Companions if you want with
Jumper Gang/Police Squad.

Clarified that Companions get free backgrounds.

Cleaned up a missing sentence and oddly phrased sentence in
Brains perks, no functionality was changed.

sl

CHANGELOG T7TH JUNE 2015:
Age roll is now 1d8+16 rather than 1d8+17, just to have the
upper age roll be a little closer to Sly and the gang.
Renamed Drop-in “The Extra’.

Rocket Boots get a jump boost and now starts at ‘a
comfortable jog'.

Flame Fu gets an add-on, The Panda King.

Fantastic Forger gets an add-on, Inefficient? Bah!
Undercover Cop gets an add-on, You Got Dimitriii!

Leap now works based on your height rather than ‘several

CHANGELOG TTTH OF AUGHST 2015:
Noted that you can decide what your Binocucom and Gang Van
look like.

stories’. Can change the colour of smoke the Smoke Bomb produces.
More examples for Iconic ltem, Import now accepts ‘paired’ Shock Pistol blasts can be fired straight or in arcs.

items. Changed Parachute to Paraglider.

Added item, Parachute. - Miscellaneous spelling and phrasing adjustments.

Added drop-in/Extra Free Gang Van upgrade, Off-Roader. f Imaged the jump.

Mission Control gets free maps.

Getaway Van gets a steering boost. " CHANGELOG 23RD OF NOVEMBER 2076:

Added discount for Hate Chip if you have all Clockwerk parts.
Companions now get 600CP instead of 500, allowing them to '
get almost their entire tree. Jumper Gang/Police Squad now
costs 300 instead of 200.

You can now be part of a different gang, and take along up to
two companions from that group if you choose to do so.
Location roll can be replaced with the location of one of your
new companions starting areas.

Swapped the CP gained from the drawbacks GIANT ATTACK
ROBOTS! and Fiendish Five with their extra points options, |
TOLD YOU SO! and Clockwerk Jumper, so the effective cap is
now +600, rather than +400.

Fiendish Five and Clockwerk Jumper mention that the group
isn’t the in-game Fiendish Five.

General spelling and grammar check.

Made Paraglider return to the owner at end of jump if they'd lent
them to others.

Fixed odd border in drawbacks.

Added clarification to Authority about when it applies.

Altered drawback cap from 2 to 600CP not counting add-on
drawbacks.

Altered the text to be more legible, the Sly Cooper font is now
used only for headings and titles.




