A Benefactor St@ny[ement 5y TﬁornyMu (gzggﬁngVoid), Ingpireaf 5y Be’]’ﬁegirﬂ[non's ‘A Horrible Curse 2.0’

Some Benefactors grant jumyers _power for entertainment, others for revenge, or research. Sometimes, Jregp[e gain cosmic

_power without a Benefactor at all. You are somewhere between.
You fe[[ in love.

One of the greatest _powers in the cosmos, a genm’ne and [asting connection between You and one (or more) other _person.
But Your bond went z[eg}ver, z[egper than morm[ity. You lived a ﬁgpfy and [oving [ife tqgetﬁer, and aﬁer you afieJ, it
ﬁegan agm’n.

You didn't remember Your old [ife. You grew up ferfezct@ normal, Mayﬁe you were natum[[y better at zﬁ'ﬂerent skills
than last time, mayﬁe you excelled in tﬁings you’af done 5efore, or focuseaf ) [earning sometﬁing new. Mayﬁe your 60@

was afzﬁ(erent, a new hair co[or, or even gpecies. Mayﬁe you were a new sex. It didn't matter.

Z[fter many years, you founc[ your love once again. You ﬂirtec[, dated, ery’oyeJ each other's company fresﬁ and new. Then,
you kissed. Memory flooded back as you both recalled the lives you'd lead together before. Your inexplicable skill, your
deeper wisdom, the pull you felt to each other as it seemed fate itself aligned you. All of it clicking together. You are
bound for eternity,



Jumper?

You are not a ]umyen in that you do not ]umdv from one world to another as the stories start and end. You aren’t here

for 10 Year stints. You reincarnate, over and over, togetﬁer.

The Cyc[e of Love

Each [ife you will be ﬁorn, grow up, and on(y remember your Jnast [ives once the two of you are tqgetﬁer ina szigniﬁcant

way. Sometimes it will be your ﬁrst kiss, sometimes it will be when you hold hands and decide you’[[ never be sgpamtec{.
Sometimes, it won't ﬁqpyen until your weo{u{ing m’gﬁt.

Perfect Memory perks will not let you remember your past lives early.

Boc{yl\'ﬁn{
You both start with a normal body of whatever you are that Jump. At the end of each Jump each of you may pick a

Perk you have that c{irect[y aﬁects your Bon and add that to your Bozfyl\/ﬁnﬁ.

Until you unlock each other's memories, you will only have your Boc{yMoc{ and what you purchased from the current
JumpDoc.

JumpDocs

You share the JumpDoc and starting CP, which must be spent By COnsensus (meaning you are both OK with all
furcﬁases). You may choose separate Origins/mces, as [ong as you can make it fit togetﬁer. ]lny Stjpem[s, such as :gain
300CP to {penz[ in this section’ or Discount Tokens you each gain sgpamte[y and cannot combine.

Bonded Growth

You both gain a Discount to furcﬁase anytﬁing your Partner(s) has, other than actual Items (as %vosepf to abilities
yresentef in the Items section, like ‘you can summon x’) and Prgperties. Even counts for furcﬁusing from a (ﬁ'ﬁerent
Jump to catch up with them, such as a Perk that is near[y identical in _purpose to one your partner got Jvrevious[}/ 1f it
is to ﬁe[p you catch up with them in that regamf Cross-Jump Discounts are never ‘gmntec{ lf it would cause you to
exceed them in that area, but Jtmrcﬁases from the same ]umdvDoc a[ways get the Discount, regarc[[ess of ﬁow, wﬁen, or
wﬁy.



Natural Growth
You will genem[[y acquire the Perks and Ttems for the current Jump in a narmtive(y organic way Eefore you fa[[ in love

and unlock your memories and Jvrevious Perﬁs, but sometimes tﬁey will come after, a@yena@ng on the nature of the

JumpDoc.

Bonded Lockout

You cannot go to any ]umdv where the base Jvremise requires You to be aﬁso[ute[y alone, or where everyone starts existing

at the start of the Jump, since you a[ways come togetﬁer and you must be born into the setting in a way that setting
would allow (based on your origin/species/perks). Note: Most Jumps that state you cannot bring Companions can still be
done together. Very few Jumps literally don't work with multiple people.

Drawbacks

Drawbacks that aﬁect the world, setting, narrative, or meta rules give their points only once and can be spent between
you as you wish. Drawbacks that only affect one of you give points that only that person can use. You may both take the
Drawback to both gain the points.

When?

If your JumpDoc is set at a specific point/place in the world's narrative, then you are destined to unlock each other's
memories at the time{p[ace a Jumper would appear, or sﬁort[y tﬁereaﬁer as best ﬁts the narrative of the Jump. So, in a
Naruto ]um\}a, you migﬁt both be born into [eaf Vi[[age, J'oin the m’ry’a class with Mzruto, Sakura, and Sauske, then fa[[

in love Eefore the Chunin Exams.

Death

Death does not cause a Chain Fail, as Jyou are bound togetﬁer forever. There is no ‘return home’, no ‘Choice’. Death is the
on[y way you move on to the next world. However, 1f you die 6efore reqaining your memories, then in future [ives you
won't even remember that [ife. It's [ike it didn't even ﬁqu)en. If either of you die Before 10 years after gaining your
memories (or however [ong that jumdv was s%posear to ﬁe, from here on called ]um]J Time) then neither of you will Eegp
anytﬁing from that ]umf excgpt your memories (wﬁen you get those back again).

[ett Alone

If Your partner dies Eefore ]umdv Time is comykte then Yyou are yanﬁec{ from the world, [osing everytﬁiny from it. But 1f
your partner dies after the jumjo Ti’me, you will be [eft alone. You may continue, trying to comf[ete tﬁings, or set tﬁings



m’gﬁt. Mayﬁe co[[ecting tﬁinys. Either way, 1f you grow old you can decide to fu[[ as[egp and not wake up. Being born
into the next [ife, where you will fa[[ in love all over aﬂuin.

Suicide?
That can be a way to move on to the next world ear[y, but Ei[[ing yourseg[ to move on is a c{egp[y traumatic eagperience,

not just menta[[y, but reverﬁemting across your cosmic bond. No Perk will _prevent it. In your next [ife you will need to
take SOOCP worth of Drawbacks that won't gain you anytﬁing. If you both did it, that's SOOCP worth EACH.

Immorta[ity
If you gain Immortality you cannot grow old. Once the Jump Time has _passed, you may, at any time of peace and calm,

choose to fa[[ asleep and let this world pass you by, to be born into the next. In the Jump when you buy it, or zf it's part
of your Boa[yMozf you may be born far before the start of the story, waiting centuries to fa[[ in love again to regain your

memories and Perks.

Companions & Followers

How exactly your Companions and Followers join you can vary from Jump to Jump. They might only join you after you
remember fproﬁaﬁ[y best tf tﬁey still age), or mayﬁe, tﬁey showed up in Your [ife ear[ier, guarﬂng or guicﬁng you. Either
way, tﬁey won't be able to tell You anytﬁing about your frevious lives or The Cyc[e of Love until You remember.

Prg/verties & NPCs

Properties furcﬁased with CP can be Imyorteaf into your next [ife at any point appropriate for the narrative. Mayﬁe you
Eegp 5ui[z[ing and opening up the same business in every world, even ﬁq‘ore you remember. Or mayﬁe an Onsen closed
and You were able to 6uy it cﬁeqp, and what do You Enow, it looks just [ike the Onsen you afes@neaf two worlds aqo...
Wild how that works out.

Warehouse
You both share a Warchouse doc (unless it's sometﬁing like Cosmic Bac@mcﬁ, then you both have your own) and all
frivi[eges that norma[fy entails. Both 6einﬂ able to summon a Eey to open a door, or both 6eing able to recﬁzsign the

[ayout. ﬂny Jvoint {penJing must be done Ey CONsensus (you are both OK with {pem{ing it that way, even zf you haven't
talked about it).



Whether dmm‘ of the bond from the outset, or someone you've both bonded with since, you are not limited to on[y two
fegp[e.

Each additional _person in the Bond adds +500CP (or suitable equiva[ent, based on the ]umeoc) to the starting amount.
You cannot Imfort them as a Comjmnion, tﬁey are a[ways Jnart of Your Love Bom[, forever.

Adding new people to your Bond requires more than just consensus. There must be enthusiastic consent of everyone in
the Bond to join them to the whole. As with any relationship, the more people you add the more complicated things get.
Coming to consensus on _point spending may be harder, and simultaneous enthusiastic consent even more so for adding

furtﬁer dnegp[e.

Not everyone in the Bond needs to restore their memories at the same time. Those who do know [item[[y cannot tell those
who don't Trying to do so is imdnossiﬁ[e ﬁy any means. ‘Tﬁey must come to the same realization about their love for
others in the Bond nutum[[y, and then their memories and Perks will ﬂoorf back.

][nyone in the Bond who does not survive to 10 years after tﬁey reqain their memories gains notﬁing from that Jump.
Minimum of 2 requireaf to succeed.

Z[ny who do not regain their memories will never remember anytﬁmg from that ﬁfe in the future, but others in the bond
can still remember what they did in that [ife and tell them, or show them recorcﬁngs stored in the warehouse, once tﬁey

regain memories again.



Beneﬁts

The gﬂﬂ’oﬂf below may be counted as s part gf all gf your ﬁﬂ‘ure ]u#yﬂom Purchases count as  part cf the ]zmg;a cﬁm’ﬂj
which z‘é{y are /urfﬁﬂm[ These may be furfiﬂfez/ at any time zﬁm’ny the ]zmy, not J’W at the start ﬂey count as a
Perk ]Zr everyone in the Bond upon /urcicm.

Communication Is 1(ey (Free): Everyone in the Bond is better able to express their concerns, open up about their fee[ings,
and otherwise work tﬁrougﬁ issues with the others in their Bond, and to be open when others are afoing the same. Like
most Perks, this on(y becomes active after regaining memories. Zlc{c{ing it to Jyour Boafy]\/ﬁd allows Yyou to open up to your
[ove(s) even Eefore, but zf tﬁey don't have it in tﬁeirs, tﬁey may not be so natum[[y recgptive to the openness.

Cycle Bank (Free): At the end of each successful Jump, you can stash leftover CP in your Bond for future use as
outlined below. All spending from the Cycle Bank requires consensus. By c[efau[t, you may only use it to purchase
anything in this Doc. As success only happens after remembering, this only needs to be in someone’s Boc{yMoa{ to be used
after Gauntlets or with a Power Lockout Drawback.

Status (100CP): You can tell the genem[ health and state of your \partner(s) across the bond. If in the same dimension,
you could a[ways foint in their direction.

Emfatﬁy (200CP): Reym’ref Status, You can send emotions across the bond. Even 1f not sent, you can open yourse@‘ ina
meditative state to ﬂet an idea of Your Jvartner's genem[ emotional state. This works across all dimensions and cannot be

E[OCkeL{EXCfZ}?t ﬁy DT’LIWE(ZC%S.

ﬁ[gpatﬁy (300CP): Reym’rey [ﬂyﬂﬂf@ You gain te[gpatﬁy between everyone in your Bond. This works across all
dimensions and cannot be blocked excgpt 6y Drawbacks. If on(y one of you has this as Boc{y]\/ﬁmf that one can still send
and receive thoughts before, but it is entirely on them to be actively listening at the time the other directs thought

messages at them.

Home Recordings (200CP): Your Warehouse qains a recording room. Anything anyone in the Bond does will be recorded
and expertly cut into good looking video files/tape in any format. This does not need to be placed in Boc{yMoc{, it records

your whole [ife but you can't access it until Yyou have your memories back.

Grab Bag Store (500CP): You may §}oenJ Cp from the Cyc[e Bank to ﬁuy from Stfpf[ements and Jumps’ that don't oﬁer
an actual world, but just a random list of Perks and Ttems to 5uy. Qua[zfying Docs would be tﬁings [ike my M

Cﬁange Szggv[ement, my Chuck ﬂng[ek Conzv[ete Guide Stigv[ement, or 7u1ﬂrfpers gvring Cata[ogue Ey Pure-Interest.


https://docs.google.com/document/d/1sFPw4m-5F9eKfqcorLhU9h7lCP8Mtyp8OqQZIc0fgzk/edit?usp=drivesdk
https://docs.google.com/document/d/1sFPw4m-5F9eKfqcorLhU9h7lCP8Mtyp8OqQZIc0fgzk/edit?usp=drivesdk
https://docs.google.com/document/u/0/d/1T9gO8-1QGKiQYb6dukWfStXkOvdY5YyDTNGTBsr3iaE/edit
https://docs.google.com/document/d/1Q75Du-BUTHsdj1ZtLv2iDn6uRknrdsrGDJ-oLT8aP78/edit?usp=sharing

These genem[[y don’t have Discounts, but 1f tﬁey cﬁ), ignore them unless you’ve actuu[[y taken that Doc as Jmm‘ of a
]umf afirect[y. You a[ways get a Discount on anytﬁing someone else in your Bond a[reac{y has (even tf a doc says it can’t
be discounted). Freebies (or anytﬁing Discounted to Free) cost 10CP each and cannot be furtﬁer Discounted. As usual,

Discounts don't stack.

General Store (1000CP): Requires Grab Bag Store. You may spend CP from the Cycle Bank to buy from any Generic

Jump. Same rules as above.

Grand Opening (1000CP): Requires General Store. You may spend CP from the Cycle Bank on to buy from ANY

JumpDoc. Same rules as above.

Black Market Store (300CP): You may §Ivent[ Ccp from your Cyc[e Bank to ﬁuy from any JumpDoc you are not allowed

to go to. Same rules as above.

Image credit to akaLlilu on DevientArt: Cinderella



https://www.deviantart.com/akalilu/art/Cinderella-522072605
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