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It starts as a relatively normal day for Malorie. She paints; has her sister visit her; they 
see somewhat disturbing news on the TV and go to Malorie's appointment to check on her 

baby. Things soon turn for the worse as the craziness they saw on TV that has been 
reported to be happening in Europe and Siberia has spread to the US. Invisible creatures 
that cause people to commit suicide when seen are prowling the streets, and society is 

ready to collapse. The only thing people can do is not to look. You arrive on the morning of 
Malorie's visit to the doctor.

Take this 1000 points to spend. You will stay here for 10 years. Can start in either Northern 
California or Barcelona

ORIGINS
Choose your age and sex for free

Drop In
You appear out of nowhere with no prior history in this world near Greg's house or Father 
Esteban's church.

Survivor
You are an average member of society who is trying to live their best life; you wake up in 
your house or apartment.

Seer
Whether you were born like this or it was a result of a trauma, your reaction to seeing the 
creatures would be completely different; instead of wanting to kill yourself, you will 
want to go and start making other people see them. You aren't any more insane than you 
were before just now, and you wake up in your own house or apartment.

Monster - 200
An invisible semi-intangible creature that is the source of the apocalypse. People who look 
at you either want to kill themselves or make other people look at you. Even being near 
you can cause people to hear whispers of the ones they love telling them to take a look. 
Becomes an altform after the jump.

Perks
Perks are Discounted to their respective origins, perks worth 100 are free and the rest is 
50% off. Free Perks are optional.



Drop In
Common Sense - 100
Logic and reasoning can quite quickly disappear in stressful situations and make people act 
irrational. Not you though, as you always remain cool and collected and can think clearly 
and rationally through any mundane emotions.

No Need For Eyes - 200
When sight is gone, one has to learn to rely on other senses, and even then it would never 
come even close to functioning if you still had it. Well, for others that may be truth, you 
possess that which acts like a LIDAR, allowing you to sense everything within a few dozen 
meters around you with great precision. You can turn it on and off at will.

Ghost Puncher - 400
The beings cannot be hurt; they cannot be killed; they can only be avoided. "Well, fuck 
that," you say as you shotgun blast it to death. You are now able to interact with targets 
no matter their supernatural properties like intangibility, no matter the source of such an 
ability, as well as kill things that usually cannot be killed and do so permanently.

Monster Repellent - 600
Maybe it's your smell, taste, or just an aura you give off, but supernatural creatures and 
beings just try to get out of your way and avoid you, and the closer you get to them, the 
more they want to run away. You can turn this on and off as well as design exceptions for 
this perk.

Survivor
Improvise. Adapt. Overcome - 100
Not only is your willpower boundless and determination absolute, allowing you to continue 
on even through the harshest of times, but you also learn new things a couple of times 
faster, allowing you to become accustomed to new things quicker than before.

1, 2, 3, 4 - 200
The other things you can do besides honing your senses in such an environment are to 
remember where all the things around you are. And since you now have perfect memory with 
infinite storage and instant recall that is also fully retroactive, it would be pretty easy 
to do so. 

They Deserve A Mother - 400



You are an excellent parent, being able to give the best possible care to children even in 
the shittiest of conditions. You always know the wants and needs of any kids you are 
taking care of as well as any problems they have. You also know a lot in general about 
how to raise children. 

How Did You Guys Get So Lucky? - 600
Jesus, that's some grade A plot armor you have there. Are there invisible beings going 
around causing suicide? Well, you just seem to always get distracted and look away from 
them. Need supplies? Well, a dude in your group worked in a supermarket, has the keys, and 
can help you out and so on. Your luck is quite insane, but don't go relying on it solely or 
you'll get in serious trouble when it does finally run out.

Seer
Driving Around Like They Are Not Blindfolded - 100
You are one of the best drivers around, being able to handle most land vehicles there are 
on a professional level and quickly figuring out new ones. You are especially good at 
avoiding crushing into things even on the most congested of roads.

It’s Beautiful - 200
As long as at least half of any sentence you say is true, people will generally believe you, 
and if you are 100% honest, then they will do so absolutely. You are quite good at telling 
half-truths, misdirecting, dodging topics, steering conversations, and so on. Maybe you DO 
know where the generator is, and you CAN take people there. Doesn't mean you wouldn’t lead 
them into a trap halfway there.

They’re After Me - 400
Your acting skills are phenomenal, and you are able to fool and convince even the most 
skeptical of people with the performance you put on. From forcing tears and snot to making 
yourself shake in genuine fear, there are no reactions you can't fake so thoroughly that 
even supernatural means of detection will be unable to tell that they are fake.

You Reject Them? - 600
Usually looking at the creatures would either make a person suicidal or cause them to try 
and force others to witness "their beauty." Not you. Your mind is an impenetrable fortress 
that cannot be affected by anything that you do not want it to be, be they normal things, 
like drug-based truth serums, or supernatural, like the creatures around here. With the 
perk above you can even pretend to be affected, and others would believe that you are.

Monster



Swirling Leaves - 100
The creatures, although permeable, can still affect the world around them. From lifting 
debris like leaves and trash around them to even shaking a cart, you can affect the 
environment around yourself within a few meters with just your mind.

Your Worst Fears  - 200
You are able to read the minds and memories of people and nigh-instantly find any sort of 
traumatic memories you can exploit, as well as being able to alter your voice to match 
whatever you hear in their memories.

IT’s A Digitized Signal - 400
Any powers that affect the mind or the ones that trigger when someone senses you, can be 
used by you through any sort of medium, like cameras, audio recordings, or even paintings, if 
they're realistic enough, just as well as you could in person. You get a feeling when 
someone is experiencing them and can choose whether to affect them or not.

Insanity Induction - 600
At will you can cause any person who sees you, or the place you occupy if you are invisible, 
to either become suicidal and try to kill themselves or to make them slavishly obedient to 
you, being able to telepathically give them commands and direct them to do what you want, 
with them only being able to break free if you allow them to.

Items
Items are Discounted to their respective origins, items worth 100 are free and the rest is 
50% off. Anything can be imported into a fitting item (Weapon into a weapon, tool into a 
tool etc.). If lost or stolen you get them back in an hour. All items can be bought multiple 
times, with free items costing 50 after first purchase. You can combine compatible items 
like Blind Vehicle and Great Ride.

Drop In
Safe Camera - 100
This GoPro camera automatically censors any mind-affecting or otherwise dangerous-to-
see objects and beings as a mess of red and black censor bars. Has infinite battery and 
data storage space.

Flash bang - 200



A box of five flashbang grenades that can affect anyone and anything no matter how 
strong or resistant they are and even if they don't have the senses of sight and hearing. 
Stuns for at least five minutes, possibly for longer. Respawns a day after use.

The Cure - 400
What jarheads at the castle in Barcelona tried to achieve, or at least something close to 
that. It makes you temporarily immune to madness, even ones caused by eldritch beings or 
gods, for about a week. There are 10 doses that restock a month after use, but they can be 
reverse engineered with sufficient knowledge and skill.

Holy Sign - 600
This item of your choice that is covered with different holy symbols is capable of making 
any liquid it is dunked in into a sort of holy water, which will ward off evil, hurtful, and 
monstrous beings as well as being extremely painful and damaging to them.

Survivor
Eye Covering - 100
Maybe a blindfold or blackout goggles or some other accessory that blocks your eyes. It 
doesn't let you see absolutely anything and cannot be taken against your will, broken, or 
destroyed, but you can't use it as armor.

Nonperishable Supplies - 200
A constantly restocking cardboard box full of food, enough to support 10 people for an 
indefinite amount of time. You can choose what exactly it provides by closing, thinking 
about an item, and opening it back.

Blind Vehicle - 400
This vehicle can change form to any mundane and publicly available land, air, or water 
transport in any setting you are in. Like the Eye Covering item, it blocks any sort of sight 
outside of it but comes equipped with a variety of tools for navigation, like an always-
working GPS, proximity sensors, and even radar, lidar, and so on. It cannot be stolen or 
otherwise opened against your will.

We Have A Place - 600
Perhaps a castle of some kind or an otherwise extremely difficult-to-access safe base. It 
offers great protection from both mundane people as well as any monsters that exist in 
any world you find yourself in. Has enough room to house hundreds of people as well as 
replenishing the supply of water and electricity. There is also a cell in the basement 



capable of safely containing any sort of being, no matter how strong or any weird powers 
or abilities they may have. 

Seer
Great Ride - 100
A rather good car of your choice that never breaks down and always has a full tank, 
battery and other oil. It's really good for safely performing the PIT maneuver for both the 
driver and the target.

Eye Mark - 200
Anyone marked by this piece of coal can instantly recognize anyone else who was marked, 
even if they can't see the mark or it has been washed off or otherwise lost, as well as if 
they are still loyal to whoever marked them by it.

Stun Gun - 400
This standard police taser gun is capable of knocking out anyone who isn't overwhelmingly 
more powerful than the shooter. The knockout is completely safe, and the gun recharges an 
hour after use.

Armored Buss - 600
A giant vehicle of your choice, not exactly needing to actually be a bus, that is 
exceptionally good at busting through any sort of fortifications and defenses, being easily 
able to go trough thick castle walls, while not permanently harming any living things it 
hits or runs over.

Monster
Needed Spectacle - 100
A random collection of trash, leaves, and otherwise small and useless debris that you can 
spawn at any moment anywhere that you have easy time controlling if you have such an 
ability that is.

Lesser Helpers - 200
A bird, a dog, and a rat that you have perfect control over no matter the distance and can 
see everything that they do. No one is capable of detecting said control, no matter the 
methods they use.

Flock Of Sheep - 400



A group of about a dozen humans with various useful skills and knowledge that worship 
you and are completely loyal to you. You can send them telepathic messages, and they 
respawn a day after death.

Sealed Jar  600–
Sealed clay jar that when open or broken can release hundreds of thousands, if not 
millions, of beings that roam this world in future jumps. They do not affect you or people 
you designate in any way. You get a new one every jump.

Companions
Companions can’t take drawbacks.

Original/Import 50 for 1, 200 for 8
Make someone original in this world or import a previous companion. They get an origin, 
freebies and the discounts along with 1000 to spend as they please.

Canon - 100
Take any individual as long as you can convince them to go.

Drawbacks
Drawbacks trump the perks and items from this jump and the previous ones. They last for 
your entire stay here but disappear when you finish the jump. Take as many as you can 
handle

Verse - Free
You can freely choose what is canon around here, the movies, the books, or some mixture of 
them.

Extended Stay + 100 per
Stay for 10 more years. Can be taken as many times as you want but you only get points for 
the first 4 purchases.

Actually Blind + 100
On the plus side, you don't have to worry about losing your blindfold and seeing the 
creatures, and the crazies seem to no longer be that interested in you since you now 
cannot see at all. 

Mr Obvious Villain + 100



Maybe you have some sort of condition, or it's just your body language and facial features, 
but you just give off some crazy bad guy vibes no matter what you do.

Madness Sensitive + 200
You are far more susceptible to the beings, with even hearing them for more than a few 
minutes being able to drive you insane. It affects you even if you took the Monster origin.

Deaf As Well + 200
The only thing you will be able to hear for your entire stay here is the whispering of 
creatures and nothing else.

Far Too Trusting + 200
Maybe it's because you were taken care of for your entire life or some other reason, but 
you are extremely naive and optimistic towards questionable things and people.

Just Me + 200
You are unable to join any group or party for any prolonged amount of time and will have 
to spend your entire stay here by yourself. You can still import companions, just not hang 
around them.

Boy And Girl + 200
You are extremely afraid of forming attachments and will try to do everything in your 
power to keep people away from you. 

Monster Magnet + 200
The beings can sense where you are at all times, and there are always at least a few of 
them hanging around close by. If you are a monster yourself, then humans now can hurt and 
kill you and will always soon find that out whenever they interact with you.

Pregnant + 200
Your sex is now locked to female, and you are now pregnant, with your due date being 
around the same time as Malorie's and Olympia's.

You, Me, And Mom +300
There were people in your life that you loved, and now they are gone. Yet you constantly 
see visions of them and hear their pleas for you to go and make other people see the 
monsters. You are extremely susceptible to them.

Already a Parent + 300



You have a child that you value more than your own life, as you should, due to the fact 
that if they die, your chain will end. They are a normal kid of around five years of age, and 
you cannot give them any sort of perks, powers, abilities, and so on if you could. You can 
take them as a companion after the jump.

They Have Evolved + 300
The creatures can now cause madness with just a touch. Not even getting rid of your eyes 
can now save you.

Ghosts + 300
While dangerous, you could still previously hide from the monsters, with them being unable 
to go inside the houses. That's no longer the case, as they can now phase through matter.

The Final Choice
First of all any mental, psychological, physical or supernatural traumas that you 
acquired here or anywhere else are gone. If you want them gone that is. Take both the 
original books and the movies as well as ones based on your stay here for free.

Now Choose

Stay Here
Want to stay around? Are you Sure? Very well. Here take additional 1000 to spend here

Go Home
Had Enough? It’s understandable. Here take 500 to spend here before you retire.

Next Jump
That’s what we’re talking about! Here take this set of three parrots in a cardboard box.

Notes
Changelog
V 1.0 Release
V 1.1 Minor fixes, altered You Reject Them? Slightly.


