


Welcome to That 70's Show!

It is the grooviest of times, man. Welcome to Point
Place, Wisconsin, U.S. of A. It is May 16™, 1976 and
you are going to be here until the very beginning of
January 1", 1980. Vietnam is reuniting into one
country, President Ford is on his way out and Elvis
doesn't have much longer to live.

But honestly, most of that won't matter to you. Of
far greater importance may be the fact that Star
Wars is about to blast into cinemas everywhere for
the first time, that original Pong machines are in
stores everywhere and that fomorrow night a certain
young man will begin his plan to get himself and his
friends to a Todd Rundgren concert. In this Jump,
life is all about the day to day. Maybe you just want
to graduate high school or you're worried about your
job at the local manufacturing plant.

Either way, take these +1,000 Choice Points and
scream, "HELLO WISCONSIN!®
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Drawbacks

Need more CP, huh? Well, just don't over do it. You can take up to 1,000 CP in
Drawbacks. Taking more past that point is an option, but you won't get any more CP for
it.

A Few More Seasons (+0) - Okay, you can stay until May 16™, 1986. Enjoy the Reagan
years and the rise, fall and rise again of the video game industry.

Spinoff (+0) - Let's not leave at the start of a new decade. Your stay has now extended

to the beginning of the year 2000, ensuring you can enjoy the setting of That 90's Show.

If you have arranged events such that the circumstances leading to That 90's Show

could never occur, you have the option of either Jumping one step to the left and

reaching a setting where your changes never took hold or just staying to enjoy the world

you've had a hand in shaping.

* Unrealized Spinoff (+0) - Or maybe you want to start early? Pick this and you

begin in 1952, right outside of the USO dance where Red Forman and Kitty
Sigurdson will meet for the first time.

Bad Spinoff (+100 CP) - You are now staying for a whole extra decade in the setting of
That 80's Show. To make it worse, you are trapped within the confines of San Diego, CA
for the duration, appearing in the city the moment the clock ticks past midnight of
December 31%", 1979.

Too Much Randy (+100 CP) - Randy Pearson is now here from Season 1 onward. He will
become friends with the basement gang and nothing you say or do will change that. Even
if you avoid the Forman residence, you will still bump into him on a near daily basis no
matter what. Still, he isn't really such a bad guy.

*  WAY Too Much Randy (+100 CP) - Actually, yes he is. While not on the level of a
serial killer, his presence does make you wish to kill yourself. Every rotten thing
ever said about this character is now true and all of your attempts to escape from
him or kill him will fail horribly. Requires Too Much Randy.

Character Development Needed (+100 CP) - You have a defining character flaw or bad
habit that people tend to remember a lot more than your good qualities. This can be
overcome with time and effort, but expect to get a lot of flack for it while it lasts. If
you take the flaw linked to your background, you get another +100 CP.

* Doormat (Bonus for The Everyman)

» Disrespectful (Bonus for The Rebel)

* Loudly Opinionated (Bonus for The Dreamer)



» Lustful (Bonus for The Exchange Student)

* Vain (Bonus for the Cheerleader)

* Stupid (Bonus for The Fool)

* Short Tempered (Bonus for The Stern Father)

* Alcoholic (Bonus for The Neurotic Mother)

* Oblivious (Bonus for The Embarrassing Neighbor)
» Drug Habit (Bonus for The Cool Old Guy)

Low Tolerance (+200 CP) - Wow, you cannot take a hit. No, not that kind of hit. Even the
slightest amount of recreational substance will knock you silly. Considering the era you're
in, this might be a problem. Than again, it might also be good for a lot of laughs.

High Visibility (+200 CP) - Shenanigans are all fun and games, until you get busted. This
seems o happen a lot more to you than anyone else. You always manage to get spotted,
heard or otherwise noticed the second you start doing something you should not.

A Swing And A Miss! (+200 CP) - Everyone wants to score, but you never will. No matter
how well things seem to be going, the second you reach for home, something will happen
to kill the mood. I hope you brought lots of lotion and dirty magazines.

No Items For You! (+200 CP) - You cannot bring any items into this Jump, save what you
get from this document. Additionally, your Personal Reality/Warehouse is locked away
until you leave for your next Jump.

No Powers For You! (+200 CP) - You're just a regular human for this Jump. This takes
away all Perks and special abilities. It will all come back when you leave for your next
Jump.

Homeless (+300 CP) - At some point in your Jump, no later than  of the way through,
you will suddenly lose your home. The home cannot be regained or rebuilt, and you must
find a new home within a month, else you will be either taken in by the state (if a minor)
or arrested for vagrancy (if an adult). Maybe some kindly neighbors will take you in. If
you have taken the Trust Fund Perk, you will run out of money at the same time, as the
IRS has noticed this bizarre money flow and stepped in to take what they call ‘their
share.

Prison (+300 CP) - Well, you've been busted. Probably for possession. You begin this
Jump in prison and will remain there for the duration. If you took an option to extend
your stay, you will get the option for parole in 1983.



Weak Heart (+300 CP) - Heart attacks are more common in Point Place than you'd think.
You will have one at some point during your stay. It isn't guaranteed to kill you, but heavy
drug use can change that. Additionally, you can expect some lifestyle changes
afterwards to improve your health: all of your favorite foods being taken away,
maintaining a stress-free environment, getting some low impact exercise every day and
more.

All By Myself (+500 CP) - In a setting where interaction with friends and family drives
99% of the plot, what will you do when you have no one at all? You cannot acquire or
import any Companions, Followers, NPCs or Pets for this Jump. Additionally, you will have
no meaningful relationships at all for your stay here, fo the point that getting someone
to call you by name outside of school or work will be all but impossible. Whatever scraps
of happiness you manage to find in your life here will have to be enjoyed utterly on your
own.



Scenarios

You want something to do? Well, okay. Try one of these. There's no penalty for failure,
except the knowledge that you are a failure.

1) Golden Ending

That 70's Show was a sitcom that mostly stayed true to life and just like real life, not
everyone was happy with the ending. So, your goal for this run is simply to give everyone
a happy ending. Simple in theory, anyway. You can call the scenario fulfilled if you have
ensured all of the following by midnight of December 31°', 1979:

1. Eric and Donna are a couple.

2. Jackie and Hyde have a good relationship with each other. This does not necessarily
have to be a romantic relationship.

3. Hyde has a supportive and loving family.

4. Jackie has a measure of humility and compassion.

5. Kelso has a measure of responsibility and maturity.

6. Fez has his citizenship without marrying Laurie and is in a loving romantic relationship
with someone.

7. Kitty has given up her drinking and smoking.

8. Red is happy with his career and home life.

9. Bob manages to find and keep a romantic partner. Bob and Midge patching up their
marriage is also acceptable.

Having successfully completed this scenario, you deserve nothing less than to take any
single 100 CP Perk plus any single 100 CP Item that you wish from this document and add
them to your Body Mod. Take the stash too, just because.

Do all of this while under the No Items For You! and No Powers For Youl
Drawbacks/during your first Jump and for your extra reward you may also take The
Circle Perk free of charge. Someone as good with people as you should always have some
people around.

2. Red Forman's Dearest Wish
The Green Bay Packers did not do so well in the 1970's. Your job is to change that. You

have until 1977 to prepare, but from then until the end of 1979 your task will be to lead
the team to victory in every game. Even a tie will mean failure of the scenario.



Succeed and you will have your pick of the team to bring along as Companions, as well as
Red Forman and Red Forman's eternal gratitude. If collected this way, Red Forman
comes equipped with the full Perk, Item and Companion loadout of The Stern Father. His
Companion is his newly revived, dumbass friend, Frank.

Do so while under the No Items For You! and No Powers For You! Drawbacks/during your
first Jump and for your extra reward, you may also add the 1979 version of the
Milwaukee County Stadium to your Personal Reality/Warehouse. The stadium will have
the effect of boosting any form of training you undertake within it to 3 times what the
base learning and improvement speed would be.

3. D.A.R.E. To Be Stupid

Have you ever wanted to get a head start on the war on drugs? Well, obviously not or
you wouldn't be holding that joint. However, your challenge this Jump is thus: by the
time the Jump ends, you must have cut all non-medical drug usage in the United States
down by half. Good luck.

For succeeding in this, you gain the ability fo instantly sober up no matter what you are
under the influence of. This works with all drugs, mundane or supernatural.

Do so while under the No Items For You! and No Powers For You! Drawbacks/during your
first Jump and for your extra reward, you will also receive the ability to create drugs of
your own! You will possess complete knowledge of every substance called a ‘drug’ in
human history, up to 1979. This begins at how to gather/grow the base components and
extends all the way up to creating unique versions of each substance. You wouldn't use
this knowledge maliciously... I"igh'l’? Wi e o e, g7 iaivally Gt o ey i it el W,



Notes

For the job experience given with the Adult 100 CP perks, the amount of experience
depends on your age. Assume you started your job at the age of 22. Then subtract 22
from your chosen age and that is how many years experience you have.
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* After some thought and feedback, removed the special import conditions from
the animal options.

I honestly don't get the Randy hate, but when I asked for Drawback suggestions, that
was the first thing mentioned by three different people. Maybe I need to re-watch
season 8.

V1.2 - spelling corrections, slight wording changes where a few things were still unclear,
moved the sections down a bit so they each start on their own pages, adjusted the
animal companions.



