
 CYOA

Welcome to the world of Arcadia. A land where mankind dwells on floating islands both great and small. Here , people travel
between the lands on flying air ships, whether for trade , exploration, or even piracy. Under the six elemental moons, the world

flourishes in an age of discovery and exploration. Technology is advancing rapidly and new lands are being discovered, but along with
progress comes abuse , and a cold war plagues the greatest nations of Arcadia. Whether you seek excitement or wealth, there
unlimited opportunities here in Arcadia. Use your 1000cp wisely, or blow it on junk and earn everything all on your own.



Location
Roll 1d8 for starting location or pay 100cp to choose . In Arcadia, not all of the continents are in contact with one another ,

and great sky rifts and reefs block travel between some lands for all but the bravest and craftiest sailors.

1. Silver Islands

You start your adventure on one of the small, scattered islands beneath the Silver Moon in Mid-Ocean. No large 
landmasses lie beneath the Silver Moon, and what few tiny communities exist largely subsist on fishing or the gathering of 
rare silver moon stones. Other seemingly innocent towns have turned to piracy, like the settlement of Windmill Isle , raiding
military or merchant vessels that sail through the sky with impunity. There's no central government to rule over the silver 
islands, and the largest nearby town is the trading pier of Sailor's Island, which sits where the lands of the Silver , Red, 
and Yellow moons meet.

2. Nasr

Your adventure begins under the light of the Red Moon. Here , vast continents of sand and stone burn under the baking 
heat. This land is ruled by Nasultanate of Nasr , a prosperous empire of great military and economic might. The land is as 
harsh as they come , but there is much wealth to found here , and vast cities such as Nasrad see massive amounts of trade . 
Nasr is at war with with the nation of Valua, a conflict that has spanned decades. Yet due to the sky reefs that surround
this land and the deadly North Dannel Strait, the military has grown complacent, and the rulership of the Nasultan is 
decadent.

3. Valua

Beneath the Yellow Moon, Valua broods. A vast, dark continent pocked with craters and always covered in angry storm 
clouds, Valua is a foreboding place . The Empress Teodora I is no less threatening, and she rules her empire with an iron grip.
Valua is the single most powerful nation militarily, sailing through the skies in great ships of iron and steel instead of wood, 
fueled by the electricity generated by the valuable yellow moon stones. This dominance comes at price , and Valua suffers 
f rom a painful shortage on moon stones, the vicious wars fought by the Armada burning through what little remains of their 
fuel as they search for more . Despite the glittering buildings and trains of the noble quarter , the capital of Valua, and the 
nation at large , is heavily stratified. The wealthy live in unprecedented splendor while the poor are some of the most 
miserable and downtrodden in all of Arcadia, subsisting on garbage and little else as they toil in soul-crushing despair .

4. Ixa'Taka

The Green Moon rules over life , and Ixa'Taka teems with it. The hot and humid continents of Ixa'Taka are almost completely
covered in impenetrable jungle , the land every bit as green as the moon itself. Only accessible by sailing through the powerful
winds of South Ocean, Ixa'Taka has remained isolated f rom most of the outside world for the majority of its existence . 
Unlike Nasr and Valua, standing water is common here , along with the rain helping to fuel the jungle's growth. Ixa'Taka is 
technologically backwards and tribal, unlike the people of the other great nations, but the forests hold their own secrets. 
Nominally a kingship, the people of Ixa'Taka have been enslaved for years by the Valuna Empire , forced to toil in the mines 
of Moon Stone Mountain, a place once sacred to the natives, extracting vast quantities of green moon stones to fuel the 
Empire's wars. Beware the deadly Ixa'Ness Amazons, for if you are man, these powerful warriors will stop at nothing to 
capture you to be their husband.



5. Yafutoma

Cut off f rom all others by the impenetrable Dark Rift, Yafutoma is a truly isolated land. A disparate group of small and 
divided islands, the lands under the Blue Moon are the smallest of all. Yet despite their size , they are filled with life-giving
water f rom the Blue Moon's power . Some fish here have even adapted to live in the water , so great are the lakes here . 
The Mikado rules f rom his capital on the largest island, his nation of Yafutoma encompassing all the known land. Isolation 
has brought this kingdom peace , but also complacency. A great Guardian Wall which once wrapped around Yafutoma has 
fallen into ruin, time and neglect casting the stone into deep sky. Their soldiers are poorly trained and their navy almost non-
existent, causing them no small amount of grief as they are now plagued by the Tenkou Air Pirates. Despite all this, 
Yafutoma is still a calm and beautiful place , far f rom Valua and its war .

6. Lands of Ice

The Lands of Ice bear no other name , for the land is dead, long abandoned by all but a few. No longer does a great nation 
rule over this empty continent. There is no country to make claim to it. True to its name , the land beneath the Purple Moon 
is completely f rozen, covered in cold plains thick in ice and even colder snow-capped mountains. Bound on almost all sides by 
the Dark rift, and on one other by the rift that marks the southern bounds of South Ocean, the Lands of Ice are a 
claustrophobic place , with little open sky. Whether the descendant of a crashed air ship crew, or one of the few people native
to a small, outlying island, your life was a harsh one , and you were subjected to little food or resources to improve it. 
Legends say that once , an advanced country named Glacia sat on the endless wastes of the continent, but if it ever existed, no
trace of it remains now. The closest nation is Valua, which sits south of here , but even they have little interest in the 
Lands of Ice , for few even know if it truly exists.

7. Sailor's Island

At the terminus of three moons, Sailor's Island is largely neutral in the ongoing conflict between Valua and Nasr . This 
unique position affords it a reputation as a convenient stop for trade and travel and a calm, balanced, and comfortable climate .
Sailors, soldiers, pirates, and sailors of all kinds stop here for to drink and tell tall tales. Many rumors, true or not, are 
whispered or shouted in the bars on Sailor's island, and one could make a fortune f rom what they hear , or be led to ruin. 
The island is relatively small, however , and few will want to make their permanent home here .

8. Pick

Lucky you, it's now within your power to choose under which moon you will enter this world.



Backgrounds

Roll 1d8 and add 12 for starting age , pay 100cp to choose your age or gender , or pay 50cp alone for either .

Drop-in (Free)

You arrive with no new memories of this land. You're f ree f rom any
influences on your mind, but you know next to nothing of Arcadia.

Civilian (Free)

Most of your life has been spent on dry land. Only take this if you wish
to be a normal person in Arcadia, as you get no discounts. Your status is
decided by how much gold you own, and if noble , you may have some valuable

contacts.

Merchant (50cp)

You've spent most of your life engaged in trade and business, plying the skies
for economic opportunities.

Fisherman (50cp)

A simple life , your years have been filled with fishing. Using net and hook ,
you've caught uncountable sky fish, or maybe even one of the nigh-extinct

Arcwhales.

Military (100cp)

Though you've only been training for a short time , you're a proud member of
your nation's military. Whether its navy is great or small, you defend the

land f rom its enemies.

Pirate (100cp)

You're a dastardly scoundrel, at least in the eyes of the governments.
Most pirates fall into two broad categories: Blue Rogues and Black

Pirates. Blue Rogues are often seen as almost Robin Hood like figures,
and will refuse to attack anything except large and heavily armed military

vessels. Black Pirates, though many have a code of their own, will
generally attack anyone or anything that catches their fancy, making them
few f riends. If you live in Yafutoma, you may be a member of the Tenkou,

air pirates that seek 1000 swords.



Abilities and Skills

Ancient Lore (50cp)

You're well versed in all the ancient legends and myths of Arcadia. While it
may not seem like much, the hidden corners of Arcadia hide plenty of value .

Combat Training (100cp) (Discount Pirate/Free Military)

You're well trained in your weaponry of choice . While not an expert by any
means, this is plenty to get you started.

Magic Knowledge (100cp) (Discount Drop-in)

You've trained your talent in magic. This only covers basic knowledge , you'll
have to purchase shards separately, though you do get one of your choice for
f ree . While not an expert by any means, this is plenty to get you started.

Sailing (100cp) (Discount Military/Free Pirate)

You know all the basics of sky sailing. From helmsman to lookout, you're more
than capable of handling a small ship on your own, or forming an important

part of the crew of a larger one .

Business (100cp) (Free Merchant)

You know the ins and outs of doing business. Money management and trade come
naturally to you, and if you play your cards right your wealth will quickly

grow.

Fishing (100cp) (Free Fisherman)

If it lives in the sky, you know how to capture it, and much more about it
besides. It may not seem like much, but people have to eat, and you never know

when it'll come in handy.

Machinist (200cp) (Discount Drop-in)

Like the famous air pirate Centime , you know your way around machinery. You
can repair or build almost anything, given time and resources.

Navigation (200cp) (Discount Fisherman)

You know your way around the sky. You're almost never lost, and know all
the land marks around your home like the back of your hand. This skill extends

to new places to an extent, and you'll find it far easier to explore them.

Charming (200cp) (Discount Pirate)

There's just something about you that people like . You can win people's hearts
and minds easily, and may find yourself surrounded by steadfast f riends.

Supreme Manliness (200cp) (Discount Military)

You're the man. With chiseled good looks, you're every part the epitome of
masculine magnetism. Women will be charmed by you, and men will be impressed.
People may come to depend on and trust you to get things done , though you're
not quite as likely to make f riends as someone with Charming. If you're a

woman, you're can have a more appropriate equivalent if you desire .

E agle Eyes (300cp)

Your eyesight is almost supernatural. You could spot a fly on the prow of a
ship f rom a mile away.

Courage (300cp)

Bravery is all you need to accomplish your goals, and with this, you can
overcome any fear .

Inventor  (600cp) (Discount Military)

Like Admiral De Loco, you're a mad genius. Machinery is like putty in your
hands. Far beyond simple repair , you can invent almost anything. While you
still need time to work to figure out the intricacies, that, supplies, and the

bounds of Arcadia's physics are all that stand in your way.

Prophecy (600cp) (Discount Pirate)

Drawing on the power of your companions (f rom this or any other jump), you
can perform a devastating attack . By default, this ability is the equivalent in

energy to a small meteor , able to severely damage most enemies or cripple even
metal ships. In time , this ability may grow even stronger , especially with power

f rom other realities.



Items

Cool Flag with logo (Free)

Everyone needs a flag. Something to define and
symbolize them, and so all in the sky will remember
their legacy. It can look like anything, it's your flag

after all.

Secret Handshake (Free)

Got any f riends? With this, you can perform a
secret handshake with them, as intricate as you'd

like . It doesn't do anything, but damn if it isn't cool.

Bags of Gold (50cp) Can be taken
multiple times

1000 gold coins, a tidy sum. 

Bags of Moon stones (50cp) Can be
taken multiple times

Moon stones make the world go 'round. They have
innumerable uses in Arcadia, and it's up to you how
you want to use them. This small bag contains any
color moon stone of your choice , save for silver .

10 Sacri Crystals (50cp)

Sacri crystals work like the Green spell Sacri,
mending light wounds instantly. While it's not much,
they might help you in a pinch, and they return f ree

of charge in a week's time .

5 Magic Boxes (50cp)

Magic boxes are a new invention by De Loco that
emulate damage and de-buff spells. While they're
not too strong, they can be used by those unskilled
in magic to cast useful spells multiple times. They
can cover one medium tier or less damage or de-buff
spell you desire each, and they recharge once every

month.

10 Glyphs (50cp)

Glyphs emulate weak buff spells. Another invention
by De Loco, these regenerate in a week's time .

Pet (50cp)

You get a f ree small animal f rom Arcadia of your
choosing. A few examples include Huskra dogs, cats,

parrots, and rabbats. While it isn't strong, it
provides companionship, and can serve as a mascot for
you and any crew you may obtain. Perfect for air

pirates.

Skyseer Goggle(s) (100cp)

Either a set of glass goggles, or a single clear
'eyepatch', it can magnify distant objects. While not
as powerful as a telescope , the range is adjustable ,

and they're much more portable .

Telescope (100cp)

A powerful telescope for magnifying distant objects.

Melee weapon (100cp) Pirates and
Military both get one weapon of any type

f ree .

A typical melee weapon, taking any form you desire ,
f rom a cutlass, to a spear , or even a giant

boomerang. Like any weapon of worth, either the
cutting edge , tip, or the entire weapon itself is

forged f rom moonstone , giving it a weak elemental
attribute of your choice .

Ranged Weapon (100cp)

A typical ranged weapon, taking any form you
desire , f rom a gun, to a bow and arrows, or even a
giant boomerang (again). Like any weapon of worth,
either the cutting edge , the tip of its ammo, or even

a special chamber on the weapon is forged f rom
moonstone , giving it a weak elemental attribute of

your choice .

Magic Weapon  (100cp)

A typical magical focus, taking almost any form you
desire . Most have no edge or anything else with
which to attack , though there are exceptions.

Typically takes the form of a staff set with a moon
stone . No matter the shape , this part holds true ,
and your weapon holds a moon stone of a color of
your choice , enhancing spells f rom that element.

Machine Drone (200cp) (Discount
Merchant)

A simple drone made f rom typical metals. This
machine possess a means of moving and attacking on
its own, providing a way for you to  combat foes

while staying out of harm's way. If damaged, it can
usually be repaired with a few pieces of metal and

circuits, good as new.

Armor (200cp)

Whether sewn of cloth and enchanted or forged
f rom solid steel, this is a reliable , if basic, piece of

armor to protect you f rom weapons and magic.



Moon Shards (200cp) Can be purchased
multiple times

A perfect glowing shard of one of the six moons. 
E ach purchase grants you a single moon shard, and 
with it, the ability to cast spells aligned with that
moon. While valuable , these shards don't give you 
the experience needed to channel their energies, only
the means, though you can learn with practice .

Mechanical Limb (300cp) (Discount
Fishermen)

One of your limbs has been torn off and replaced
with machinery. While heavy and somewhat clumsy,
your new limb is absurdly powerful, able to crush
stone and metal with ease , and even fire itself,

attached to a retractable rope , at high speeds. There
may even be a possibility for upgrades.

Moonberry (300cp)

A very rare berry that grants you a single basic
super move . Super moves are powerful attacks that
can either defy reality to deal impressive damage ,
elemental or non, provide protection f rom any

attack , or even heal any wound or illness. Super
moves use a lot of energy, and take some time to

prepare .

Black Map (300cp)

This map draws enemies to you. Whether by
attracting dangerous monsters, or by driving

normally peaceful animals to attack , as long as
this map is in your possession you will experience
many battles. On the bright side , it's almost

impossible for the cowardly to escape your wrath or
for you to be caught unawares by a foe .

White Map (300cp)

This map keeps enemies away. Whether by making you
hard to see by dangerous monsters, or by calming

their anger , as long as this map is in your possession
you will experience few battles. On the bright side ,

it's almost impossible for an enemy to give chase
when you flee , and you have an easier time

anticipating and dodging attacks. Unfortunately, many
will see you as a yellow-bellied coward unworthy of

respect, especially in Arcadia.

Velorium (400cp)

Ridiculously rare , velorium is both the lightest and
the hardest metal known in Arcadia. While it has
little use in this form, if you can find a worthy

smith, you can have something truly legendary forged
f rom it.

Daccat's Coin (400cp)

Through luck , you have obtained one of the legendary
pirate Daccat's coins. As long as this is in your
possession, those who hold courage in high esteem
will be drawn to you, easily becoming your f riends
and companions. Or you could sell it for a small

fortune of tens of thousands of gold coins.

Cupil (600cp) (Discount Drop-in)

A mysterious, silver shapeshifter you found in some
ruins. This creature can float and transform into
several shapes, including a weapon, as well as

channel magic. You don't understand how it works,
but it doesn't need to eat. In fact, the only thing
it'll even consume are the rare moonstone pebbles

called Chams, which it devours greedily. With every
Cham it eats, the creature grows in both power and
ability, gaining new forms to shapeshift into. You
don't know what the ultimate limits of its powers

are , if it even has any.

Silvite Golem (600cp) (Discount
Merchant)

A large construct found in an ancient ruin. Made
of velorium, this golem is powerful enough to crush
your enemies, yet light enough not to sink your ship.
Its abilities are fairly simple , but it's capable of
operating autonomously and firing deadly lasers. Its
technology is far in advance of what Arcadia is
currently capable of, and repair parts may be

difficult to find.

Black Moon Crystal (600cp)

A giant black moon stone , cut into a geometric shape and sucking up all light that shines on it. Black moon stones are exceedingly rare , found around the
threatening Dark Rift that none ever dare to enter and survive . While nobody has yet found a use for black moon stones, they hold the power of inversion,
reversing energy and the laws of physics around them. This effect is particularly pronounced around this crystal. Gravity is reversed, sending small objects

careening into the air and letting you walk around almost weightlessly, small engines refuse to work , and spells fizzle or malfunction. What use , if any, there is
for this crystal is up to you to discover . Legends speak of a hidden Black Moon that reigns over the Dark Rift, yet no one knows the truth.



Ships

Skiff (100cp)

Confined to low altitudes and the sky above or
around islands, this small ship is nonetheless a

cheap and common means of transport.

Small Ship (300cp) (Discount
Fisherman)

Small and quick , this lightly armed vessel is used by
fisherman and merchants to sail the sky.

Medium Ship (500cp)

Decently sized and well armed, these are the ships
used by the world's militaries and pirates. Don't
expect a f riendly welcome if you sail a military
vessel f rom one nation through another's sky

Silver

 Made of wood, this is your typical sailing vessel. Average in all ways, it
also has no weaknesses.

Red

Ships f rom Nasr are often primarily made of wood reinforced with metal.
Faster than a wooden ship due to a red moon stone furnace that supplements
their sails, they can rarely hold many weapons due to the increased weight.
Larger ships are often equipped with a small number of large cannons, as

they're better able to handle heavy loads.

Yellow

 New technology f rom Valua gives this metal ship great defense . Its electric
engine is much better than a sail, but because of the metal construction the
ship is slower overall than its counterparts. Larger Yellow ship overcome
this flaw, and are overall superior to all others, but everyone outside of

Valua will be hostile to you, and in Valua itself the government will be highly
suspicious of anyone outside the military with one if your ship is recognizably

Valuan.

Green

Instead of being built of metal or even solely of wood, Ixa'Take ships are made
of vegetation. Puttering along with propellers or floating through the simple
power of light gasses, these ships are lightly armored compared to others. Its
range makes up for it, as Green ships are some of the few that can rise into

the upper sky without upgrades.

Blue

 Wooden ships with odd sails, Yafutoma vessels are relatively f ragile ,
compensating for this weakness with impressive agility and maneuverability.

Purple

 Outside of small, improvised ships made of ice and scavenged wood, the Lands
of Ice have no unique vessels.

Reef Breaker (200cp)

A sharp blade is attached to the bow of your ship, allowing you to sail
through sky reefs and increasing the ramming power of your ship. This is not

without risk however , and a ship needs to be piloted by a skilled helmsman to
make it through a reef.

Harpoon Cannon (300cp)

A giant harpoon attached to the f ront of a ship, the harpoon cannon is
capable of piercing almost anything, including armor plating and the hide of

arcwhales. As a bonus, it can also function as a reef breaker .

Engine Upgrade 1 (200cp)

Your engine is more powerful, able to resist the wind of a Sky Rift.

Engine Upgrade 2 (400cp)

Your engine can handle both high and low altitudes, allowing you to rise above
the cloud ceiling and below the cloud floor , but not to handle the pressure of

Deep Sky.



Drawbacks
Loquaholic (100cp)

You're addicted to the moon stone enhanced liquor
known as Loqua. If you can help it, you'll always be
falling down drunk or at least tipsy. Your life is
entirely defined by how much of it you can access,

your mood and abilities taking a nose dive without it.

Looper Magnet (100cp)

Loopers are always attracted towards you. Dancing
in and out of sight, playing pranks, or even attacking
you, there's almost always a looper around to make
things worse . They're mostly small nuisances, unless
you're unlucky enough to attract the attention of

the Giant Looper or Elcian.

Clumsy (100cp)

You're extremely accident prone and uncoordinated.
Tripping over your feet every other time you try and
walk , dropping anything valuable you hold in your

hands, and accidentally hitting the mayor in the face
are all regular occurrences for you. On an island,
this is just a nuisance , but in the air , you could

easily trip overboard or knock the captain
unconscious, making your life much more difficult and

dangerous.

Moon Stone Nullifier (200cp)

The power of the moons simply escapes you. Magic
doesn't work for , or on in the case of healing

effects, you, and elemental weapons or armors lose
their power as long as you hold them. While this
effect doesn't extend beyond your person, and items
will return to normal once you've dropped them,
nearly everything in Arcadia runs on moon stones,

and the inability to use them or their derived
products is crippling.

Teodora's Wanted List (200cp)

You've somehow earned a name on Empress Teodora
I's top ten list of wanted pirates. The bounty is quite
generous, and almost every bounty hunter in the sky
will be after your head. While some of the big names

will consider you beneath their notice , the shear
number of lesser hunters can quickly become

overwhelming, and bounty hunters are rarely above
dirty tricks and teamwork to take a target down.

Larso's Wrath (200cp)

You've attracted the ire of the infamous Larso clan
of Black Pirates. Based in Nasr , the Larsos are
a wealthy, largely family based operation with deep
and storied ties to the underworld. They'll stop at
nothing to see you dead, and have no concern for
laws or fair play. They can field a small fleet of
airships or even send the leader himself to take you

down should you avoid them long enough.

Rotten Attitude (300cp)

To put it simply, you're a jerk . Nobody likes or
respects you. Nobody wants to be your f riend or join

your crew, and to the noble every word or deed
comes across as the height of villainy. The only

people that like you are the bad guys, and even they
will treat you as a lackey at best.

High Altitude (300cp)

Your body hasn't adapted to the atmosphere of
Arcadia. The air is far too thin for you to breath.
On the surface of an island in the center of Mid-

Sky, you'll be constantly out of breath and
exhausted. higher , and you wont be able to breath at
all, and rapidly suffocate . Going lower wont help

you either , as the pressure will quickly overwhelm a
human body and crush your lungs.  Better ask De

Loco to let you borrow his helmet.

Pissed off Ramirez (300cp)

Ramirez, Vice Captain to First Admiral Galcian,
hates your guts. Ramirez is the single strongest
individual in Arcadia, and commands a powerful

battleship and countless minions. He has no morals,
and is willing to burn entire cities worth of people
to get to you. He also has an unfortunate knack
for showing up just when you feel safest and most

triumphant to ruin your day. The only saving grace is
that Ramirez is a busy man with many

responsibilities, and can't dedicate much time to
tracking you down. If you play your cards right, a

certain group of Blue Rogues may earn his
attention eventually, giving you even more of a

reprieve as he tracks them down.

Scared of Heights (600cp) 

You poor bastard.

Ending
Once your ten years are up, any drawbacks are removed, you keep whatever you own (or stole), and your memories here become

inactive and can be toggled at will. You now get three choices:

Go home

Deciding you're sick of this jumping thing, you wake
up back in your original home . While you keep
everything you've earned, this is the end of your

adventures.

Stay here

Arcadia excites you too much for you to want to
leave . Your jumping days end, but you remain in

Arcadia, f ree to explore whatever secrets it may
still hold.

Continue On

You move on to the next world and whatever fate
may await you there .


