: i

Welcome to the [sland of T sushima. [t is on this island wherein the Mongol’s |nvasion of
Japan is staged to begin. You arrive on the island in SCPtember in the year 1274 In about 1
month from now the Noble Samurai clans of the island will disseminate the Forebocling news
of Mongol Sl‘liPS on the horizon, and in another month in ear]g Novemfjcr the first invacling
ships will touch down at the beaches of K omoda Bag. What will you do \)umper’? Joinin the
Fight to save the island or Perhaps you had somethiﬂg else in mind? [ ither way you will be
here for the next decade.

[Tere you will be ﬂee&iﬂg these, these lands EL be Prett3 and nice but ’cheg won't be for

long.



K echi Fishing Vi“agc: A small Fishing vi”age that will soon enough be raided }33 Mongol

{:OFCCS ancl SE€C awar camP being bux]’c nearby‘

Hiyoshi SPringsz A large hot sPring resort inc]uding coPious individual sPrings and aninn to
stay ovemight and relax. There is also a master archer’s dojo atop a hill in the vicinitg hcgou‘re

]UC‘(\(j magbe yOU canreceive ]CSSOI’\S<

Azamo Bay: A ]arge Fishing and boating town that will end up becoming a major strongholc{
for Mongol forces.

Castlc Kancc!a: A ]arge medieval castle that houses the currentj/z‘o | ord Shimura and his
retainer forces, | l'xope you have a goocl reason for being here this is tcclmica”g a mi!itarg

}DaSC.

Komocla T own: Seriousb, this entire area is going to be in the hot seat soon as this will
serve as one of two major landing Points for the Mongol Armada. Good Luck.

Civﬂian: Tgpica”g, the non-combatant inhabitants of the island, your craftsmen, farmers,

monks, and merchants make up this origin.

Samurai: | he noblemen of the island and feudal Japanese society in general. You are either
a mcmber OF a ncwlg mintcd c]an or you may C!’]OOSC to }DC a Part o{: t}‘vc clans mcntionccl in the

game.

Ghost: The origin you Probab!g came here For, the fabled and notorious shinobi. Bﬂ
combir\ir\g a thief's acumen with a samurai’s ]ethality and you get the makings of !egcnd.

Mongol: Le’c’s be frank Here, you are not liked or welcomed here. ]rx 1Cact, you can expect
either Panic induced fear or conflict to break out atjust the mere sigl'lt oFyou. E_njoy being a

scumbag.



Nativc Tonguc (50 cp): Norma”g each origin is given an average Pcrson’s level of speaking
abilitg and compre}wension in the ]anguagc native to it, meaning you cither know Japanesc or
“Mongo]ian” (Mongo] EmPire at this time comPrised itself of numerous tribes and ethnicities,
s0 assume this simplg means you can communicate with all oFyourFe”ow Mongolians). With
this Pcrk you may select an additional languagc to Proﬁcicnt!g fluent in. Mag be Purclﬂascd

multiple times.
P

Fo"ow the Wind (100 cp): T he wind itself seems to be on your side as it can not only
communicate with you subtlﬁ, in the form of whispers and geeling, but can also serve to guide

you in the general direction oxcgour heart’s desire.

Fast Travcl (ZOO CP): This one is simPle, upon reaching or discovering any signifzicant
landmark orlocation you may travel to these P]acesjus’c bg thinking of them and wi”ing it. This
travel is not Cxactlg instantaneous but reduces the time taken ilcyou had otherwise Physica”y

travelled to a fraction of the normal time.

Archcr (Basic is free for all origins,/ 100 cp - 200 CP>: You possess basic competency of
archerg orusing a bow and arrow, you are well Practiccd with hitting still and moving targets at
range. For another 100 cp, you now have training and exPerience with using the bow in actual
combat situations and are aclcpt at making effective killshots at range. Forafinal 100 cp,
your skill in arclﬂérg is NOW on par with two of Sensei ]shikawa’s best studcnts, T omoe and

| ord Sakai himself, with time and exPcrience your skill will even surpass Master |shikawa.

chcndary 5tatu5 (500 CF>>: This Perlc will serve as a capstone booster imProving the overall
effectiveness of chosen Pcrks within t}'xejumpj unique augments to each origin’s respectivc

capstone Pcrk.



T radecraft (100 CP): You are an cxPcriencecl craftsman with several years of know!edge and
skill in a trade oFyour choosing. Examp!es of such include: blacksmith, merchant/salcsman,
bowger, armorer, or scholar etc. You also have a l’xig}w Po’ccn’ciai in your chosen field a”owing

you to progress in skill at a much faster rate than otherwise.

Silver Tongue (200 cp): You have a silver tongue, you have such a way with words that it
could be said to be the main reason you have managed to survive this long, well except forluck
magbe. ln addition, you receive a moderate increase to your innate charisma and ]ikabi]ity.

Wl‘lcn it comes to you bullshit can and does walk the walk.

Worlc”g Travclcr (400 CP): You are now much more exPcrienced in 3our1cie]cl of trade
becoming an expert at what you do. Your charisma and salcsmanslﬂip have likewise been
improvcd. In aciclitiorg you have managcd to Pick up some combat skills (with any traditional
cold weapon omcgour choosing} in your mgriacl travels, not angthing Par’cicularlﬁ imPressive but

Cer’cainly enough to handle common bandits and lower tiered enemies.

Luck of the Okami (600 CP): Let’s Face it, it's hard for People like you to stay alive for very
]ong in these chaotic times. 50, to alleviate this burden you now have a signhcicant amount of
Plot armor. Trave”ing becomes much less dangérous for you and this makes it so that fortune
is usua“y on your side in most matters, especia”g when it comes to Plging 3ourtracle. Last]g,
you are an expert at managing and cultivating business interests, with some work you can turn
a 5inglc stall into a franchise spanning multip!e townships and regions, and cventua”g you can
even break into international markets and Probab!g create the world's first international
conglomcrate.

+chcndar3: You now possess a Prcternatura] business instinct which allows youto
instinctivc]y know whethergoocl from bad business Cléalings and what items and materials
would be worth something. You are now far more capable and fortuitous when gaining
suPPort for your business endeavors such as investors, c]ientele, and other crafters.
Additiona”g, you have become a master negotiator able to make deals that favor you more
Hcavi]y than your business partners. Also, your businesses receive a moderate amount of
Plot armor making storefronts, trade routes, suPP13~chains, customer base etc. high]g
resistant to clisastcr, misFor‘cune, and negative changcs in general. Last]g, all Perks within

origin now function more egectively and egicientl\lj.



Way of the Samurai (1 eJe) CP): You are ProFicient in the honorable Phi!osophg of bushic{o,
you know the local ctiquc’cte, customs, and historg at around the same level as any clansmen.
|n addition, you are well Practiced in both Kerjutsu, and the essentials of c{uc]ing as well as
small unit tactics. Lastlg, you are now Proﬁcientb skilled at Parrging and deﬂecting your

3
oPPonent s a’ctacks.

|nner Rcsolvc (200 cp): You now possess the incredible skill of Finding and bolstcring one’s
own resolve. By simplg taking a second to focus your mind and will you can harden your
resolve, recovering your stamina, health and Fighting condition bg a signhcicant amount as well
as a”eviating any stress, battle pressure, fear or c{cspair you may be cxpcricncing. T his Pcrlc
also Provicles a boost to wi”Power and endurance. This ability can onlg be used so ERT
times in a row before it needs to “rec]*xargc” via striking, Parrging, and clcmceating enemies—you
start with three instances. \With more expericnce and cliligent training, the limits on this skill

can be imProvecl.

Honcc] E_c]gc (‘%OO cp): You're no scrub with a blade anymore, no-no, you’re an cxpcrt at
wie]cling traditional JaPanese melee weapons, esPeciallﬂ the katana. You also have an
impressive insight and analytical abilitg into the ?ighting/combat stgles of those you observe,
and even works faster when cngagcd in combat with a target. Thc obvious tl’ling that can be
done with this is to find weaknesses in your opponents’ skills, tactics, and abilities—the real
usage however is that you can now use these same insights to deve]op speciﬁc moves and
techniques and even entire combat 5t3]€s that can counter and defeat your oPPoncnts’

5tr6ng’t1’xs.

Lorc] of Tsushima (600 CP>: You now have the charisma, and force of Personality Cqual to
that of a storg Protagonist. ]n addition, you also possess the necessary ‘mowledgc and talent
to do what lords should be c}oingz rule; you know what a lord does for their territorg and
Peoplc and can do it well. You find it very easy Fincling new allies and recruiting them to your
side and cause. You find it simi]arlg casy cnclearing HoursehC to this land’s inhabitants and if
youwent a little bit out oFgour way to offer aid and assistance to them, this effect becomes
magni)cied to the Point where you could become a de facto leader of anisland nation because
you have become so Popu!ar]y admired and feared by the Popu!ace. This also grants you a
re]ative]y f-n'gl—y level of Plot armor, you will find Qoursehc surviving many half-baked attempts at



storming enemy camps solo-dolo when 133 most rights you would die or be severely irﬂ'urec{
without question.

+chcndary: You have reached the Pinnac]e of swordsmanship, capable of feats that exceed
what a human can do: swinging a sword faster than the blink of an eye, dual wield weapons
and use them as well as you could sing]ehanded You also gain hcightened reflexes, hand«:ye
coordination and Perception speed all enabling you to deﬂcctjust about any Projecti!e this
setting can throw at you inc]uding bullets and smaller sized cannonballs; faster and more
numerous Projectile groupings will still present a signhcicant cha”cnge but can be overcome
with Practice. Aclclitiona”y, you have the oP’cion of being apart of either the Sakai or
Shimura clan and as a result hold an actual claim to !ordship on the island. Lastlg, all Pcrks

within orlgin now function more cgcctivelg and eﬁcicient]g.

Scurrging | ike Thicves (100 CP>: You possess all the skills and knowlcdge of an
accomplishecl thief inclucling stealth tactics and movements, hicling, scurrying, and ic;enthcging
Points and objects of value/interes’c. This also includes a suPerb sense of hearing that will
allow you to cﬁcectivclg sense Pcop!c, creatures, and objccts within a 1 5—3arcl radius oFyour
Posi’cion, as you continue to use this ability the range and accuracy will imProve over time.
Lastl% this Perk grants you combat skill on the same level as Way of the Samurai you also
know how to Figl’xt 5i]6nt!9.

Farticular Set of 5l<t“s (200 CP>: Too]makirxg is now your sPecialtg; you can make all sorts
or things ranging trom hi accurate and aerodynamic kunai to an incredi user-irien

f things ranging from highly d acrodynamic k dibly user-Friendly
rappling hook-—~whatever you may need tor your exploits you can create and cratt to your
grappling hook--whatever you may need for your exploits y dcraftto y
iking. ough this skill is still large ependent on whatever knowledge and experience you
iking, Though this skill s still largely depend hatever knowledge and experience y
possess, you can make tools Forjust about any situation or endeavor. You may not be a
journegman blacksmith or bowycr but you also have sufficient skill to make repairs and minor

improvemen’cs ¥e) weapons.

Honcd \/ision ("rOO CP): You have the eye now, Piercing vision that can see what others miss
and may not notice. Let’s e]aborate«gou are now much more Perceptive oxcgoumcocs’
Placemcnt/Position and your surroundings; you are an expert at discovering your oPPonents’

weak Points and exPloiting them to great effect. You can also aPPIH this talent to your



surroundings and environment and even structures, making great use of both to gain the

advantage n virtua”g any scenario.

ThicF in the Night (600 CP>: Having reached new heiglﬂts in your ski”s, you are now like a
ghost. Your stealth is now uncanny, you can successgullg sneak into and out oﬁust about
any Placc, no area or structure is secure enough to kccP you out of it. You even leave minimal
to no traces oFgour presence and whereabouts, making the tasks of Pursuing and even
ginding you incrediblﬁ difficult. Lastlg, you are now an expert at stca]ing lives, you are able to
very quickly discover and create methods, tools, and circumstances that enable you to keill
your targets eﬂcicientlﬁ and comp!ctc]g. No one is tru]g out oxcgour reach and no defense is
who”g invincible when you are invo]vcd, even the inhuman and supcmatural are susccptible to
3ourxca’cal strike. T ven if techm’ca“y, there was no way to kill or make your target die you will
undoubtcc”g find a way now.

+chcndar3: You are now a true ninja in every sense of the word, your agilitg, hand—cgc
coordination, reflexes and sense of balance now exceed what is Possible for a human; you are
more akin to a cat in human form bg how clexctly you move. You are also unnatur3“3 Precise
and accurate with attacks and movements espccia”g with ranged weapons including thrown
objects and weapons, this is Couplecl with having an imPressive range with them as well. Lastlg,
you take to shadows like a natura], when in obscuring environmental and weather conditions
you become unnatura”y 5tcalth3 and much harder to detect or Pcrccivc bg your enemies, this

“haze” also works outside of those conditions but to a lesser degrec.

Mongoi Warrior (100 cp): You are a competent soldier of the Mongol cmpirc, skilled enouglﬂ
in your choice of traditional melee or rangecl weapon to be a match for any typica] samural.
You also possess the requisité know]cdge of the average Mongolian, including common
historical know]cdgc, cultural cticlucttc, customs and norms. Last]y, you are stronger and
tougl—\cr than the average person able to givc and take more &amage and force than many

others‘

True Grit (200 CP): You are one tough sonogabitch, you find 3ourselxc more capable of
s}'\rugging off Pain, &amage, and exhaustion. You need on]g concentrate and will 3ourselF to
kceP moving onward towards yourgoal or objectivewc{oing this also gradua”g recovers your

overall ﬁgh’cing condition a”owing you to Figl—]t on for longer Pcriocls of time. Tl—\is also



Provides a moderate increase to gourgeneral wi”Power and endurance. Keep in mind though
that this abilit9 is not unlimited invo!ving the consumPtion of one “charge” foreach use thouglﬁ
the number of “charges” and their Potencg can be imProvcc{ over time with Practice and

experience-9ou start with three.

Command & Cunning (‘1—00 CP): You are a talented tactician and strategist knowing Plenty of
methods and tactics to break your enemy’s spirit/morale and devastate their forces. |n
addition, you are also an expert at ambush tactics and more consistent]g being able to
surPrise your opponents in combat and battle with unorthodox tactics and evcnjus’c sheer
unprcccdentcd bruta!itg. You also have a surprising amount of charisma and are cunning
cnough to Pcrsuade former and even current enemies to collude with you and eventua”9 even
defect to your side in a conflict. For you frenemies arejust that, Potential friends or enemies,

except you will be able to chinite]g decide most of the time which of the two theg will be.

Kcscarch & Devastation (600 CP): When it comes to clissecting and analgzing others
sPecialties and secrets you are pretty much unrivalled. You are now able to witness any ski”,
tec}miquq method, tactic and tcc}mo!ogg and replicate its effects for your own usage, this
process will take some time and effort resPective to how advanced ancl/or complex itis.
Moreover, you excel at combining these in different yet beneficial ways, imProving upon what
9ou’vc learned (or stolcn) to create new ski”s, téchniques, tcchno]ogy and so forth that can at
the very least rival their sources and even eventuany surpass them.

+chcnclar3: You now possess a suPerior Physique above any mere human, strong enough to
shoulder-check a ga”oping horse and swing hcavg and two-handed weapons in one hand and
hit cnough force and strcngth to cleave through body sections and armor. You now also
carry with you a Primal like force of Personalitg enabling you to easﬂy intimidate and even
instill fear into 9ourxcocs withjust your presence, this also lends itself well when negotiating
with others and converting others to your side. Additiona”g, you can choose to become one
of the Khan’s closer relatives similar to Khotun Klnan granting you a l'n'gl—]cr rank and
matching Prcstige within the Mongol ]nvasion Force as well as the Empire itself. Lastly, you
are now adept at ana]yzing, comPrchending and reverse-engineering advanccd, alien, and

even esoteric techniques, skillsets, and tec}mologies——let nothing be out oggour reach.



Trustg Stccd (Free for all origins): You have acquirecl a strong and dePenclable mount bred
from excellent stock. (Can be called to your location Fromjust about angwhere with a simplc
whistle and if killed or destrogecl will respawn aftera dag‘ T his can be any land-based animal
with the caPacit3 to carry People.

Makeshift Tent and bedroll ([Tree for all origins): A basic yet functional tent largc enough
for two or three to fitin and a surPrisingly Cormcy bedroll that allows you to easilg fall as]eeP
and upon waking feel rcjuvcnatecl. T he tent t%ouglﬂ a little rouglﬂ looking Provides sufficient

Protcction against mild to moderate climate and weather conditions.

Simplc Clotl'ﬁng or ]:urs (Free for A“/ﬁo cp each): A basic set of attire common in style

and appearance for your rcspcctivc origin. Tl‘resc clothes are casy to rcpair and modi?g.

]:iclcl Rations (["ree for all origins): A small knapsack filled with dried and/or cured

foodstuffs cnough to feed up to 6 Pcop]c. Tl’lC foodstuffs rcplenish themselves when used
every four hours and will keeP you full and satisfied for up to 24 hours.

T own Provisions (150 cp cach): Fcrhaps you've got a vi”agc to feed. |f so then this is the
item for you, this will Providc cnough hca]tlﬂg and goocl tasting foodstuffs to feed several

dozen families.

“Suppiics” (f:irst one free for a“/ 50 cp eaclﬂ): This is what the Pcoplc of the island now
consider and use as currency due to the invasion rendering basic suPP]ies/Provisions as
increasingly scarce and therefore much more valuable than normal. [~ ach Purchase gives you

250 units.

}:]utc (100 CP>: This seeminglg simplg flute is capable of cl—ianging the weather conditions in
the immediate area when an aPProPriate song has been successgung P]agecl with it. Thc

wcat}-xer conditions are never enougl—r to harm anyone ]33 themse]ves and are genera“g meant



to be served as distraction, mood settings, and cover for your activities. Includes sheet notes
for two songs, one that i)rings rain and thunder storms and one for a dense enveloping mistg

Fog. Additional song can be discovered within the setting bg exPioring.

Cra‘ﬁ:ing Supplics (One Tier i oPtion is free for civilian, additional Purchase discounted for
them as we”/] QO+ CP): Buging this will give you a small crate of common materials found in
the setting, for civilians these are guarantceci to be useful to your trade. [Tor another 100
(P, this crate is iarger and will now include more uncommon materials such as Yew Wood,
]ron Ores, and Lcati‘:ers. Foryet another 100 cps the crate is much iarger and includes rare

or scarce materials such as silk, go]d, and steel.

(Good 5tccl (Free one for all origins,/ 100 cp each): Your choice of melee weapon of decent

make and quaiitg. As a bonus this weapon is easy to rcpair and imProve upon.

Grcat 5tccl (Discount for all origins,/200 cp 68Ci"l>: Your choice of melee weapon made bg
a skillful artisan. Your weapon is signiicicantig strongcr/si'iarpcr and more durable than others

of its kind. As a bonus this weapon is casy to rePair and imProve upon.

Supcrb Stccl (Discount Samurai and Mongol/ 3500 cp cach): Your choice of melee
weapon made i)g the hands of a master craftsman. Your weapon is far stronger/siiarper and
durable than others of its kind. As a bonus your weapon can be either CV@I‘SI"IaT’P: meaning, its
ccigc will never dull or possess a force multipiier of 2x: meaning your strikes will hit with twice
the force and ciamagc ti'vcg norma”g would. Additiona”g, itis easyto rCPair and can even be

imProveci upon.

Clan Stccl (Discount Samurai and Mongol/‘%OO cp caci'i): Wi‘iat you now have in your
Possession is a masterpicce Passeci down ti'irougi—i generations, you may choose what kind of
weapon and its appearance. Ti’iis weapon has several extraorciinary Propcr‘cics: itis
inclcstructibic, eversi'iarp if aPPiicable and carries a force mu]tiPlicr of 2x, meaning your strikes
will hit with twice the force and damagc ti'iey normaii3 would. T his weapon can be further
improveci upon and it is bonded to 5ou~~si—iouici you lose it; it can be made to appear within
your immediate surroundings and iicanyone other than you try to use it will be increciiiplg

difficult to do so.



5h0rtbow (Discount A” Origins) first one tree/i OO0 cp cact:): a traditional Japanesc bow
with decent stopping power, accuracy and range. T his bow is easy to repair and can be

imProvecl upon.

Yumi Longbow (Discount Samurai/200 cp each): a traditional Japanese Longbow with
asgmmetricai grip requiring the user to stand up while tiring. Slightlg slower draw speed but
with tn’gtn stoPPing power, range, and accuracy. Tt:is bow is casy to rePair and can be

improvcd upon.

Compositc chur\/c Bow (Discount Ghost and Mongol/zoo cp eactw): A much sturdier
and stronger bow only slightlg bigger than the shortbow. | his bow has a slight]g highcr draw
specd, fire rate, and arrow spccd. [t also boasts modcratcly higt‘ stoPPing power, above

average range and accuracy. Ttﬁs bowis casy to rePair and can be imProvecl up.

blundcrbuss (ﬁOO cp cach): A two handed trcavg weapon thatis csscntiallg a man—Portable
cannon. ]t is Power‘tut enough to take out several unarmored enemies with a single shot and
deals severe if not fatal clamage to brutes and other heavgset/]arge enemies. TI"IiS weapon is

ro]ativc]g SEED and quick to rc]oad, can be casi|9 repaired and imProvod upon.

Hardcncd Lcathcr or FurArmor (Discount onlg for Civilian, Discount/[irst one free for
thost and Mongol/‘i e]e] cp cactn): A simple set of !igtnt armor made from leather and/or fur
Providing a small but noticeable amount of Protection from damage and hazards. Ttﬁs armor

is casy to rCPair and can be imProvecl upon.

}:ootsolclicr’s Armor (Discount and [Tirst one free for Samurai/i Q0 cp eacln): A slightlg
thick Padded or studded Ieatherjackct and leggings with a matct‘:iﬂg helmet. Frovides a small
but noticeable amount of Protection from both clamage and hazards. Ttnis armoris casy to

repair and can be improvect upon.

Flatcd mail/TatamiArmor (Discount Gtwost and Mongoi/ZOO cp eactw): A set of armor

made from chainmail linked with additional metal Platcs for a moderate increase in Protection



from damage and hazards. T his armor will also be ligl'\t cnouglﬂ to not affect stealth and
mobilit9 and can be easilg rePairecl and imProvecl upon.

Samurai Armor/Scalc Armor (Discount Samurai and Mongol/}OO cp each): A set of

armor crafted with the lﬁighcst standards. [t can be cither a traditional set ogjapanesc armor
or one of the more ornate Mongo] scale armor. | his armor offers a major increase in
Protection from damage and hazards. | his armoris easilg rcpaired and can be improvcd

UPOH.

Basic Ghost Kit (Free for Ghost/] 00 CP): This satchel includes tools and suPP]ics for any
beginning gl’xos’c such as kunai, smoke bombs, and windchimes. Also comes with instructions

on how to craft more.

GraPPling Hook (Discount GI"IOS’C/ZOO CP): A handy tool used for climbing tall heights and
swing around at those hcights. T his hook is retractable and never gets tanglcd or snaggecl

on any inconvenient sur‘Faces, it will onlg “hook” onto things and areas you wish it to.

Advanced Ghost Kit (Discount (Ghost/200 cp): Similar to the basic kit but has toug}‘vcr,

stronger, and more potent tools inclucling new additions like healing incense, stickg bombs,

and F]ash Bombs. Also comes with instructions on how to craft more.

Masl( (Discount Samurai and G}wost/] 00 CP): A mask tgpica”g worn by armored samurai in
battle to intimidate their foes. Your mask’s appearance is whatever you like, and protects
both your head and face from attacks and damagc while also mal(ing itvery difficult to see
tlﬂrouglﬁ to your idcntitg.

f:amily Homc/Estatc (Discount Samurai/ZOO~ArOO CP>: A standard sized JaPanese stg]ccl

Familg home with an upstairs loft area, spacious enough for a small Fami]g. This house is casi]g



fortifiable and Provides abuff to occupants when dcpending. For an additional 200 cp, you
can upgracle into the estate which grants you a large main house and several smaller bui]clings

such as servant quarters, storage lﬂouscs/shecls, and a horse stable sitting on several acres

of land.

Basic CamP/Commandcr’s Tcnt (Discount Mongol/ZOO~4~OO CP>: A single ]arge tent
spacious enough forafew oFgour companions/xco”owers. |t has the same benefits as the
standard tent mentioned in the essentials on top of bcing Puncture/Piercing resistant. [ or
another 200 cp; you can ngrade into the command tent which grants a largcr tent and comes

with a few of the basic camp tents for housing over a dozen Pcoplc, supplies and war spoils.

Busincss 5tand/5torc1cront (Discount Civilian/ZOOJ%OO CP>: A simple but highlg
functional business kiosk that is casy to setup, dismantle, and move; it also has a tcnclenc9 to
draw Potcntia] customer’s attention to itself. f:or another 200 cp, you can upgradc into a
ginely built and clesignccl two story bui]ding with amP]e space inside for a salesxqoor/customer

area, workroom(s) for whatever you neecl, and storage.

Hidcout/smugg]cr’s Covc: (Discount Ghost/ZOOA"OO CP): A ]arge cave or abandoned
property that used to house a den of big animals. Though outfitted mirxima”y it has angthing
essential that you may need. ]t is also very well-hidden and off the beaten Pat}‘l but still readi!9
accessible to you making it easier to clodge pursuers. [For another 200 cp, you can upgracle
into a smuggler’s cove which grants a location cut into the side of a mountain &irectlﬂ leading

into the sea, also has a small and sturdy makeshift marina to dock vessels at.

Combat Stanccs (‘i OO0 cp for Prmciciencg and 200 cp for masterg):

Stone Stance: | his stance is simple and straigh’mcorward in appearance but allows the user
to make consistent and focused strikes that are difficult to interruPt) this stance is extra

effective against other sword users.



Watcr Stancc: A solid ﬂowing stance that utilizes a quick ﬂurry of strikes to batter through
an oPPonent’s guard and becomes increasinglg clamaging with each strikc, this stance is extra

effective against shield users.

Wincl Stancc: A swift sweePing stance that affords increased mobiiitg for the wielderin
order to circumvent your opponent’s weapon range and step inside of theirguaré, this stance

is extra effective against spcar/Polcarm users.

Moon Stancc: A strong and Powencul stance which leveragcs Powencul kicks and strikes that
disrupt your opponents flow and open them up to being stunned and staggcrcd more casi]gJ

this stance is extra effective agains’c brutes and other iarge Eeavgset foes.

| eaf Stance: A neutral stance that unlike the others focuses on cfmccnc!ing the user, while in
this stance dodging, cle]qecting and Parrging attacks become much easier. This stance also
grants the userincreased ease and ability in Fighting/cle]cending against multiple opponents.
[f a Ghost then while in this stance you excel at countering: Parrging then striking at vital
Points, Samurai and Mongol excel at maneuvering in and around their enemies’ Positions

reclucing the effectiveness of having greater numbers.

Ghost 5tancc: This is less of a stance and more a battle mentaiitg, while active your strikes
do signhcicant!y more damagc, are more ]ikelg to stun or stagger opponents, and because of
the increased brutalitg this comes with your enemies are more lii(cly to become terrified of

your actions and presence Heciﬂg at the siglﬂt oFyou.

Ficrcing 5'101:: This techm’quc is an archer’s best friend, bg concentrating on your shot for a
brief moment or two it becomes nigl’wuns‘coppab]@ as it becomes able to sliP past attempts at
shielding or clcﬂecting it. Witl‘r Mas‘cerg your shots are now capab]e of s!iPPing past or
t}'\rough any attempt at &e?ending against them.



Hcavenlg Strike: This tecl‘mique involves a quick unblockable strike that will inflict extra
clamage to stunned and staggcrecl foes. Wi’ch mastery you can make this strike unavoidable

within a range of io garcls.

Dance of Wrath: This amazing technique allows the wielder to almost instantlg arrive in front
of a target within 10 gards and unleash three consecutive and unblockable strikes that will
inflict higlﬂ damage‘ With mastery the number of strikes increase by 2 and can cause terror

among 9OUT FOCS<

Wag of the Flamc: Bg coating your weapon n incendiarg oil you can use a striking stone to
ignite it in flames. T hese flames do no harm to the wielder and inflict increased clamagc and
may sct targets on fire. With mastery, you can send out ﬂaming sword sSWings that can travel

FOF scvcral 9arc{s.

]mport or create (i 00 CP): ]mpor’c an existing comPanion or create a brand new one. Theg are

given an origin and 800 cpto spcnd how thcg like.
Canon (i 00 CP): Invite someone from the setting to go along with you on gourjourncy.

E_mPlogccs (Discount Civilian, 300 CP>: Six People Highlg competent with all matters related
to )Cinance, business management, negotiation and customer service. Their exact details are
omcgour clﬂoosing and thcg can be imPortCCl into Futurcjumps as one companion or 5P]it into
their own slots. Any Per!(s bought forthem are 5Plit as evcnlg as Possiblc between all six or
you may select any one individual in the group to have the Perks full effects. However, any

Perks Purclﬂascd related to their innate talents listed above are givcn to each memberin full.

Kctaincrs/War Bancl (Discount Samurai/Mongol, 300 CP): Six Pcople }-xigl—ﬂy competent
at hand-to-hand Fighting, melee and ranged weapon combat, military tactics and ]eadership.
Tl’leir exact details are o{:gour cl’woosing and they can be imPor‘ced into ?uturejumps as one
companion or split into their own slots. Ang Perks bougl—]t for them are sP]it as even]y as
Possible between all six or you may select any one individual in the group to have the Perks
full effects. Howevcr, any Perks Purchased related to their innate talents listed above are

given to each memberin full.



Gang (Discount Ghost, 300 CP>: Six People highlg competent in criminal endeavors such as
thievery, smugg)ling, sabotage, and assassination. Their exact details are ofgour Choosing
and thcg can be impor’ced into Futurcjumps as one companion or sp]it into their own slots.
Ang Perks bought for them are SP]it as evc11]3 as Possible between all six or you may select
any one individual in the group to have the Per‘(s full effects. However, any Perks Purchased

related to their innate talents listed above are given to each memberin full.

Frotagonist Sch~]nscrt (+100-200 cp): this is pretty se]F—exp]anatorg; you rcplace Jin
Sakai as the Protagonist and titular “(Ghost of | sushima”. You are now Plot—bouncl insofar
as the main events from game will Plag out with you somechow a]waﬁs being at the center of
’chings. For another 100 cp, you now also fated to be exiled from the island of Tsushima
Fo”owing the Plot events, on one hand you are free to exp]ore the rest of the setting while on

’che otheryou wi” have to make do on your own wi’chout suPPort.

Startcd from the Bottom (+ 100-%00 cp): Well now 9ou’rcjust Playing games. Much like a
game exPerience would have it, any tecl'miques Purclﬁase(ﬂ will start out withjust a basic
Progiciency and will have to be clevelopecl further tlﬁrough training, Practice, and exPerience
using them in combat. [Tor an additional 100 cp, Pcrks Purchascd in thisjump now start out
5ignhcicant]9 weaker than their dcscriptions and must be devclopcd with training, Practicc
and/or experience using them and solving conflicts and dilemmas. For another 100 cp, this
now sprcads to your cquipmcnt in that any items Purclﬂascd will now have to be acquirccl as
you progress within the setting and not be given to you atjump start. As long as you have
Purchasec} the items or techniques in qucstion, you will be guaranteed to acquire them and will

be given hints, tips, and even secrets which will lead you towards them as well.

5I1itt3 Wcapon (+100-%00 CP>: T his one is simple your weapons are inferior to others of its
i<incl; it receives damagc and imPacts Poorlg resulting init needing rePairs more grequent]g.

For another +1 0, this will also aPPIH to your armor. Anothcr +100 will see this detriment



applg to everything on your person qualhcied as gear or equipmcnt, allin all makinggou afar

]CSS &CaC”ﬂ character than HOU WOUld have bCCﬂ.

(Goddamn Mongoliansl!! (+100-300 CP>: During your stay here, at the first tier, you will
encounter more Mongo]ian forces ranclomly within the environment, ’cheg will genera”y onb be
lower tiered but can have a tendency to show up at the wrong time. A’c the second tier, the
enemies will be tougher, M<C]9 to call for reinforcements, and are capab]e of ruining or
sabotaging your Plans and efforts. At the final tier, the enemies will often be accompanied bﬁ
aleader, more prone to ca”ing for reinforcements, and have a knack for uPse’cting your Plans

and cgortsjust cnouglﬂ to cause you to rethink and adjust.

Samurai ]:ight with Honor (+300 CP): Taking this drawback imPar’cs a strong compulsion to

do things uPright, above board, and most impor’cantlg with honor. You will find it much harder
bringing 9oursc!F to do actions that are considered underhanded and deceitful. So basica”g,
this resigns you to onlg Fighting your enemies head on and clircctlg, no stealth maneuvers,

steal’chy sabotage, or stea]’chy assassinations.

Bg Ncccssarg Mcans (+§OO CP): Taking this drawback imPar’cs a strong Compu]sion to do
t!ﬁings underlﬁanclecl, dCCCitFUIIﬂ, and most imPortantlg concealed. You will find incredib]y
difficult cloing things honorably and honcst]g, you are far more likcly to !ic, cheat, stea], and
kill to accomplish wlﬁatevergoals you have in mind. l]cgou everend up inan open conflict or
confrontation or otherwise called out on your bullshit your inner cowardice will arise and likelﬁ

see you cowed into submission or running for cover.

We Are Not All Samurai (+300 CP)

Somé of us are sorcerers, technowizards, and Kami knows what else but that’s still no excuse
to be ridiculous. Tl’n’s Drawback blocks access to any supcrnatura] powers, Pcrks or abilities
that were not Purc}'xased in thisjump~doq and likewise blocks access to your Warehouse and
any out~o1c~jump items. You keep your Body Mod and any sl(i”s, know!edge, combat
techniques, weapons and equiPment that could Plausib]y be found in a cinematic version of

samurai-era Japan, even if it’s from anotl—rerjump.



You have now eked out a hopcmcully cxtraordinary existence in your time here and created

PcrhaPs your own lcgcncl foly mgth. Wc”, what say you? What will you do?

Retum to your home and live your legend there? Enjog your new life and stay Forgoocl? Be

as tl’lé WlﬂCl ancl move ever onward?

Changelog;

]nitial Document created

Version 0.9 — all basic requirements met; drawback section needs more but otherwise
jumpab]c.

\ersion 1 .]——ogiciallg comP!etecl document; added new items and Pcrks, organized item

section, added more c{rawbacks, new group comPanions.



