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Setting 
The world is in great peril. The biscuit hammer looms menacingly above the clouds, 

ready to descend and obliterate the earth at the beck and call of the mage, animus. All 
that stands in his way from complete global annihilation is a ragtag group of heroes 

called the beast knights, who must defeat the mage’s golems and protect the princess, 
who… also wants to destroy the Earth? 

 
Anyway, whether you are one of these acclaimed beast knights, or just an unfortunate 
outsider who’s wandered into the conflict, you arrive in this world the day the manga 

begins. Start with 1000 cp to help you stop the golems and the eponymous biscuit 
hammer. And the mage. And, uh, the princess. 

 
Well, At least you’ll have allies, right? 

 

 



Origin 
 
Drop in (Free)  
You enter this world without any relationship to the situation at hand. No history, no 
connections, no resources. You do have the ability to see the golems, hammer, and 
spirits at least. You start in the same city as the princess. You keep your age and 
gender, or can spend 50 cp to change either or both as you like. 
  

Beast knight (50 cp)  
You take the place of a beast knight in the story. You can choose to either become 
them, or simply take up the role as knight in their stead. Roll 1d12 to determine which 
character you replace, or you can spend 50 cp to choose. You start at their canon 
location. 
 
1.  Amamiya yuuhi, the lizard knight 
2. Shinonome hangetsu, the dog knight 
3. Shinonome mikazuki, the crow knight 
4. Nagumo souichirou, the horse knight 
5. Hakudou yayoi, the snake knight 
6. Kusakabe tarou, the mouse knight 

7. Sorano hanako, the mantis knight 
8. Shimaki hyou, the cat knight 
9. Tsukishiro yukimachi, the turtle knight 
10. Hoshikawa Subaru, the rooster knight 
11.  Akane taiyou, the owl knight 
12. Free choice 

 

The 13th knight (100 cp)  
The cycle has elected to promote a 13th knight for reasons unknown. Pick any mundane 
animal not already in use. You are now the knight of that animal, and get a spirit 
companion of said creature. Be warned that your unexpected arrival will attract extra 
attention from both anima and animus, for good or bad. You start in the same city as 
the princess. The drawback “unlucky 13” is mandatory with this origin.  
 
 

General Perks 
 
Keep up the mask (1oo cp/free drop in) 
Your acting skills are now top-notch, and you don’t have to worry about giving away 
your hidden motives or secrets in casual interaction. Don’t let anyone sneak up on you 
though, because it only helps if you’re consciously on guard. As a side benefit, people 
find you to be pleasantly affable. 

 
Approval upon Approval (200 cp/discount drop in) 
You become a genius at fighting. Enemy weak points are 
obvious to you, and you can develop counter tactics on 
the fly with ease. Your instincts and reflexes are near 
superhuman, and even techniques you attempt for the first 
time just seem to work for you. 
 
Dependable Adult (200 cp/discount drop in) 
You project an aura of assuredness that others can’t 
help but pick up on. In dangerous situations when timing is 
critical, others will naturally defer to your leadership. 
Some might consider this more of a responsibility than a 

perk. 
 



Grab a shovel (200 cp/discount drop in) 
You’ve mastered environmental warfare, and set up traps and hazards before fights to 
help win the day. Even when you’re caught off guard and unable to plan or prepare, you 
can quickly ascertain how to use the location and terrain to your best advantage. Pit 
traps in particular seem to work out really well for you, so get to digging. 

 
Named Attacks (200 cp/discount drop in)  
You can increase the power and accuracy of your techniques substantially by giving 
them a cool sounding name, and shouting them out dramatically as you perform them. 
 
A True Man (300 cp) 
You can interpose yourself between someone and an attack meant for them so long as 
they’re within visible range. If they sustain injuries anyway, you can choose to take 
those wounds onto yourself instead. This works for even mortal injuries. 

 
The Wish (500 cp; beast knight and 13th knight only) 
The Beast Knights aren’t asked to risk their lives for nothing in return, of course. By 
agreeing to fight for the sake of earth, your animal companion offers to grant you 
one wish. They aren’t omnipotent, else you could just wish for the mage to be 
defeated, but they are very powerful. All knights get a wish, but you need this perk in 
order for the consequences of that wish to carry on into the jump chain. 
 
Keep in mind that any wish you make will affect your karma as well. Wish for someone 
to be healed of sickness, and you may find your luck to have improved just that little 
bit more. Wish for someone to die, and the world will try just a little harder to kill 
you. 
 
 

Domain control 
 

Minor Telekinesis (100 cp/free beast knight and 13th knight) 
This is the most rudimentary form of domain control. You can manipulate a modestly 
sized bubble of telekinetic force. It’s not very strong, especially to begin with, but it’s 
linked to your physical stamina and can grow stronger by exercising it. Overusing it 
will tire you out. You must have this perk to take any other domain control perks. 

 
Garden in the sky (300 cp/discount beast knight and 13th knight) 
You can’t fly, but this comes close. You can use your domain control to jump to 
extreme heights, and slow your descent right before impact to prevent injuring 
yourself in the landing. 

 
Houtengeki (300 cp/discount beast knight and 13th knight) 
The signature technique of a certain ally of justice. You can rotate and fire your 
domain control like a javelin, dramatically increasing its offensive power. 

 
Multi-domain (300 cp/discount beast knight and 13th knight) 
You can now split your domain control into multiple domains. Be warned that this will 
deplete your stamina all the faster. 

 
 



Grappler (300 cp/discount beast knight and 13th knight) 
Your domain control becomes significantly more malleable in form, no longer a 
misshapen blob. Anything grabbed by your domain control will have a much harder time 
escaping its grasp.  

 
Firestarter (300 cp/discount beast knight and 13th knight) 
You can use telekinesis to ignite flammable materials by increasing the speed of 
molecules. You can take ice cold with this perk for 150/50 cp. 

 
Ice cold (300 cp/discount beast knight and 13th knight) 
By slowing down water molecules, you can cause any nearby source of water to 
freeze. You can take Firestarter with this perk for 150/50 cp. 

 
Golem control (600 cp/discount beast knight and 13th knight) 
You gain the power to animate dirt, and craft it into golems. Much like the base domain 
control, this ability drains your stamina. Your golems won’t have the same power and 
potential as animus’ or shimaki’s, but you can always make another one, no matter how 
many you’ve made. 

 
Psychic Enhancement (600 cp/discount beast knight and 13th knight) 
You can use your domain control to wrap around and enhance a part of your body or 
a weapon to great effect, both defensively and offensively. 

 
The Ultimate Spear (600 cp/discount beast knight and 13th knight) 
You fire your domain as a massive projectile of energy. Its penetrative power is 
unmatched. 

 
The Ultimate Shield (600 cp/discount beast knight and 13th knight) 
You shape your domain into an impenetrable barrier. Don’t let attacks go around it, 
though. 

 
Lucid Flow (600 cp/discount beast knight and 13th knight) 
You’ve somehow obtained a fragment of space-time. Your domain control can rewind 
time for a specified target, causing injuries, damage, and fatigue to disappear. Can’t be 
used to negate your own stamina loss. 
 

Mythical Beast Knight (800 cp) 
Your animal companion starts with one of the three mythical beast forms: the unicorn, 
the invisible, or the Hraesvelgr. Your telekinesis is no longer minor. 
 
 

 



Gear 
 
Funeral attire (Free) 
…just in case. 
 
Bicycle (50 cp) 
A bicycle. It’s in fairly good condition. It can seat two if you’re one of “those” people. 

 
Animal Companion (50 CP) 
Normally, your spirit animal companion would disappear along with the beasts and 
Anima, but now they’ve chosen to hang around instead. Your animal will follow into 
your jump chain, but because they’re a spirit, they don’t take up a companion slot. 

 
Safehouse (200 cp/discount drop in) 
You’ve gotten your hands on a small apartment or cabin that comes equipped with 
everything you need to maintain a modest lifestyle while you’re in this world. This 
includes a monthly allowance of pocket money, a basic array of legal documentation, 
a driver’s license, and a month’s worth of stocked food, though you’ll have to go 
shopping to restock once it runs out. 
 
Additionally, you can’t be attacked by golems while inside. They can wait around 
outside, though, so be cautious. 
 
In future jumps, this perk will manifest a similar shelter for you when applicable, 
although it will lose its guaranteed safety from attack. 

 
Dreamscape (300 cp) 
You can create a meeting area in your dreams that will allow you to converse with 
your allies while you sleep. This can also be used to contact people who have already 
died, by bringing their dreaming selves from before they died to the dreamscape. 

 
Military Contacts (300 cp) 
You’ve managed to contact an anonymous broker connected with the military who will 
sell you high-grade weaponry and equipment. While golems can’t be seen by ordinary 
people, they can still be damaged by ordinary means. You’ll have to spend a bit of cash 
to make full use of this, but it may be worth it to get a stable source of loot. Comes 
with a complimentary fragmentation grenade. 

 
Blues Drive Monster (600 cp)  
You take control over anima’s orbital weapon, blues drive monster. Blues is 
unperceivable to anyone without supernatural abilities, and you can redesign its 
appearance however you wish. Should it ever be damaged or destroyed, you can 
psychically recreate it, though it will take a month to finish. 
 
It can be used to travel back in time just like the biscuit hammer, so long as you don’t 
mind obliterating the earth, shattering the fabric of space-time, and committing global 
mass murder. But since it technically never happened now that you’re in the past, that’s 
fine, right? Right. 

 
You still cannot activate it before its ready while in this world, but you get to take it 
with you when you leave.  



 

Companions 
 

Your task is a daunting one, but you needn’t attempt it alone. You can import an existing 
companion for 100 CP. They gain 500 CP to work with, and can pick out Perks and an 
Origin. Companions cannot use Drawbacks, unless it is mandatory to take for an Origin.  
 
 

 
 

Drawbacks 
 
Panty-Shot (+50 CP) 
You’re constantly flashing your underwear. Yes, even if you don’t wear skirts. Yes, 
even if you’re a guy. No, not wearing underwear will not help you. 

 
Magical Mary’s disciple (+200 CP; must have “Named Attacks” perk) 
You now have to shout out a technique’s name before using it, or else it will fail, often 
in a hilarious, potentially dangerous manner. 

 
Unlucky 13 (+200 cp) 
Mandatory for the 13th knight origin, but can be taken by anyone. Your inclusion into the 
game means Animus gets another golem, stronger than all the rest. 

 
Target of Opportunity (+300 CP) 
Animus has it out for you in particular. Be careful about being alone, because golems 
will seek you out and attack you when you’re most exposed. Later golems with high 
intelligence may attempt to draw you out by targeting innocents or loved ones, or 
perhaps resort to even more dubious means if they think they can’t beat you in a 
frontal assault. 

 
Fair Play (+500 cp) 
Ultimately, though the stakes are high, the agreement between anima and animus is a 
game. This means you need to follow the rules. Until Animus is defeated and the biscuit 
hammer is destroyed, you cannot access any of your resources from previous jumps. 
No gear, no powers, no warehouse. Allies that you import can still help, but they too 
cannot use resources not obtained in this jump. You’re doing this clean. 

 
Special: The Mage (+700 cp) 
You’re a madman. Both for taking this drawback, and because now you’re animus. You 
gain all of his abilities, which include teleportation, pain induction, flight, et cetera. 
You also gain all of his limits, such as being unable to act personally until the first 
half of golems are defeated, and having to follow the rules of the game. And finally, 
you gain all of his objectives. Except for one small change; you have to kill Anima. No 
more cycle of countless struggles, this is the big one. Unlucky 13 and target of 
opportunity cannot be taken with this Drawback. 

 

 



Finish 

 

Well, you’ve managed to pull it off. If it has not been ten years yet, you can choose to 
ride out the remaining time, or continue on early. Your three options are: 

 

The Return 
 

You wake up in your bed 
back in your home world. 
You haven’t aged, and you 
get to keep all the cool 
stuff you’ve collected. 

 

Stay 
 

You’ve grown fond of this 
world and the people in it. 
Your jump chain ends here. 

 

Continue On 
 

You Take your stuff, any 
new companions you may 
have picked up here and 

head on to the next world. 

 

 


