Anthropology of the Hidden Folk

V 11 By Apocbox




The world you enter may bear some resemblance to the €arth <irca the 1990s, but if
one were to delve 2 bit info its history and scientific community, one would quickly
find something 0dd. A phenomenon <alled “distorfion™ pla<es where spa<e and fime

seem fo behave strangely: If is 2 known thing and many scientists have affempted fo
undersfand it, even making some progress with the fools <apable of defecting spafial

anomalies and the infensity of the warping, but much behind this strange phenomenon
is still unknown. On the other side of it is 2 whole different world full of different
species, beasts, things, and so much strangeness. You arrive on the day » Sovief

resear<her from the Samara S<ientific Resear<h Institute arrives in Mongolia.

Toke this 1000 points to spend. You will stay here for 10 years.



ORI<INS

<hoose your age and sex for free

Drop In

You appear in 3 lo<ation of your <hoice out of nowhere with no prior history or
memories of this world, with some wisps of mist dissipafing between your feef.
Depending on where exa<tly you are, it may very well not be such » strange thing for

locals <onsidering the spafial and femporal anomalies present in all around.



Resear<her

You 2re 3 man of science and logic. That doesn't ne<essarily mean that you will reject
anything supernatural out of hand, buf you might be 2 litfle dose-minded when it
<omes fo things and people you see as primifive. If you aren’t 2 human, you are
probably 2 bit of an oddity in your society, being seen as strange Kufuhta. You <an
<hoose where you live, waking up in your humble domicile filled with your resear<h

papers and instruments.



Svilian

Not really <on<erned with ancient mysferies or deep fruths of the world, you live 2
simple, quiet life. Maybe you raise rabbifs or birds, maybe you are » monk taking <are
of one of the many shrines doffing the world, or perhaps even 2 descendant of 3 very

imporfant religious figure fo your local communify. You wake up in your home,

befiffing your stafus and level of wealth.
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Whether 2 bodyguard fo an imporfant person, a bored <ons<ripf, » fraveling Tea<her
of Disputes, or 2 simple hunter, you've spenf your fime improving your body and
honing your marfial skills. Maybe you are even proficient in the art of whistling, and
not the reguler kind. You wake up under an open sky near & <empfire, either alone or

in 2 group of your <omrades, having venfured on an expedition of some sort.



Kutuhta

Similarly fo the researcher’s origin, your whole deal is being knowledgeable about the
world; however, unlike if, your knowledge is both more primitive and paradoxically
more <omplex. You are 2 sheman, 2 spirifual guide, @ healer, and many more things,
with 2 deeper fo<us on 2 <ouple of fields of your <hoice. Your kind is deeply revered by
the non-humans but is essentially non-exisfent on <€arth, so you might have some
rather <onvoluted past if you live there. You wake up in your home Filled with
mysterious trinkets, artifects, herbs, and other knickknacks.



Porks

Perks are Discounted fo their respective origins, perks worth 100 are free and the rest is
>0% off. Free Perks are optional.

General
<olorful Bun<h - Free/100
You <an freely pick fo become @ member of any sapient ra<e/species that exists in this
world. Most of them do nof have <apabilifies that go beyond those of humans, and
those that do have some downsides, like the Ustajhu, who live underwater and, though
<apable of brea<hing it and even speaking out of it, are nof adapted fo live on lend due
fo their tails. For 100 you, however, <an be either an ex<eptional member of your race,
like an extremely large and strong BayTyrku, or perhaps some other nafurally giffed
species, possessing either increased physical <apabilities or some sorf of additional
biological ability, like being able fo breathe underwater or fly. Becomes an altform after

the jump.




Drop In
Gerald Durrel - 100
The thing is, although Alexei <an be quife humorous af fimes and <an write pretly well
it’s still not one of his best falents, so after geffing back home, he sent his manus<ript
To his <ousin in hope he’ll help him out. Or he <ould have sent it fo you sin<e you are
an amazing wrifer, being able fo wrife both extremely quickly and with perfect
d«uracy, as well 2s having 2 load of <reafivity and an exceptional ability fo express
your thoughts, as well as  similer falent af edifing the works of others, frimming
unnecessary parts, and helping fo make the fext more engaging without losing the
original infent.

Lucky Drop - 100
Whenever you enter 2 jump 2s 2 drop-in or otherwise find yourself in 2 situation
Where you suddenly appear somewhere, you are guaranteed fo nof find yourself in an
immediafely threatening location or situation. As long as there is even 3 small <orner
within 2 kilometer of where you <ould be safe, you will appear there, even if the effe<t
or event thaf sent you there <ouldn’t have possibly done so, like nof having long

enough range or specifically fargefing 2 location.

Suest Rights - 200

It seems no matter where or when you find yourself, how you look, or what you are
<apable of, you will always re<cive 2 warm welcome from the lo<als. Be they members
of » different <ountry, race, or species or even beings from 2 different world, they wil
all freat you with patience, kindness, and inferest. OF <ourse, this only holds for as long
as you do nof prove yourself fo be an enemy fo them, but even if you <ould bring
their lives fo an end in seconds, s long s you a<fually do not do that, you wil have 2

warm stfay.



Not A Patient - 200

Suddenly finding yourself in  different world, one <an fa<e quite 2 few life-threafening
things, but unknown diseases might be one of the most insidious; after all, it’s both
you and the aliens who <an get infected and suffer unpredictable <onsequences. You are
immune fo any sort of disease and infection, be it virulent, bacferial, fungal, or any
other, 2s long s they aren’f supernatural, and fo those you are, you possess great
resisfance as well a5 gaining an immunify affer surviving geffing infected by it once.
You 3l50 do not spread any diseases or infections unless you desire fo, being able o
infera<t with people who have the weakest of immune sysfems without making them
sick.

First <onta<t - 400

<arly on in his <onfa<t Alexei had 2 small linguistic disaster. You see, Baytyrku don't
have 2 word for 2 greeting and instead just say their own name, and since they have
been greefing them by saying, “Whatcha wante™, he was dubbed “Wachawant™ by
locals, and any aftempts fo Fix that have failed. Thankfully, you are far more suited for
any inferactions, having both professional knowledge of anthropology with 2 focus on
<onfa<ting indigenous and/or alien people as well 25 an instinctual ability fo beffer and
quicker gef @ grasp on new societies and <ultures, being able fo form  <oherent picture
in days if not quicker. You are 2lso provided far more leeway by such people, with them
giving you far more benefit of the doubf than anyone else and forgiving many 2
mistake for which they would have killed others.

<ommunication Nonissue — 400

But learning might sfill Take fime that you might not have, especially when your life is
on the line and you need fo <ommunicate some <omplex ideas and <on<epts with
people whose language you don’t speak. You, however, are able fo perfectly

understand, speak, read and wrife in any language you encounter, as well 2s having 2



perfect grasp on any sort of plays on words, innuendos, double meanings and so on,
which 2lso includes body language. €ven supernatural fongues <en be understood fo 2

point, although whether you <an a<tually use them is questionable.

Kuutur-Hir - 600

It seems that your infer—dimensional nature had an inferesting infera<fion with the
space aspect of the Unseen Space. You have gained the ability fo <onfrol the mist
associafed with if, infuifively and safely as well a5 being able fo straight up summon it
out of nowhere atf will for affack, defense, and mobility, although you <an also use
sand or dust for same purposes if they are present. You <an use it to s<are lo<als info
refreafing, frap enemies in endless sea of it making them sfranded and lost forever,
<alh ranged affacks in if, or even use it fo send others fo different worlds, dimensions
and universes or 3o there yourself, as long as you know where they are locafed. You
didn't have the same infera<tion with the fime aspect of disforfion and therefore

unable fo do any time travel or other time related manipulations. At-least with just
This.



<xistential Stability - 600

There’s 2 lof of femporal and spafial fuckery going around these parts, and stumbling
upon it without knowledge and preparation might very well spell your doom, which is
why Kutuhta's are so valued. And it would have been the same for you previously: You
no longer have fo fear any sort of space and/or time-relafed phenomenon, powers,
offects and other shenanigans, with you being able fo sense when something of the
sort is happening and getting 2 feeling for what is going on, as well as being able o
<hoose whether it would affe<t you or not as well as fo which degree. If you ever
meef an alfernative version of yourself you <an 2f will gain all or some of their

knowledge.




Resear<her
Have To Keep <Soing - 100
Many would find themselves hopeless in the sifuation. Alexei finds himself stranded in 2
different world without proper means of <ommunication with home, surrounded by
Foreign people, sfrange <reatures, and mysterious things. But he just keeps on going,
never giving up, even affer having faced fruly ferrifying things. You are the same,
possessing sfaggering willpower, never giving up no matter how dire the situation

be<omes.

SGetting The Hong OF It - 100

But willower isn’t going fo fix all of your issues; thankfuly, you are also able o
quickly learn new things as well as adapt fo new environments and sifuations with
excepfional ease. You <ould probably learn fo be able fo speak @ new language f 2n
a«epfable level from an incomplefe guide in just » few months, while remaining <ool
and <olle<ted even when your whole world gefs furned on ifs head.

Actual Professional — 200 per
The instifute didn’t just send rendom people info the steppe; the Two people who they

selected are actually rether good in their fields, possessing their own quirks. Too bad
Kotomkin <aught an idiof ball and <ouldn’t aftend the expedition, and Alexei is also 2
bit of 2 <haracter, but their professional <apabilifies are undeniable. You have PhD-level
knowledge in 2 single field of your <hoice a5 well 2s 2 lifefime of experience doing
whatever it is, having & wealth of both theoretical and practical knowledge, making
you one of the best in your field. This level of skill, knowledge, and experience wil be
adopted in ea<h jump you visit fo make you one of the best there s well. This perk
<@n be bought multiple times for different fields of sfudy.



Black Omelet - 200

It’s nof uncommon fo get glued fo the foilet when you just visit another <ounfry since
your sfomach might nof be used fo the local food, let slone when you find yourself in
@ <omplefely different world. You are nof only immune fo food poisoning, being able fo
eaf prefty much anything and derive af least 2 little bit of nufrifion from if, but also
possess exfreme resistance fo all other Types of poisoning, being even able fo survive
extremely deadly and supernatural ones. Whenever something does poison you, s long

as you manage 1o live through if, you will become immune fo if.

Beads For All - 400

You are an exceptionally <unning individual, being easity able fo quickly figure out
people’s likes, dislikes, wants, and needs, no mafter how hard they might fry fo hide
them. Figuring out how fo bullshif people is also something that is exiremely easy for
you fo do. You <ould ¢asily become 3 trusted member of an alien society with <lever
fricks, like lighting @ <hemical that produces different <olored flames on your hand,
some frade that will see you exchange largely useless things fo you for some rather
valuable things from the other party, and a bif of genuine help, like healing 2 sick pet

of one of them.

Useful Relations - 400

It’s hard fo imagine how Alexeis's story would have furned out if he hadn't mef Uyuifi
early on and hadn’T a«idenfally “proposed™ fo her or other numerous good people
that he stumbled on during his quest fo gef ba<k home. You similarly have great luck in
running info people that you <an both form good long-standing positive relationships
with and who <an also help you out with some of the problems you might have. If
might fake some <onvincing, frade, or for you to help them in kind, buf you <an be
assured that there will always be helpful people no matter where you go.



Phenomenon <omprehension And Replication - 600

Maybe you were born like this, or having fraveled through the mist <hanged
something, but your mind has re<eived quite » boost. There isn't anything you <ould
not undersfand or <omprehend, no knowledge foo forbidden or eldritch for you to
grosp. With sufficient analysis and 3 good lab, you <ould replicafe any sort of effet,
power, or phenomenon, be it nafural or supernafural, through machines. Best of all, no
matfer where you find yourself, your te<h, be it the one you invented, made, or just
have in your possession, will <onfinue To work 2s intended, no matter whet the lo<al
lows of physics and mefaphysics should suggest.



Road Home - 600

Sure, it sounded like 2 good idea fo go back with BayTyrku fo their homeland for
farther resear<h, but Alexei didn’t expe<t that they would lead them fo 2 whole other
world. His journey back home was filled with much struggle, but he still managed fo
Finish if. And hell, he even brought all of his findings with him, gefting 2 bunc<h of
rewards and even  <ouple of Nobel Prizes. Similarly, whenever you gef separated from
your home, friends, loved ones, or some other important things, there always seems fo
be 2 way fo get back, no mafter how far they are or if it should be impossible. If wil
most likely not be easy, with you needing fo go on one hell of an adventure if you, for

example, gef stranded in another world, but it isn’t impossible.
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<ivilian
Desperale Steppe Housewife - 100
<verything and anything one would expect 2 housekeeper fo be good a1, you are 2
master of. From <ooking fo dleaning fo sewing up old <lothes and making new ones fo
taking <are of kids and everything else, you are simply amazing. You also give off 2
homely and pea<eful vibe and have the greaf respect and frust of any and all the

members of your family, as long as you don’T do something horrible thaf is.

Don't Breok A Leg - 100

Whether you are 2 nomad who fravels from place fo pla<e, live in an area with rough
ferrain, or have 2 profession that requires 2 lof of walking and/or running, you have
frained your legs quite exfensively: Not only are you <apable of sfaying » full day on
your feet, <onstantly fraveling through mountains, deserts, and swemps without them
<ramping up or geffing fired, but you also have excepfional balance, never having to
Fear slipping and faling.

Humble Guide - 200

But while being able fo go fo different places is good, one <an easily gef quite lost even
without the whole spafial distorfion business. Thankfully you have advanced knowledge
of this and any other world you find yourself in perfaining fo geography, map reading,
and making. You know where all the most important <ifies, fowns, villages, shrines,
places of power, and many other importent locations are, as well as how fo get fo
them both quickly and safely: You won't know everything, because even if you know
some se<ret or out-of-the-way places, the exiremely hidden lo<ations remain out of
your mind, although you wil still gain some theorefical knowledge about them.

Fomily Business — 200 per



It was quite <ommon for people from both worlds fo <ontinue their family’s <raft for
many 2 <enfury. ls it any wonder that they grew quite skilled af it? You <an freely
<hoose 2 single <ivilian profession fo become & master af. From sewing <arpefs fo
<arving sfatutes fo forging weapons, the <hoice is yours. You will become one of, if nof
the, best people in your <hosen Field, and whenever you visit 2 world where there are
people more <apable than you, it will become possible for you to quickly <at<h up o
them. <an be brought mulfiple fimes.

Family Reunion - 400

It is an unforfunatfe Fa<t that one day 2 <hild must leave their home like 2 <hick must
leave ifs nest. If doesn’t hover, meaning that they are gone forever. Your family
re<eives an incredible boost 1o luck whenever they are away from you, making them
able 1o find great opporfunifies for su«ess as well as find people who they <en forge
lifelong bonds with, and as long as you want 1o, you are also guaranteed fo meef
them again in the future

When You Are Ready - 400

The locals have 2 deep-seated respe<t For one’s se<rets and personal information. It’s
up o the person fo reveal any hidden knowledge that they might possess, and trying
To pester them about it just proves that you are nof yet worthy or ready fo know if
yel. People seem fo a«ept things about you with far more ease then they did before.
Whether if be 3 sfrange machine that you own, 2 supernafural power you <en use, or
@ froubled past, as long as it is nof something that is immediately threatening fo them,
they will wait for you fo share it with them yourself, af worst giving 2 hinf that they
might want fo know more.

Pea<eful Simple Life - 600



Blood pumping, thriling adventures, <hiling en<ounters with spirits and fravels through
the Unseen Space are nof for you. Setting down, living » slow and pea<eful life,
enjoying spending fime with family and friends or perhaps 2 quief solifude are far more
Fulfilling things in your experience. Unforfunafely many 2 thing may fry fo prevent it
Well, not anymore. As long 2s you are nof engaging in the ‘Main Plot” and are just
living your life, you are guaranteed fo not face any issues and have 2 quife good fime,

with any wars, erranf monsters or fransdimensional soldiers passing you by



Sun—Headed Woman - 600

Perhaps it’s your otherworldly looks, or your ancesfors esfablishing themself a5 2 near-
divine entity, or some other reason; you just seem fo give off » vibe that makes
others be <aufious of messing with you. €ven 2 Kutuhta who lives on the shadow side
of the mountain and engages in more darker arfs or an experienced warrior of
immense size would be quife <aufious of anfagonizing you, even if you are but 2 weak
non<combafant that they <an easily kil, making you easily able fo falk them down and
back off. Your repufation also has 2 way of spreading far and wide, granting you

respe<t even in faraway pla<es you have never visifed before.




Warrior

Silent Watcher - 100

Fighting in duels, going hunting, and gefting in and out of frouble are the prerogatives
of the youth. For most all thet energy goes away with age and experience, geffing
replaced by 2 more rugged, <alm and assessing mind. You are extremely patient, being
able fo stand on guard duty without moving and remaining vigilant without issue and
your eyesight is also quite good, being af the peak of what's possible for your ra<e,
never getting worse. €ven if you lose an eye, you will still refain your normal field of

vision and depth per<epfion.

<oordinated Dance - 100

Most warriors aren’f one-man armies and so stick fogether in groups. And after
some fime sharing meals, swapping stories, fighting and dancing fogether, they become
quite in tune with ea<h other You are able fo quickly learn o become extremely
<oordinafed with your allies, being almost able fo read ea<h other’s infentions with 2
simple look and being able fo communicate complex ideas, like baftle maneuvers or

donce <horeography, through short whistles.

Rabbit Rider — 200
To fight 2 good fight is good and all, but you are not always around when it happens,

and first you need fo gef fo where it is happening. You are 2 professional rider, having
of least 3 passing skill with pretty much all the animals who are used for riding in this
seffing and 2 master of a <ouple of them, and whenever you arrive in new world your
skill will be updated fo include the ones from there 2s well. You <ould pull some rather

impressive maneuvers, and your sfeeds tire less when you are in the saddle.

Toke Responsibility - 200



Whenever someone promises you something, even if they themselves did not realize if
of the time, like 2 <lueless foreigner proposing fo you by $ifting you something red,
they are extremely unlikely o refuse when you <ome fo <olle<t. You are extremely

good af <onvincing them fo pay up and are also an exceptional guill fripper

On The Grass With A Pipe - 400

The best warriors know that even they <an't go on fighting forever and know that
there's 3 time when they need fo sif down and relax. Just lying down on the ground
for an hour is enough fo replenish your stamina from <ompletely exhausted fo the
point where you wil be able fo go ba<k fo battle, even if you won't be <ompletely
Fresh. €ngaging in addifional relexing a«fivities like smoking pipe Weed, eating, sleeping
in 2 proper bed, and 5o on is even more relexing fo the point that it even speeds up
your healing. You <ould be <overed in <ufs and bruises and be barely able fo stand on
your feel from exhaustion, but after a hearty meal, 2 smoke, and 2 <ouple of hours

in 2 sleeping bag, you will be good s new.

Tusmalem <hampion - 400

I two Baytyrku disagree on something hard enough fo <ause bad feelings, they <an
participate in 2 one-on-one duel fill the first blood, where the winner is deemed right.
You have participated in your fair share of such duels and have won them al, having
a«umulated plenty of fighting experience in the process. Your skil in baftle is superb
2lready, but what is better is your ability fo quickly learn from your opponents, as
whenever you fa<e someone more <apable than you in battle, your skills will start to
improve drastically, and if the battle losts long enough, you are almost guaranteed fo

become 25 skilled 25 your enemy.

The Nightingale - 600
Baytyrku are good of whistling. Whether it’'s due fo their biology and their long fangs
or there being  more mythical reason for if, it's undoubfedly frue. And’good” doesn't



just mean melodi< or loud, although that is also the <ase; no, it means that they have
weaponized if. You are one of the most skilled people f if, easily being able fo nof just
kill 2 bird from hundreds of meters in the sky but also leave gashes and denfs in frain
<ars and even fall frees 2 short distance away From you. And you aren’t even at the
peak of your ability. Who knows? Maybe eventually you <ould frain fo be good
enough fo <ut down enfire groves or rip IFVs apart.



Whale €ater — 600

The lo<als, although looking superficially like humans, possess quife a few differences.
One of them is obviously their size. With some being quite 2 bit smaller than adult
humans, despite being fully grown themself, while others grow fo be absolufe unifs. You
are one such <ase, easily being around three mefers tall when seated, possessing both
immense strength and durability, and easily being able fo throw around fully loaded
trucks and fank hits of similar strength without even batfing an eye. Your sfamina is
similarly impressive, allowing you fo baffle day after day without firing or survive on 2
dief of one small meal and one <up of water a day indefinitely without losing any
strength or a«quiring any health issues. Unlike the locals, you <en, however, shrink ba<k
fo 2 more normal stafe and grow ba<k to full size 3t will, refaining some of your
strength, durability, and sfemina, although not all when you shrink down fo » normal

size.




Kutuhte
Knowing Look - 100
Having met all sorfs of people during your life, you have developed 2 rather good feel
for their personalities. You are an exceptional judge of <haracter and <an easily spot
any lies or half-fruths. When you falk fo someone, you wil slowly sfarf gaining some
surfa<e-level information about them without them a<fually revealing if fo you, like

their name, age, where they are from, and their profession.

Unsettling Visage - 100

<ven though many may view all Kufuhta in the same light, you still are all distin<t
individuals with your own personalifies, wants and needs. What you share, beyond your
generally useful knowledge and skills, is your propensity fo be <reepy s fuck. Maybe
it’s the masks or the weird <lothes or the way you <an just silently stare at people, but
you <an frighten even the most hardened and willful people out there with the simplest

of a«tions.

Fog Navigator - 200

Bah, who needs eyes anyway? They are overrated. And you aren’f just saying if
becouse you have shit vision or are a<tually blind; it’s just the fruth. You have 2
supernafural level of spatial awareness, being able fo feel your surroundings even if none
of your other senses work and in far more defail than most people will be able to with
their regular senses. You <an also make yourself appear blind on <ommand and normal

of will, with your eyes becoming milky white.

Respect The Mask - 200
<onsidering how many things you do in society and how much you know, is it any

wonder that most people treat you with respe<t and reveren<e? No matter where you



find yourself, you will always be freated with af least minimal de<ency, and if you have
some useful knowledge or are proficient in some sort of skil, you wil be freated for
beffer by people who find those things useful and/or good. And you don't even need
fo fell anyone about your proficiency, because 2s long as you wenf it, people will be

able 1o fell of your <apabilifies from just looking af you.

Medicine Goblin - 400

One of the most imporfant parts of your jobs is to keep others alive and healthy. Not
that easy of  Task <onsidering the local level of medicinal knowledge but you manage
it surprisingly well. To that end, you have greaf knowledge of all the local medicines,
something that updates with ea<h new world you visit, as well as being able fo spot
what's wrong with people by just looking af them. From 2 simple <old fo dislocated
limbs fo poisonings and so on and so forth, you know how fo heal anything thaf <an
be realistically healed in whatever world you find yourself in and <en do so using the

most mundane and <ommon materials.

Shost Stride - 400

You are one sfealthy bastard. As long as you do nof wish fo be found, the world itself
seemns fo hide you, with spa<e warping around you to <on<eal your form, making you
<omplefely invisible and undete<table to anyone without supernatural senses and
extremely hard fo find for those that do have them. It’s however somewhat faxing on
you, making you fired rather quickly, and even more so if you move. The faster you
are, the less you <an spend in such 2 stafe, being able fo remain hidden for about half
an hour sfanding sfill but only about  dozen se<onds while you are sprinfing at your

maximum speed.

Withered Sage - 600
Well then, be prepared fo get freafed with 2 lof of respe<t. You are most likely the
most knowledgeable individual on the subje<t of everything supernatural that is going



on in this world. From knowing all the ways fo appease the spirits and <reatures of these
lands fo knowing how o get through the Kuutur-Hir safely and precisely where you
want 1o and 1o all the different burial rifuals of every <ulfure in existence, you know it
2ll and 2re able fo do it a5 well 25 any other Kutuhta. And in ea<h new world you visit,
you will gain exireme levels of knowledge on any and all supernatural fopics, nof fo the
same exfent as you do here, but if wil still be enough fo make you one of the most
knowledgeable people there, as well as gaining assess fo any “magic system” on the
level of  proficient user as well as refaining assess fo them when you move fo the next

jomp



Beyond Sight - 600
Knowing things is your whole deal, and now you have an excepfionally great way of
gathering knowledge. Your mind has been opened, and you now see far more than
everyone ¢lse. From s<rying locafions that are hundreds of kilometers away fo seeing
beyond illusions for what is fruly going on fo viewing the past and even being able fo
see  short fime info the fulure. This also allows you fo see safe passages through any
sort of time-spa<e disforfions, even if there normally aren’t any, and arrive precisely
where and when you want fo, though them. Nothing <en ever defe<t you seeing,
per<eiving, knowing, or otherwise learning something about them using supernatural
means. I you also have the Kuutur-Hir perk, then using them both fogether, you wil be
able fo see a<ross the mulfiverse, peeking info other worlds and even being able fo
travel through fime




[fem:s

Iferns are Discounted fo their respective origins, ifems worth 100 are free and the rest
is 50% off. Anything <en be imported info 2 fiffing ifern (Weapon info 2 weapon, fool
info 3 fool ef<.). If lost or sfolen you gef them back in an hour Al ifems <an be bought
mulfiple times, with free ifems <osting 50 affer first purchase. You <an <ombine
<ompafible ifems like Ol Sef and Bride OF Bright Burgundy.

Drop In
Pea<eful Radio - 100
A small portable radio that <an fit in your pockel and does not require power fo run.
As long a5 it has <onnecfed 1o 3 frequency, on<e if wil be able fo <onnect fo it 2g2in
no matter the disfance or spatial anomalies that might be in the way, being able fo
even function a<ross dimensions. It <an unfortunately only broad<ast and not
fransmif, but it also has an inferesting quality fo <alm down anyone who hears music

<oming from if and make them more friendly and open fo dislogue.

Best Horse - 100

Well, they’re 2 <lassic for 2 reason. This horse is not only one of the Fastest of ifs kind
but also has incredible endurance. Although it might nof be as well suited for
mountainous or desert ferrains, in the sfeppe or on 2 road it <ould not be matched,
easily being able To outrun most <ars and go af maximum speed for 3 whole day
without getting tired

Space Suit - 200
Although you might look  bif silty wearing this, it is still really useful. This suif nof

only provides you with an infinite 2amount of air and profects you from the hazards of



spa<e bul also makes you immune fo any and all spafial and femporal anomalies and
somewhaf resisfant fo any supernafural powers and abilities while wearing if. If is also

surprisingly durable, being able fo fake 2 few pistol shots without any issues.

Foreign Dictionary - 200

Tettered journal <onfaining an extensive breakdown of any one single language, be if
normal or supernafural one. You <an <hoose which language it is af the stert of any
jump. There, however, is 3 <aich. Although the knowledge it provides is a«urafe and
defailed, there are parfs missing, scattered around the world or worlds of the jump you
are <urrently in, requiring quite an extensive sear<h fo <omplete. Although even a5 is,

there’s sfill quife 2 lot you <an learn from what you start with.

Re<all Point - 400

A belt with 2 bufton and a disk several meters in dismeter The belt is <apable of
feleporting the person wearing it through space fo the disk. It works no matter the
distance and <annot be blocked. There are also blueprints on how fo improve the
devices and even pofentially <reafe 2 teleportfation network, although unlike the belf
and the disk thaf you get, which run by themself, the ones you or others make with

the blueprint' requires immense amounfs of energy fo run.

Spatial An<hor - 400

You've got yourself 2 device about the size of 3 football that, when furned on, is
<apable of stabilizing the space around if, preventing any sort of spafial or femporal
anomalies or manipulafions. If, however, requires enerdy fo run, with the range of the
sfabilization being dependent on how much power if is provided. A standard <er battery

<an power it for about an hour with 2 field of » few mefers.

Alien Archive - 600



A small projector-like device. Once a<fivated, 3 hologram of an alien wil appear. It
possesses great knowledge of almost anything that happened, is happening, and might
happen and will share it with you freely. From the knowledge on <erfain fe<hnology to
Where some person might be fo how fo win 2 duel if <an fell you quife 3 lof. If,
however, only has knowledge regarding non-supernatural things and is incapable of
providing knowledge on anything of the supernafural Don’t be afraid fo ask how, as if
some things may seem mystical fo you, they very much might be mundane and

therefore sfill in their purview.



<hrome Pyramid - 600

A giant mefalic flying pyremid about the same size s the biggest one on <arth. It is
fens of fimes bigger on the inside, possessing everything one might need fo
<omfortably live there, providing food, water, and air as well 25 not requiring an energy
source fo run. It doesn’t move that fast while in the afmosphere, only being able fo
rea<h several hundred kilometers an hour, buf it <en rea<h lightspeed while in space.
Finally, if is quite durable, being easity able fo tank the strongest of modern nukes

without s<ra’r<hin3 as well as <rea’rin3 and <on'rrollin3 thunder<louds and ligh’rning.




Resear<her
Re<ording €quipment - 100
<verything 2 scientist may need fo <atelogue their findings. A notebook with endless
pages and 2 never-ending pen, 2 photo <emera with infinife film, an audio re<ording
device with infinife sforage and a simple watch that has infinife battery: The ifems are
quite simple, but you do get 2 bit of 2 boost o <on<entration when you are using
them.

Trade Goods - 100

A <ollection of different frinkefs, glass beads, Fake silver yarn, and » bunch of other
stuff that would be <onsidered rather worthless or extremely <heap in 2 modern so<iety
but <en be fraded for some good stuff in more primifive ones. Has an added protection
From people geffing mad at you for swindling them when they reslize those things
aren’T that great, with them insfead blaming themself for falling for it instead.
Replenishes ea<h month.

<heap Prinks And <heap Tricks - 200

Two flasks. First, it is full of any kind of non-supernatural alcohol you may desire.
Simply <losing and reopening if while thinking about 3 specific drink will see if be refiled
with if. The second <onfains friethyl borafe, 2 <hemical mixture that burns green when
lit up. <oating your hand with if and seffing if alight is nof only harmiless but is 2 great
way o <onvince others of your supernatural powers, serving s an undeniable proof of

your powers. €ven if you don’t have any.

A Little Secret - 200
You really are nof supposed fo have, buf if no one finds out, then it’s not 2 big deal,
right? This right here is & handgun, with you being able fo freely pick the specific one

as long as it was invenfed somewhere before the 1990s. It has infinite ammo, and you



<@n always summon it fo your side with 2 thought as well as make it disappear fo
somewhere Where no one <en get if. Although it <en still be stolen if you leave it fo
just lie around, you will become immediately aware if someone does Take it a5 well 25
who they are, with the gun also not functioning in the hands of those you do not

want fo.

Loaf OF Sdience - 400

UAZ Bukhanka was severely modded and upgraded. First, you no longer have to
worry about the piece of shif rusting, breaking, or requiring any mainfenance, as it is
always in the best shape. The insides have been <onverted info 2 mixfure of 2 lab and 2
living spa<e, making for a rather <omforfable mobile base and surprisingly good science
lab. It <an fraverse most ferrains, from steep to ro<ky mountains fo deserts fo
swamps, and <an even swim, as it has amphibious <apabilities. It has 2 rain <olle<tion
system with  filfer for the shower, sink, and foilef, as well a5 an electrical engine with 2
surprisingly large baffery that <en be rechargeable through <afching lightning and
manually furning the dynamo. Finally, it has  rather surprising resisfance against any

and all spa<e- and time-distorting effects.

Perfect Signal - 400

A <ouple of radios, the size of 2 briefcase, with 2 <ontainer for lefters and small
packages. If is <apable of both sending and re<eiving signals from anywhere in the jump
and through any inferference. Anything placed in the <ontainer part of one of them
<an be Taken out of the other with it similarly working no matter the distance. The
itern will not be affected by fime while inside the <ontainer, and there’s an aufomatic
scanner that will inform you if the pa<kage is somehow dangerous fo you and people

around you, like having » deadly virus on the surfa<e or if being  bomb.



€43head <entral - 600

A lorge, wel-funded instifufe employing the best and brightest scienfists from a<ross
the world. In this jump it will focus on the resear<h of the fime and spa<e distortion,
but in future jumps you <an Freely <hoose which field or fields it will fo<us on. The
people here are <apable of moving the fechnological development of the whole world
by leaps and bounds from even the smallest pieces of inferesting data, being able fo
decipher and understand even the most <onvoluted and mind-boggling phenomenon in

re<ord time.



Perfect Little Thing - 600

It honestly will be easier to say what this small device doesn’t defe<t than what it
does. From all the different kinds of radiation, from infrasound fo <hemicals of all kinds
fo spacefime distortion and supernafural energies, it <an defe<t and re<ord it all and for
miles around it. It <annot be moved or destroyed without your permission, nor <an the
dota it <olle<ts be fampered with. Hes infinife information sforage <apacify and in
Future worlds it will update fo be able fo defect inferesting and unique things. You also

get blueprint fo make more, and it is surprisingly easy fo do so.

Ip -




<ivilian
Big Birds - 100
Baytyrku do love their birds, and this is one of the breeds that they have managed fo
develop over the years. You have about 2 dozen of them, ea<h about 2 meter fall and
weighing quife @ bif, although that does not defract from their ability fo fly. They both
lay eggs quite frequently and <an be milked on a«ount of possessing breasts, with the
eg3s being extremely fasty although having 2 bit of an odd taste, while the milk is
extremely nufritious, with 2 single <up being an equivalent fo » hearfy meal. They are
also quife smart and see you as their leader, being able fo follow even <omplex

ommands.

Smoked Marmot - 100

A bag full of delicious meat. Never spoils, and there seems fo always be enough fo feed
you no matfer how big of an appetite you might have. Somehow fill all of your
nufrifional needs, and the meat makes for 2 surprisingly good $ift, with people finding

it quife good, no mafter their food preferences.

Homely Yort - 200

A foldable fent that is a5 big a5 some modern houses when if is sef up and <an easily
fif info 2 small ba<kpa<k when put down. It always has a <omfortable temperature,
Wwhether you are in the snowy fundra or scorching desert. Sleeping there is extremely

<omforfable and speeds up one’s recovery and healing dramatically

Lost Plane - 200

A brand-new <ommer<ial airliner that has been painfed with some drawings. Whoever
gets in the pilot seat receives the skill fo be able fo fly it on  professional level. Flying is

Far more likely fo bring you fo whatever desfination you have in mind and is almost



impossible fo <rash. It doesn’t require fuel and always has power and water but is

otherwise 2 normal plane.

€xtensive Fomily - 400

Parents and grandparents, siblings, undles, aunfs, <ousins second and third. You have 2
giant family of several generafions thaf live all over the plae, who have all sorts of
jobs and sociefal posifions, sfeering fowards being in places where it would be
advantageous for you fo have 3 friend in. What binds them fogether is that they all
love and support you, always being ready fo provide help when you need if. A<t as
followers, and ea<h respawns 2 day affer death.

Revered Shrine - 400

Whether it's 2 place where some sort of significant hisforical event happened, 2 place
where some useful animals <an be found almost exdlusively, or a pla<e that is
important for some other reason, you <an be guaranteed that people wil <onstantly
visif it and provide hefty offerings fo you because of if: If wil give you 2 quite
respected sfatus as it’s <arefoker, giving you some nice political louf, even if you don't

really do anything.

Sitver ity - 600

A giant underground <complex filed with high-fe<h machinery <apable of housing tfens
of thousands of people <omfortably. It is incredibly self-sufficient, providing all the
ne<essary things for any and all of ifs inhabitants. It has impossibly good defensive
<opabilifies, able fo project 2 field that will make it so that nothing wil be able fo pass
through if, no maftfer how strong it is or any supernatural abilifies it might have, and
this field <an remain on indefinitely: The only downside is that it will also prevent

anyone from leaving it.



Sa<red Whale - 600

A giant whale several kilomefers from head fo fail. There's 2 seftlement on ifs back
with about  hundred people living there a5 well a5 another seftlement of similar size
on its belly with underwater inhabitants. It is <onsidered sa<red, even by the most
heinous and mad individuals, not daring fo affa<k it or following you onfo if. <an
breathe out thick mist that, when it <overs the whale Fully, is able o teleport fo any
other body of water on the <urrent world you are in. Unfortunately, it is otherwise nof

2 very Fast swimmer, barely able fo <over ten kilometers 2 day.
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Warrior
Ropid Rabbit — 100
A giant rabbit big enough for you fo ride. If is quife 2 bit fasfer than even the fastest
horses from the human world and is <apable of jumping several fimes ifs own height
even with you on ifs ba<k. It, however, has shif sfamina and has 2 ginormous appetite,
easily eating three fimes what 2 horse would.

OU Set - 100

A rather old piece of leather armour with 2 few metal pieces here and there fo prote<t
more imporfant places as well 25 2 single weapon of your <hoice. Despife not looking
the best, the armour provides de<ent profection, and the weapon is sfill quite deadly.
What it <en instantly be put on and off with just 2 thought, and the weapon <an be
summoned fo your hand and unsummoned fo your warehouse, or alternatively,

similarly:

Hunting Bird - 200
This <realure is significantly smaller than ifs <ousin, roughly the size of an average
Falcon. It possesses nearly human-level infelligence, although it <annot speak, despife
having 2 human-like face. With exceptional senses, it <an assist you in locating hidden
prey and alerfing you fo impending denger. The eggs it produces are incredible
supplemnent for growing stronger s they improve the speed of ones recovery after
fraining significantly.

Warped <rossbow - 200

Huh, that’s inferesting. It seems you've got your hands on 2 weapon that has been
<rafted from the materials that have been growing in the mist and have absorbed
some of ifs qualities. Any shof fired from this <rossbow will hit the target

instantaneously no matter the distance to it as well as hit it with 2 bit more force 2s i



the bolf hasn’f lost any of ifs enerdy flying through the air affer being fired, making
dodging it nigh impossible.

Honored Blades - 400

Two sabers that are always big enough for you fo wield <omfortably no matter how
big or small you become. They are perfectly balonced and are unbreakable a5 well 25

being razor sharp and being being able fo hurt and kill immaterial and ghostly fargefs.
You <n decide how much domage they inflict when you land 3 hit, being anywhere

From full fo just leaving finy yef painful <ufs. You will never kill someone a«identally

while wielding these and have legal permission o <arry them anywhere.

Personal Quard - 400

<hoose from anywhere between 2 and 10. That’s the amount of bodyguards you
have. They are incredibly loyal fo you as well s being quife strong and skilled. <xa<tly
how <apable they are depends on how many of them there are, s the fewer there
are, the more powerful ea<h individual is. The more there are, the betfer they get of
Fighting a5 3 group. They a<t as followers unless imporfed as <ompanions, in which <ase
they share » single slof and all the purchases. Respawn 2 day affer being killed

Possessed Platoon - 600

While af First this might look like 3 remains of 2 baftle that has ended 2 long time a0
with skelefons wearing fafered uniforms and rusting vehicles and weapons, the moment
you give 3 whistle, something that you now <an do if you <ouldn't before, it will show
ifs Full <olors. Fifty ghosts of WWII Nozis have been bound fo their own <orpses,
weapons, and vehidles. They do nof fire and possess strength surpassing their own when
they were still alive by quite 2 bif; they do nof need ammo fo shoof from their guns,
nor do their vehicles need 3as fo run. A rather terrifying army thaf is extremely
difficult To put down and listens fo your every order without question. If they are



indeed destroyed, their remains will be swallowed by the mist and spewed out restored
ba<k.



Bride OF Bright Burgundy - 600
A suif of incredibly infricafe armor <olored 2 beautiful <rimson. Nof only does it
provide great profection, making you barely feel anything even if shot af with high
<aliber bullefs, bu it also makes others incredibly hesitent fo gef in fo the fight with
you, with even the most experienced of fighters having se<ond thoughts. If they do
decide to fight you, they will find that landing 2 hit on you is incredibly hard, as their
attacks keep being steered off by some sort of invisible force. And if they do manage
fo lond 2 hif, they will find that their weapon has been <hanged fo something different,

like & sword being replaced with  spear or 2 knife with a <lub.




Kutuhta
Weather <ompass - 100

A bit of a complicated device that you nevertheless know how to use. By facing the
sun, you are able fo fell with surprising a«ura<y the weather for the next <ouple of
months. There are 2 few disks you might need fo swap out depending on where in the

world you are, but affer 2 bit of messing around with if, you <an make the prediction.

Relentless Goat - 100

It’s preffy dumb; it doesn’t move that fast, but it sure as hell <an just go on and on
withou stopping. Not only is it prefty strong, being able fo <arry incredible loads, buf
i also requires very liffle food, water, and sleep fo function. Also has surprisingly good

balonce and ability fo scale even the steepest mountains a5 if it were nothing.

Three Faces - 200
<very Kutuhta needs two masks. Just part of the job. When they are home, they use

2 mask with Two faces, but when they are going info the mist, they must be using the
one Wwith three faces on it Their general design is up fo you beside the number of Faces.
The masks don't impede your vision and <an block any effet, power, being, ef<. that

relies on you seeing if fo work from a<fivating, as long s you want if fo.

Surprisingly €ffective Herbs - 200

A small pouch that is bigger on the inside <ontaining 2ny and all non-supernatural
medicina| plants and herbs in whatever jump you find yourself in 2s well as the ones
from any you have already visited before. You <an always pull out just the right ones
you need, and using them fo make medicine results in  far better product than should
physically be possible.

Ghost Ship - 400



A rather large, old, and damaged sailing ship. Despite looking like it is ready to sink, if
has sails so full of holes that they shouldn’t be able fo <atch wind, nof only <an it sfil
sail but also do so incredibly quickly: Furthermore, anyfime if enfers mist or fog, it is
<apable of feleporting fo any other mist or fog that is located over the waters of the
world you are <urrently in. Somehow it doesn’f require any <rew, with everything that
would require it done s if by ghosts.

Koshti - 400

Several thin sfone pillars about 2 mefer in height that have had numerous holes drilled
through them. Pla<ing them around any grave wil allow you fo <ommunicate with the
person lying there fo a degree. I will require extensive prayers and songs from you fo
get their atfention, and parsing their response might be hard, but they wil eventually
answer. You don't have any <ommand over them, so they sfill might refuse o share

some informafion, so i’s up fo you fo <onvin<e them 1o do so.

Tree Of The Dead - 600

A grassy field surrounded by mist and af ifs <enfer 2 giant free several hundred mefers
tall that looks like it is made out of skulls and is spewing said mist. If isn't locafed in
any single place but <en instead be reached by walking info sufficienfly thick mist or
fog. It has two purposes. First, it serves s @ sorf of inferdimensional hub thaf you <an
use for Fast fravel as well as being guaranteed fo always end up in it if you ever find
yourself forcefully teleporfed or otherwise spatially displa<ed, and from where you <an
go To any place you have previously visited by just walking through the surrounding
mist and thinking about it. Second, i is <apable of summoning the soul and/or spirit of
any being whose skull you add fo it 25 well a5 holding them 25 2 harmless and
powerless prisoner until you allow them fo pass on. No one <an defect, per<eive what

happens inside, enter, or leave this grove without your permission.



Fog Deify — 600

Whether it’s through some sort of <onfra<t or just having taken 2 liking fo you, you
have found yourself 3 rather powerful ally. This is some sort of monstrous being whose
general shape and size you <an <hoose fo be anything from 2 roughly humanoid and
twice the size of an adult man fo 3 sfrange free-bird thing the size of 2 large pine.
They are hidden in the Unseen Spa<e most of the time but <an <ome out if you need
them fo, <annot be killed or severely injured, and are <apable of manipulating and
<reafing fog, both normal and supernatural, as well as serving as » guide and profector
when you are using any world-fraveling method, be it through your own powers or
nafurally o«urring porfals, making them able o lead you wherever you want fo o
withou geffing lost. Finally, they also profect you from any spirits or gods that might
wish you harm, 2s well 25 being able fo a<t 25 2 translafor if you wish fo communicate
with such beings. They are quife benevolent fowards you and you <en <hoose their
personality.




{ompanions

<ompanions <an't fake drawba<ks.

Original/lmport — 50 for 1, 200 for 8

Make someone original in this world or import 2 previous <ompanion. They gef an
origin, freebies and the discounts along with 1000 fo spend s they please.

<anon - 100

Toke any individual as long 25 you <an <onvince them fo go.

Drawbacks

Drawbacks trump the perks and ifems from this jump and the previous ones. They last
for your entire stay here but disappear when you finish the jump. Toke 2s many as
you <an handle

&xended Stay + 100 per

Stay for 10 more years. <an be faken as many times as you want buf you only gef
points for the first 4 purchases.

Kotomkin Is Truly Something <kse + 100

<very fucking fime. No maffer how much you <he<k your foofwear, there’s always
some sorT of bug or spider or liffle <ritter inside that wil bife you whenever you puf it
on. Not wearing anything will just make you periodically painfully hit your litfle foes

on some‘rhing.

Left And Right + 100



Holy shit, why is everyone so thin-skinned? If’s like no matter how nice and good you
are, there’s always at least one person who <hallenges you fo @ duel. Thankfuly just
il the first blood, but they will a<f annoyingly smug if they manage fo win and wil

never lef you live it down.

<hoburashka + 100

Who's 2 short king/queen? You are! Yes, you are! Oh, so <ute and funny! You are now
half the height you are supposed fo normally have and feel somewhat insecure about
if. Others might freat you worse because of it

tm Okay + 100

You have 2 bad feeling that 2 friend or » femily member has died. That is, in fact, frue.
Periodically hearing & whisper on the wind felling you about how they feel in the
offerlife and it will make you preffy sad, even if they are feeling alright. If you are 2
drop-in, you will make 2 good friend shortly after the start of the jump, who will

soon die.

Ushtug + 200

You've done something prefty bad. Bad enough that an honor duel <ould nof solve
your fuck-up, and 50 you had your fangs ripped ouf and banished from your home,
branding you s an ouflaw. Anyone who sees your missing feeth will immediately
understand that you are 2 <riminal, so don’T expect 1o be freated the best. There’s 2
way 1o regain your honor; unforfunafely, it requires marrying an upsfanding member

of sodiety, with them taking responsibility for any of your fulure <rimes on themself

Food Disagreements + 200

First of all, <ongrafulafions, you've got an uler. Forfunately it <an be <ured, even if if
may Take some time. Unfortunately, it will soon <ome ba<k if you don’t stick to an
incredibly healthy dief. A diet that fastes like absolute shit to you.



Stechkin’s Gone + 200

No maftfer how well you hide your stuff or how good of 2 defense the place you keep
if is, some of it will inevifably gef stolen. If won’t be that hard o find who fook your
shif, but getting it back might very much be 2 rather arduous fask.

Kutukhta Trouble + 200

No mattfer how hard you fry to be nice and respe<tful whenever you intera<t with 2
Kutukhta or 2 person of similar societal standing, something always goes wrong and
you gain their animosity. Somefimes you <an <alm them down fo just being annoyed
with you and others; you'll be lucky fo be able fo negotiafe 2 duel fill first blood and
nof Till death from how mad they are.

Secret Seeker + 200

They are hiding something; keep it fo themself. How <an they?! You must know! It is
incredibly hard for you fo hold yourself from frying fo pester others about anything
that you might <onsider fo be their se<ret. From their past fo their likes and dislikes fo
their skills and abilities, you feel like you must know it all

Those Savages + 200

You have 2 rather <lose-minded outlook on people of other <ulfures, ra<es, and species
and have frouble freafing them with any sort of respe<t as well as <onsfently
undervaluing and underestimating them. You <an become somewhat a«ustomed fo
them after spending prolonged periods of fime around them, but it wil never fruly go

aW3Y.

Milky Whife + 200/300
You've lost your ability fo see or some other sense that is the dlosest equivalent if you

were blind fo begin with and are unable fo regain it. For an addifional 100, you are



haunfed by horrific sights of a deeply distorted reality that <an become real if you ever
find yourself in the mist.

Dimensional Lo<k + 200/300

You sfart the jump not in the world you are supposed to but in some other one. It
might be one shown in the story, be it the modern earth or the one Alexei finds
himself in or some other one not shown in the story, whichever you prefer less. For an

additional 100, you are locked to it and are unable to fravel to other worlds.

Righfful Place + 400/600

Somefimes life doesn’t go the way we plon. Sometimes it goes horrendously wrong
and you wanf 2 redo. Shortly after the start of the jump, 2 version of you from
alfernative timeline ten years info the future will show up fo kill you and take your
pla<e 25 3 jumper. They are far sfronger and more skilled than you s well as more
ruthless. The only downside is that they didn’f bring any items with them, only
<arrying basic gear. For an addifional 200, every <ouple of months another one wil
show up.



Tonvaamafs + 600

It is <oming for you. A disforfed, ghostly, monstrous version of yourself. If brings fog
Wherever it goes, if <alls for you fo <ome fo if, and it wants you dead. It <an'f be
sfopped, killed, or otherwise goften rid of. Others might be able fo femporarily distract
it but it wil be short lived. The only thing fo do is run s fast a5 you <en for as long as
you <2n, and even then it might not be enough.




The Final <hoi<e

First of all any mental, psy<hological, physical or supernatural fraumas that you
a<quired here or anywhere else are gone. If you wanf them gone that is. Toke this foy
versions of all the named <haracters for free.

Now <hoose

Stay Here
Want fo stay around? Sure, have fun and good luck! Here fake additional 1000 fo
spend here

<Go Home

Went fo go see your family? If's okay fo miss them. Here fake 500 fo spend here
before you refire.

Next Jump

That's what we're falking about! Here take this pistol that spews reguler non
supernafural fog when you press the frigger.

Notes

<nglish franslation is

A litfle overview of the seffing.

As said in the beginning of the jump, it sterts on an <arth somewhere in the
early 90s, similar fo ours, but the te<h level is 2 bif ahead. The other world
that Alexei finds himself in is quite 2 bif different.

There's no sun, just 2 giant sun-like orb in the jows of  gianf wolf-

skelefon, so it’s always day. The <loser to the sun you are, the hotter i is,


https://comicfury.com/read/baytyrki/comics/2063481

and the Farther you are, the <older It apparently only <overs about half of
the planet, and a«ording fo myth, on the other side are frees thaf <reafe
the space-disforting mist.

On that note: any sort of mist and fog is seen with quite  bif of fear, and
it is avoided af all <osts, sin<e it very much <an send you either fo 2
different world or just make you disappear enfirely, so fry fo be <areful
2round if.

There are random metal pyramids flying around, either <reating or being
followed by storms.

Under the wolf-sun thing there’s an underground bunker with atemporal
fransdimensional aliens that freely answer any questions, although they
don’f know everything, with Kufuhtas being 2 glaring blind spof that they
don’t understand and say shouldn’t be possible in the first pla<e.

Kutuhtes have vaguely defined abilifies akin fo magic, mainly revolving
around dealing with the mist and the spatial and femporal disturbances.

In general, if you stay out of the mist, it’s 3 prefty <hil ploce; most people
are prefty nice, and their <ulfures are pretty neat.

<hangelog
V 1.0 Release
V 11 Added link to the <omi< and an overview of the seﬁing






