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Water. Earth. Fire. Air. Four elements that the people of this 

world can control and four nations build around them. Air is 

the element of freedom, and the key to airbending is flexibility, 

concentrating on defense and maneuverability, with 

airbenders generally being extremely pacifistic people who 

value all life.

You can arrive anywhere in time and place from the times 

humans first left the water-aligned Lion Turtle to the arrival 

of Avatar Korra in Republic City.

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

ORIGINS
Choose your age and sex for free. All origins can be taken as a 
drop in.

Traveler
Although the Air Nomads call the four temples their home, as 

the name implies, they do travel around the world quite a bit. 

Whether it is to help the people of the world, to find new ways to 

understand them and new places to meditate upon, or to simply 

have fun, you call the whole world your home and never stay 

in the same location for long.

Guru
The universe is a beautiful but confusing place, with many 

secrets, hidden meanings, and just plain strangeness. To 

understand it as well as who you are and your place in the 



grander cosmos, you spend your time meditating, 

contemplating, talking to other thinkers, and reading their 

works, seeking the truth you may never find.

Runaway
Since childhood you always felt uneasy in the confines of the air 

temples. After experience some sort of event, like participating in 

a heist, which would have been frowned upon by your masters 

and finding enjoyment in it you just ran like the wind to the 

freedom. Now you live your life as you yourself see fit, free 

from the chains of your nation.

Outsider 
Maybe you were lost as a child and raised by people of the other 

nation, or perhaps you gained your abilities in some strange 

spiritual accident, but you had very little if any interaction 

with the rest of Airbenders and their culture.

Perks
Perks are Discounted to their respective origins, perks worth 100 
are free and the rest is 50% off. Free Perks are optional.

General
Chi - Free/200
Life energy that flows throughout all living things. You have 

an overabundance of it, making you somewhat stronger and 

quite a bit more hardy and resilient. You could live to be over 

100 and still be quite a capable fighter. For an additional 200, 

the amount of energy infusing your body is genuinely incredible, 

with you possessing physical abilities far surpassing most people, 

being able to move at incredible speed, and striking with such 

strength as to be able to crack solid stone. Your bending is 

similarly infused with strength, with you being able to crush a 

Fire Nation airship with relative ease.

Airbending - Free
Your chi is aligned with the element of air. You can channel it 
to control and manipulate the surrounding winds. You have 
great talent but only moderate skill and experience with it.

Chi Manipulation - 300
You have complete knowledge of all the chi pathways in a 
human body as well as where to strike to temporarily paralyze 
a person or get rid of their bending abilities for a while. If you 



are proficient enough in a more spiritual side of bending, you 
could even permanently block someone's bending abilities or, 
with extreme effort, learn how to share your chi and bending 
abilities with others.

Boundless Skies - 600
Just as Wan has fused with Raava, so did you fuse with a spirit of 
great might aligned with Air, or maybe even the actual Sky 
spirit. Unlike being the Avatar, this doesn't give you access to 
other elements but instead shoots your airbending through the 
roof with you being comparable to the Avatar in their Avatar 
State in both skill and raw power. And that's before you enter 
your own Spirit State, which is comparable in power to Aang 
fused with the Ocean Spirit. You can design the spirits 
personality, and they're friendly towards you from the start. 
They don't act as a companion unless you import them, in which 
case you still have access to the powers of this perk.

Traveler
Sore Feet Song - 100
The most known ways of travel utilized by your people are the 

flying bison and air gliders. That doesn't, however, mean that 

you exclusively use them; traveling by foot is still something you 

do quite a lot. You are an experienced traveler and wilderness 

survivor, with your legs being quite strong and your 

endurance being exceptional. You know how to start a fire and 

where to find food, water, and shelter and in general feel 

comfortable even in the places that have never seen the foot of 

man.

Free Wind - 200
Your people are known for their pacifism, altruism, and their 

nomadic nature. Perhaps it's because of your people's good 

reputation or some other factor; no matter where you go, as 

long as it isn't a completely closed-off private property, you are 

allowed free access to roam pretty much anywhere without 

any documents or other kinds of identification. There are no 

borders for you.

Jingling Laughter - 400
Perhaps it's your boundless optimism or caring nature, but you 

find it extremely easy to make fast friends with almost 

everyone, with you being quite charismatic and having a great 

sense of humor. You are a great listener, with people feeling 

comfortable with sharing their troubles with you and being 

able to give good, sound advice to even the most complex 



problems someone might have, utilizing your personal 

experience and history.

Deep Reverberation - 600
Do you hear it? The constant small movements of the world 

around you? Nothing is ever still, and you have found a way 

how to influence the air around you in a rather interesting 

way. You have great control over your airbending, allowing 

you to make it vibrate just the right way to produce any and all 

sounds that you want, allowing you to make your voice carry 

great distances, muffle your movements or even deal extreme 

levels of damage through loud noise bombs or even saw through 

things with highly concentrated high-frequency airblades. You 

gain great control over any and all of your other 

supernatural powers and abilities, allowing you to find new 

and unique ways to utilize them easily.

Guru
Pure And Simple - 100
It can be rather easy to get lost in trying to decipher ancient 

knowledge left by previous gurus or become lost in one's search 

of the truth on the way to enlightenment. Thankfully, you are 

always able to get away from any sort of work or other 

activity to simply appreciate the world around you for what it 

is. No matter how old or experienced you become, you will never 

become too jaded or stiff in the mind, allowing you to always 

appreciate simple pleasures and life's beauties.

Breath Of Harmony - 200
From ancient times your people lived in harmony with the 

spirits, fully accepting them and forging beneficial 

relationships. And it seems all sorts of spiritual beings now 

recognize you as at least a neutral entity if not an outright 

friendly one, allowing you far more leniency than most and 

forgiving many a mistake that would have angered them if 

done by anyone else.

Invisible draft - 400
It's a rare technique that you managed to figure out. The ability 

to separate one's spirit from their physical body, allowing one to 

fly in such a form unnoticed by those that the user does not 

want to be seen by, as well as being able to teleport to places or 

people they know about. 

Clean Gust - 400



Chi doesn't flow through the body in a random way. There are 

points where it concentrates, and when they are open, the 

energy flows freely, granting one many benefits, but they can be 

closed or blocked by emotional muck. These points are called 

chakras, and you have successfully unlocked all of them, 

gaining great understanding and acceptance of yourself in the 

process as well as gaining access to pure cosmic energy without 

needing to necessarily lose your earthly attachments, although 

you still can if you want to. You age far more gracefully and 

can even theoretically live for hundreds of years, if not 

forever, through periodic mediation and cycling of your 

energies. You are also exceptionally good at guiding others 

through the process of opening their own chakras, even if they 

previously didn't possess any, allowing them to gain greater 

understanding of themselves and boost their own spiritual and 

elemental abilities.

Runaway
Running Like The Wind - 100
You wouldn't have really gotten that far away from home if 

you couldn't get away from your pursuers, right? You are a 

master of utilising your body and powers for mobility as well 

as being incredibly aware of your environment and able to use 

and abuse it to further boost your speed.

Assisted Flying - 200
One of the most famous and prominently used airbender items 

are their staffs, capable of unfolding into gliders. Not only are 

they a great mobility tool, but they can also be used for combat. 

You are a master of figuring out similar tools and weapons to 

augment any and all abilities that you and people whom you've 

studied enough possess.

Everpresent Flow - 400
Betraying not only your family, friends, and teachers but your 

very own culture isn't an easy thing. It requires either 

recklessness or conviction, and if your former is unaffected, 

the latter does get a massive boost. Your determination and 

willpower are off the charts, allowing you to go through the 

toughest moments of your life, both physically and mentally, 

and come out stronger and better for it, not breaking in the 

process.

Unleashed Storm - 600



Air Nomads are pacifists, showing respect to even the simplest of 

lifeforms, like bugs, let alone animals or people. And their 

fighting style represents it, focusing on maneuverability and 

knocking their enemies both off balance and unconscious. It 

doesn't, however, mean that they aren't capable of dealing 

great amounts of damage. You are an absolute master of using 

any and all of your abilities for killing and destruction, 

having already learned how to suffocate people by driving air 

from their lungs and creating a barrier around their heads, 

not allowing them to draw any more breaths, as well as the 

fabled and extremely destructive technique of Airless Void, 

capable of creating a hard vacuum.

Outsider
Shaven Shiver - 100
Air Nomad males traditionally shave their whole head, while 

the women leave most of their hair intact, only shaving around 

the forehead. It isn't just a cultural thing, however, as an 

airbender is quite a bit more sensitive to the vibrations of their 

element, and a bald head allows them to sense movement 

around them far better. You have increased awareness of air 

around you, being able to feel even nearly soundless opponents 

or projectiles coming from your blind spots, without needing to 

go bald.

New Breeze - 200
Having never been taught airbending by the people who spent 

their entire history perfecting it, you instead created your very 

own unique style suited just for you. Not only is it incredibly 

easy and intuitive for you to use it, but anyone who has ever seen 

someone who has your general skillset will find themself 

confused due to not expecting your unusual moves. You are also 

a quick learner in general, being able to adapt to new abilities 

extremely fast. In future worlds with supernatural abilities, 

you will similarly gain new unique styles perfectly suited for 

you.

Hurricane Of Change - 400
Air is not supposed to stand still. Stagnation does not suit it, nor 

does it suit you. You are a master of change, whether it's shifting 

something about yourself, altering personality of people 

around you, with or without their consent, or even 

transforming entire societies in the way you see fit. Figuring out 

how to incite any sort of change is extremely easy, and you have 



great luck in finding things, places, and people who would help 

you achieve your goals.

Enter The Void - 600
Everyone has earthly desires. It's not a bad or good thing. It is 

just a fact of life. But what if one were to completely abandon 

them? Leaving everything that once held them down, an 

airbender is capable of becoming one with the wind, achieving 

perfect unsupported flight. It is said that Guru Laghima, who 

discovered this technique, lived the last forty years of his life 

without ever touching the ground. You are now also capable of 

such a feat, having the ability to fly without any cost or even 

concentration without having to let go of your earthly 

tethers. In future worlds with other supernatural powers and 

abilities, similar to Laghima, you will be able to find a technique 

that can be considered the culmination and top of said power 

or ability, although it may require quite a bit of sacrifice and 

work to achieve.

Items
Items are Discounted to their respective origins, items worth 100 
are free and the rest is 50% off. Anything can be imported into a 
fitting item (Weapon into a weapon, tool into a tool etc.). If lost 
or stolen you get them back in an hour. All items can be bought 
multiple times, with free items costing 50 after first purchase. 
You can combine compatible items like Airbender Staff and 
Spirit Staff.

Airbender Staff - 100
One of the two most famous airbender things besides their 

abilities that the people of the world recognize them by. This 

stave is capable of folding and unfolding into fan-like gliders. 

Used for both combat and traversal, this piece is quite a bit 

sturdier than it has any right to be. You can choose whether to 

have the traditional design or the one made by the Mechanist 

for the Avatar Aang, in which case it also comes with a 

replenishing supply of snacks in a hidden compartment.

Travel Supplies - 200
In some places you could just spend a night sleeping on the 

ground under an open sky, while the weather in other places 

will very much not allow that. You have a rather large 

backpack full of stuff you might need during travel. A really 

easy and quick-to-set-up tent, a small pot that makes food cooked 

in it taste better and a teapot that does the same, a small 



amount of different spices and herbs as well as some nuts and 

hardtack that replenish a day after getting eaten. And of 

course some very delicious tea of your chosen kind, as well as a 

few other bits and bobs that you might need.

Trouble Compass - 400
A somewhat strangely constructed device. It looks somewhat 

similar to a regular compass with the exception of the holes on 

its side. The needle doesn't, however, point north. But when the 

wind is blown into it, the needle will orient in the direction 

where you can find someone in need of help that you could 

provide.

Sky Bison - 600
The other thing most people associate airbenders with. This 

massive six-legged creature is a natural bender capable of basic 

airbending as well as free flight over massive distances. They 

are incredibly intelligent, and this one even more so, being 

perfectly capable of understanding you. It has a compatible 

personality with you and is fiercely loyal. Acts as a follower 

unless imported as a companion. Comes with a saddle.

Guru
Onion-Banana Juice - 100
A shabby wooden bowl full to the brim with a rather 

unappetizing to most concoction. It's an acquired taste to be 

sure, but it is quite helpful in both filling your stomach with 

healthy nutrition as well as making any meditations far easier 

and more productive. You get a new bowl a day after the last 

one was eaten.

Zen Garden - 200
This is one of the best, if not the best, places in the world to 

meditate. Surrounded by the sounds of nature, this little alcove 

will make you achieve the desired state of mind as well as make 

your ability to contemplate and understand things far better.

Central Temple - 400
Your very own Air Nomad temple is located in the mountains in 

the secret location only you know. No one can reach it without 

your permission, not on foot nor through air nor through any 

other means. It has a source of clean water and a reserve of 

natural gas underground as well as some farms producing 

enough food to be able to sustain a few hundred people 

indefinitely.



Writings Of Gurus - 600
Do not tell about this place to a certain owl; he might get 
jealous. This library contains a large collection of scrolls and 
books and contains all writing that has ever been produced. 
From wandering on the nature of the universe to a recipe for 
some delicious fruit cakes, everything is neatly organized for 
ease of access. The only things that this place does not have in 
stock are the knowledge of bending or any other supernatural 
powers in future worlds, in which it will update to provide the 
same level of knowledge that it does there as well as already 
containing similar collections for any world you have already 
visited.

Runaway
School Clothes - 100
Well, not necessarily. See, this set of clothes of your choice is 

capable of concealing your identity so well only people who 

have known you for years are able to tell that it's you. It is also 

a generally comfortable set of clothes that you do not need to 

wash ever since it is always clean.

War Fans - 200
A pair of simple yet sturdy metallic fans. They both make good 

melee weapons, allowing for offense and defense as well as 

acting to boost users' bending abilities in strength, range and 

precision. Interestingly, despite originally being created for the 

use of an airbender, they do affect other elements and other 

abilities you might already possess or gain in the future.

Team Jumper - 400
You are a leader of a rather large outlaw gang 

masquerading as a theater troupe. There's a diverse set of skilled 

people in it with skills and abilities you would find useful, with 

all of them being not only masters of their craft but also 

incredibly loyal to you. They do actually make surprisingly good 

actors, making their disguise actually work.

Spirit Staff - 600
Truly both a gift and a curse to your people. This glowing staff 

is capable of channeling great amounts of energy from the 

spirit world to boost one's bending abilities as well as being able 

to give its user the ability to share them with others en masse, 

effectively granting the Chi perk as well as a single bending 

perk to the ones that do not currently possess them. Channeling 

such energy, however, requires a calm state of mind; otherwise, 



the user might be corrupted and turned into a raging spirit-like 

monster.

Outsider
New Home - 100
A rather simple if spacious prison cell located atop the 

mountain. There's a bowl of rice and a cup of water that 

replenish eight hours after being emptied, and you can close and 

open the doors to it with just a thought. A great place to 

imprison a non-bender.

Locket Of Truth - 200
This small golden pendant contains a cryptic instruction for 

some extremely useful and rare technique. Comprehending it, 

however, would be a challenge and will take quite some time to 

be able to figure it out. You get a new technique in it a year 

after you figured out the previous one.

Hidden Caverns - 400
This base is located in a rather hard-to-reach place, requiring 

either some good mountain climbing gear and skills or the 

ability to fly. Besides providing a secret place for some nefarious 

deeds, the main draw is a giant chamber with four chains inside 

suspending anyone locked up in mid-air. Anyone who's been locked 

in there is extremely unlikely to get out, with it requiring them 

to use so much strength and power that it will cause them long-

term damage if not outright kill them if they try.

Glimmering Death - 600
A bowl full of metal-based poison that could be controlled by a 

metalbender. Once introduced into the system of the person, it 

will force them to use their full power without any regard to 

personal safety. It makes it possible to kill them no matter how 

unkillable they were before, and killing them while they are in 

such a state will put an end to them permanently, with any 

attempts at resurrection, escaping death, and so on being 

impossible. There are no metaphysical consequences to their 

death if there were supposed to have usually been any upon their 

demise. You get a new bowl each year.

Companions
Companions can’t take drawbacks.

Original/Import - 50 for 1, 200 for 8



Make someone original in this world or import a previous 
companion. They get an origin, freebies and the discounts along 
with 1000 to spend as they please.

Canon - 100
Take any individual as long as you can convince them to go.

Drawbacks
Drawbacks trump the perks and items from this jump and the 
previous ones. They last for your entire stay here but disappear 
when you finish the jump. Take as many as you can handle

Verse - Free
You can freely choose which of the works in the Avatar 
universe are considered canon here and which continuity you 
end up in.

Supplement - Free
You can use this jump as a supplement to any other Avatar jump. 
The points are kept separate.

Self-Insert - Free
You can choose to take the place of one of the canon 
characters of the time you enter. Either by replacing them or 
taking over their body. You do get their skills and abilities even 
if you didn’t purchase them, but only for your stay here.

Extended Stay + 100 per
Stay for 10 more years. Can be taken as many times as you want 
but you only get points for the first 4 purchases.

Airheaded + 100
You are a somewhat scatterbrained individual, jumping from 

one thing that interests you to another and having trouble 

paying attention. You can still concentrate in times of need, but 

during moments of peace, you constantly end up pursuing the 

flights of your fancy.

Shining Dome + 100
It's not that you shave your head to achieve this perfect level of 

baldness; it's that you no longer can grow hair on your head. 

Which annoys and somewhat frustrates you, even if you were 

bald before this jump.

Hopeless Romantic + 100
You have fallen in love with someone, or will soon if you are a 

drop-in. This person isn't particularly interested or even that 



compatible with you, but unfortunately you are smitten with 

them. Getting them to see you in a similar way will be a 

challenge, and getting rejected by them will hurt a whole lot.

Sacrifice Oneself + 200
All life is sacred in your eyes, and you see it as your personal 

duty and burden to help those around you, even at the expanse of 

your own personal feelings and needs. Alternatively, if you 

would be okay with that, you are instead a highly selfish and 

abusive individual, preferring to take things from others and 

occasionally doing malicious things for the fun of it.

Caged Prisoner + 200
You will start the jump having been imprisoned based on the 

crimes you may or may not have committed. The cell was 

specifically designed with you in mind for jump purchases, so 

breaking out will be impossible without outside help or some 

incredible coincidence.

I've Certainly Never Used Violence To Take A Life + 
200
Aang, buddy… Okay, see there’s the thing. You don’t have a 

particularly good grasp on how strong you really are as well 

as how much damage your enemies can take, making you 

periodically kill people without intending to do so or 

alternatively hit them too weakly.

Why Did You Abandon Us? + 200
There's something you did. Something you are deeply ashamed of 

and hate yourself for doing. It hunts your dreams, and it will 

take a lot of help from people who love you to make you get over 

it even partially, with you never fully getting over it.

Too High! Too High! Too High! + 200
It's kind of embarrassing for an airbender to be afraid of 

heights, but unfortunately you in fact are. There's nothing you 

can do about that fear, and even being on the roof of a modest 

shack will make your knees shake in terror, let alone flying on 

a glider or bison.

The Simple Life + 200
You do not wear complex, high-quality, and pricey clothes, 

preferring to dress in simple outfits. You do not eat extremely 

tasty and rich foods, preferring plain meals. You do not live in 



lavish houses, preferring small accommodations. In general, 

you try to practice asceticism to the best of your abilities.

Hollow Shell + 300
Perhaps a result of a childhood trauma, an unlucky encounter 

with a spirit, or some other cause has made your mind unstable. 

Whether it's you hearing voices that never stop, seeing things 

that are not there, or remembering things you have never 

experienced, there's something up with your head. You can learn 

some meditational techniques that may somewhat mediate this 

condition, but it will never fully go away, causing you to 

periodically lose sight of reality for prolonged periods of time.

Frozen In Ice + 300
Instead of starting in the time period of your choosing, you will 

start somewhere in between a hundred to thousands of years 

later than you should, having spent that time frozen in an 

iceberg. When you get out, not only will you have trouble 

adapting to the changed world, but you will also find that 

people who you were close to, who you in fact had quite a few of, 

have all died, which will make you highly depressed. If you 

entered as a drop-in, you would be implanted with memories of 

people you would have cared about.

True Pacifism + 300
You do not use violence against others. Period. Not against 

animals or spirits and definitely not people. Even if you were in a 

life-or-death situation, you would prefer to die than inflict any 

amount of pain or damage on another person.

The Final Choice
First of all any mental, psychological, physical or 
supernatural traumas that you acquired here or anywhere 
else are gone. If you want them gone that is. Take this toy 
versions of diorama versions of all the air temples for free.

Now Choose

Stay Here
Want to hang around? Well sure thing. Here take additional 
1000 to spend here

Go Home
Had enough adventuring? Very well. Here take 500 to spend here 
before you retire.



Next Jump
That’s what we’re talking about! Here take this copy of the door 
to the air temple sanctuaries and the blueprints for it.

Notes
Changelog
V 1.0 Release


