
UNIVERSAL DRAWBACKS SUPPLEMENT 
By SJ-Chan 

v.1 
(A Jumpchain Supplement) 

 
The idea here is to apply drawbacks to your entire chain, thus changing the difficulty curve and your starting                                     
CP in each jump. You could also, in theory, apply one ormore of these to a jump if you just didn’t likewhatwas                                                 
on offer in that jump. Yes, this messes with the balance of other jumps. But this is a single player experience                                         
and sometimes you justwant a fewmore tools in the toolchest. I’ve tried tomake these as generic as possible                                         
and keep the pricing reasonable. Feel free to comment on that. 
 
Most of these can be used either as Chain Drawbacks or Single Jump Drawbacks. Chain Drawbacks are                                 
always active and affect your entire chain. Single Jump Drawbacks last only the length of a single jump, but                                     
are overridden by Jump Specific Drawbacks. Chain Drawbacks add to Starting CP. Single Jump Drawbacks                             
are bound by Drawback Caps. 
 
Chain-Only Drawbacks are not suitable for insertion into individual jumps. If a Drawback Requires and                             
Replaces another, you get the combined value. If the Jumper enters a Gauntlet (or a Jump that grants 0                                     
starting CP), one of two things happens; either the Chain Drawbacks are halved in value, or completely                                 
ignored for no points, but it must be consistent across all such jumps. If a Chain-Drawbackwould duplicate a                                     
Jump Specific Drawback, you cannot gain points for the JumpSpecific Drawback, though if the specific one is                                   
more onerous and more expensive, you can gain the difference by upgrading to thatDrawback for this jump,                                   
though it counts against the Jump’sDrawback Limit. If the specific one ismore onerous and less expensive, it                                     
ismy belief you ​should ​use the specific one’s limits for that jump (though you keep the chain drawback’s value                                       
and it doesn’t count against the jump’s Drawback Limit)… but that’s up to your sense of fair play. 
 
Note on Single Jump Drawbacks: If you try to use a Single Jump Drawback from the UDS instead of an                                       
identical (or extremely similar one) from the jump document itself in order to get more points, Jump-Chan                                 
will hit you with a brick. For example, if you try and take a Companion Blocker Drawback from the UDS                                       
(worth +200 here) but the Jump you’re going to has a Companion Blocker Drawback worth only +100, it’s                                   
brick time.  Jump-Chan’s bricks punch right through fiat and leave really nasty bruises. 
 
Note on Other Supplements: you cannot use these points on other supplements… though the Warehouse                             
Drawbacks do grant one-time boosts to the Warehouse if you make themChainDrawbacks since they limit                                 
the utility of the Warehouse. If you want, you can take a Chain Drawback to add its value to the Body Mod                                           
Supplement… but doing so means you sacrifice half its value in all jumps. 
 

 
   



CHAIN DRAWBACKS 
 
Random Jumper [+200]: You cannot dictate the order of your jumps. Youmust randomly generate your jump                                 
list. Chain-Only. 
 
Sadist-Chan [+150]: ​Sadist-Chan has replaced the friendly Jump-Chan. She insists you always takewhatever                           
drawback you’d least like to take in each jump. She isn’t evil though, so you don’t have to take any drawback                                         
thatwould include a scaling enemy, nowin scenario, powerlessness, or chain ender. You still can if you choose                                     
to and it still counts for this if you legitimately dislike the drawback. The Drawback in question is worth an                                       
additional 50CP if its value is 300 ormore. If, and only if, the jumphas no 50CP items for sale, youmay bump                                               
this to 100 CP.  Chain Only. 
 
Bitch-Chan [+200]: Bitch-Chanhas replaced the friendly Jump-Chan. She insists you always take a full slate of                                 
Drawbacks in every jump. If there isn’t a limit, you must take at least 600 CP worth of drawbacks. Chain                                       
Only. 
 

COMPANION DRAWBACKS 
 
All By Yourself [+200]: No Companions will accompany you. If taken as a Jump Drawback, all your                                 
companions are locked out of the current jumpand cannot be reached by any formof communication device.                                   
No new companions will join you. If you have thisDrawback in either form, allMachine Intelligences (be they                                     
Virtual, Artificial, Pseudo… or their magical equivalent) you have will act as in-human and machine-like as                               
possible for the duration. 

Alone and Unloved [Another +200]: You will nevermake friends or acquire lovers. Any relationships                             
you have will be strained, distant, or openly hostile. You can still have allies, but they’ll view you as a                                       
necessary evil. Any sexual partners will either be prostitutes or one night stands. Requires All By Yourself.  
 
Kidnapper-San [+100]: Your Companions all want to go home but know that you won’t let them. They don’t                                   
like you or the things youmake themdo. They import for free automatically into all settings you jump to, but                                         
gain only a new background and history, with no non-required freebies unless you actually pay for them to                                   
import. If you took All By Yourself, they still come with you, but now they actively hate you. A required                                       
freebie would be like ​Mistborn​’s Choked By Ash. You don’t gain any CP for this until you have at least 4                                         
unwilling companions. Feel free to tell them you’re not forcing them to stay with you… though that’s a lie.                                     
You can still dismiss them at any time. But if they everHelsinki enough to actually enjoy your company, they                                       
no longer count for the 4 unwilling companions total. 

Hate Squad [Another +300]: You don’t have companions. You have annoyed people you drag                           
through time and space with you. Whatever the individual jump’s import rules are, your “companions”                             
automatically import with it, at no cost to you. All of them. And they’ll constantly be trying to screw with                                       
your plans… thoughnot actively trying to get you killed. You don’t gain anyCP for this until you have at least                                           
8 companions. This Requires and Replaces the effects of Kidnapper-San. And just because they don’t like you                                 
doesn’t mean they don’t like each other. 



Vortex of Enemies [An Additional +200]: Any jump you go to that has a canon companion                               
purchase, you automatically gain that individual free of charge as a “companion”. They join the growingHate                                 
Squad. No more than 12 of them will be active at any given time. Can any setting cope with a dozen OCPs                                           
running around?  This Requires and Modifies the effects of Hate Squad.  
 
Single-Shot [+100]: Death is no longer a revolving door, at least for your Companions. AnyCompanions that                                 
die in a Jump stay dead until the end of the Jump. They don’t respawnautomatically. If they purchased a Perk,                                         
Power, or Item that allows them to respawn they will be able to use that ability as normal. And if you have                                           
personal Rez abilities, you can use them, though itwill be actively draining to do so. Cannot be takenwithAll                                         
By Yourself or Kidnapper-San. This gives anyCompanion you have 100CP automatically every jump. If taken                                 
with Hate Squad, they gain an additional 200 CP every jump, just to annoy you more. 

One and Done [Another +200]: Your Companions don’t respawn at all without a Perk, Power, or                               
Items that allows them to. Once they die in a Jump, just like you, they’re dead (insertDead Parrot Joke here).                                         
Requires and Replaces the effects of Single-Shot. This gives any Companions you have an extra 300 CP                                 
automatically every jump (in addition to whatever CP they may or may not receive for being imported).                                 
Cannot be taken with Hate Squad. 
 

WAREHOUSE & ITEM DRAWBACKS 
 
Limited Access [+100]: You can only access yourWarehouse once amonth. If this is ChainDrawback, you also                                     
gain a one time +10 Warehouse Points. 

Really Limited Access [Another +50]: ​You can instead only access your Warehouse once a year.                             
Requires and Modifies the effects of Limited Access. If this is a Chain Drawback you gain another +20                                   
Warehouse Points. 
 
Limited Storage [+100]: Instead of a Warehouse, you have a storage locker that is 40 square feet (5 foot by 8                                         
foot by 15 feet tall) instead of 40,000. You may still fill out the supplement, but doubling it onlymakes it 80                                           
square feet (10 foot by 8 foot by 15 feet). Everything scales down. Plumbing becomes anRV style toilet, sink,                                       
and shower. Housing becomes a tiny house. The Medbay becomes a Medical Pod. The Workshop becomes a                                 
Workbench. If this is a Chain Drawback, you gain a one time +20 Warehouse Points. 

Warehouse Brand Backpack [Another +100]: You have backpack that can contain 4 cubic feet of                             
space. That’s it. Everything in the Warehouse Supplement scales down (Bedroll & Tent instead of Housing,                               
First Aid Kit instead of Medbay, Hand Fan&Heater forAC/Heating, Travel Toolkit forWorkshop, aUniversal                                   
Power Point for Electricity, aWater Spigot for Plumbing)... but none of it takes up room.Doubling the volume                                     
makes it 8 cubic feet. Requires and Modifies Limited Storage. If this is a Chain Drawback, you gain an                                     
additional +30 Warehouse Points. This cannot be taken with Limited Access and the Backpack must be                               
carried with you, but cannot be opened by anyone besides you or a companion you allow to open it. As you                                         
cannot exactly spend a week between jumps in a backpack, you get a camping spot deep in nameless                                   
wilderness to plan your next jump in. It is always a different clearing or hollowand it’s barely 100 foot square,                                         
so there isn’t anything to do besides camp out there. 
 



PPPPP [+50]: Anything that isn’t actually inside your Warehouse at Jump’s end is left behind for good. Chain                                   
Only. You gain a one time +10 Warehouse Points. 

Semper Preparatus [Another +50]: Jump-Chan’s watch is broken. Your jumps now can end any time                             
in the last year… or last an extra year. You’ve no way of knowing. It could be a matter of seconds… or                                           
months.  Requires PPPPP. 
 
Ready Access [+100]: Your Warehouse is not protected from thieves. You can’t purchase the ForceWall in the                                   
Supplement and every door you’ve ever used to enter your warehouse is a potential entry point. If you use                                     
portal, you leave behind a door, hatch, or similar that can be used to access your warehouse. Things stolen                                     
from your warehouse will return at the end of the jump. If you took theBackpack… people can andwill try to                                           
steal your entire Backpack. Bad idea. 

No Insurance [Another +200]: Things stolen fromyourwarehouse no longer return at the end of the                                 
Jump and once things are gone, they’re gone. If you take this as Single JumpDrawback, permanently gone is                                     
still permanently gone. Requires Ready Access. 
 
Limited Warranty [+100]: Items you buy will only respawn if used or broken at the beginning of a new Jump.                                       
Expendable items (food stuffs, ammunition, low grade healing items) that are designed to respawn will                             
continue to do so as normal, but may take up to three times as long to respawnas they should. If you’ve got                                             
an item that by description only respawns once per jump, it will respawn 1d3 jumps after you used it. 

Voided Warranty [Another +200]: Items you buy can and will break permanently, though this                           
doesn’t make them break, just says that it will eventually happen if you keep using them. Requires and                                   
Replaces the effects of LimitedWarranty. If you take this as Single JumpDrawback, permanently gone is still                                   
permanently gone. 
 
 

 
   



EVENT DRAWBACKS 
 
Trouble Magnet [+200]: Bad things will always cluster around you. Things will not go smooth. There is a                                   
+10% cumulative chance per week of something personally happening to you, The Jumper, that will                             
personally inconvenience or annoy you. Thus if you have the base, the chance each week is 10%, but if                                     
nothing happened to you in week 1, there’s a 20%chance inweek 2, and a 30%chance inweek 3. This resets                                             
to the baseline once something bad happens to you. 

Trouble Central [Another +100]: You attract trouble, not just to you but to everyone nearby. Bandits                               
will attack your train, rival nations will invade wherever you happen to be, and natural disasters seemmore                                   
common. The frequency of low level bad things (fires in nearby buildings, robberies in stores you’re shopping                                 
in, murders in towns you’re visiting, attempted muggings) is about 25% per day. Moderate bad things                               
(terrorist attacks, murder attempts, bandit attacks on people you’re travellingwith) happen in about 25%of                               
weeks. Very bad things (Wars, Hurricanes, Earth Quakes) have a 25% chance per month of occurring. THis                                 
also increases your personal badluck from +10% to +15%. Requires Trouble Magnet. Extremely bad things                             
don’t happen because of this… 

Trouble Blackhole [An additional +100]: unless you upgrade to this in which case they                           
happen roughly once every 4 years. And your personal badluck luck rises to 20%.Requires Trouble                               
Central. 

 
Bitch of Destiny [+100 per level]: In every Jump you will have a list of tasks that you must accomplish. They                                         
will always be annoying fetch or find or harvest quests, and youmust complete themduring your time there                                     
or fail the jump. This can be boughtmultiple times. The first time it is limited to 11 easy tasks, 3medium tasks,                                             
and 1 hard task. The second time doubles every category and adds 1 very hard task. The third time doubles                                       
every previous category and adds 1 Super Hard task. A 4th purchase doubles every previous category and                                 
adds 1Nearly Impossible task. The taskswill always scale to the local power level. You can purchase this up to                                         
5 times. But Don’t. The last taskwill be Impossible… or practically so. For +50CP per level, you have to do the                                             
tasks in order and don’t know what the next task is until you complete the previous task.  
 
Humiliation Conga [+100]: Your enemieswill notwillfully kill you. Ohno… theywant you to suffer. Somewill                                     
torture you, others subject you to humiliation and or degradation… Some will prefer physical methods,                             
others mental, still others sexual or emotional techniques… Feel free to customizewhat, exactly, each enemy                               
will do to you… or just pick a single specific theme (everyone wants to tickle you for hours would work. As                                         
would people keep crucifying you.) For an extra +100 this is guaranteed to happen at least twice every jump.                                     
The number of captures can be doubled up to 4 times for +50 each time (4, 8, 16, 32). While you’re free to                                             
escape after being captured, you will always have to put up with at least an hour of humiliation each time                                       
you’re captured. 

Victim Complex [Another +100]: Your powers will initially be rendered inoperable for the first 24                             
hours of each capture and will slowly come back at the rate of 1% per hour after. Requires Humiliation                                     
Conga. 

The Prisoner’s Dilemma [An Additional +100]: if you don’t escape by Hour 72, you fail the                               
chain. Requires Victim Complex. Yes, being rescued counts… unless a plumber tries it. If that                             
happens, you’re in another castle. 



 

PERK DRAWBACKS 
 
Slot-o-matic [+200]: ​While you gain the normal amount of CP in each jump, you only gain 250 JP per jump                                       
(awarded at the start of the Jump). JP can be used to buy slots of a specific size, and can be banked. If you buy a                                                   
200 JP Slot, you can stick a 200CPperk into it. Only perks you’ve bought in the current jumpor perks in slots                                               
can be used in your current jump, all other perks are considered inactive and have no effect. You can swap out                                         
the contents of slots no more than once a week and it requires an hour’smeditation per slot being swapped.                                       
Once a slot has been bought, its size is fixed permanently. The size of the perk is determined by howmuch you                                           
paid for it (including discounts), but Freebies require a Freebie Slot which always costs 50 JP to buy and can                                       
hold 1 Freebie with value no higher than400CP (before discounts). Big Freebie Slots cost 100 JP and can hold                                         
any size freebies. In Jumps like ​Dishonored​, where you gain access to a non-CP ability like the Outsider’s                                   
Mark, or ​Harry Potter where you gain magic just for being there, treat those as 200 CP Perks. Perks that                                       
grant you a skill and have no other effect are exempt from the need to slot them.Drawbacks can be taken for                                           
50%of their CP value in JP instead. You automatically startwith Two Freebie Slots, One 100CPSlot, andOne                                         
200 CP Slot. Chain-Only.  

Unemployment [Another +100]​: Did I say you get 250 JP per jump… I’m sorry… you get none. If you                                     
want JP you’ll have to take Drawbacks to get them. Requires Slot-o-matic. 

Slot-Locker [Another +250 JP]​: You can no longer swap the contents of a slot except at the beginning                                   
of a new Jump. Requires Slot-o-matic. 

Slot-o-Matic Jr. [100]: All your companions gain the effect of Slot-O-matic, plusUnemployment and                           
or Slot-Locker if you have them. They gain all the benefits and drawbacks of each. What? No, you don’t get                                       
any points for this! This is giving your companions bonus points. They gain JP fromanyDrawbacks you take                                     
for JP that affect them. They gain the CP every jump into which they are imported, and the JP at the end of                                             
any jump they were important to the events of that jump, even if they didn’t import. 
 
Powerscaling [+200]: Your overall Power Level is always pegged to the local power level. Atmost, you’ll only                                   
ever be as powerful as the most powerful of the canonmain characters. Thus, say, in the ​Young Justice Jump,                                       
you could be as powerful as Starfire or Superboy… but not Darkseid. In Narnia you could be as powerful as                                       
the White Witch, but not Aslan. In settings where the MC’s keep getting more powerful… so will you, at                                     
roughly the same rate they do… but only if you make an effort to power up. Otherwise you’ll be stuck at                                         
about 30% of their final power level. This has no effect on perks bought in the local jump, nor on skills                                         
regardless of howyou got them. Items, tech, andmagic too far outside the local tech/magic level are however                                     
either reduced in effect or locked away completely… unless functionally harmless, such as, say, an item that                                 
produces endless foodstuffs or the Adaptinator from ​Princess Bride​. Chain-Only 
 
Luckless [+100]: You can never benefit froma Luck Perk or effect. If this is not taken as a ChainDrawback, you                                           
cannot make it a Jump Drawback unless you possess at least 2 Luck Perks. 
 
Slow Learner [+100]: You can never benefit fromAccelerated Learning Perks or effects. If this is not taken as a                                       
Chain Drawback, you cannot make it a Jump Drawback unless you possess at least 1 Accelerated Learning                                 
Perk. 



 
No Alibi [+100]: You can never benefit from Appearance Perks or effects. If this is not taken as a Chain                                       
Drawback, you cannotmake it a JumpDrawback unless you possess at least 3Appearance Perks. You can still                                     
shapeshift… you just can’t make yourself prettier than you are. 
 
Smart as You Are [+100]: You can never benefit from Intelligence boosting Perks or effects. If this is not taken                                       
as a Chain Drawback, you cannot make it a Jump Drawback unless you possess at least 2 Intelligence Perks. 
 
Vow of Poverty [+100]: You can never benefit fromBusiness Savvy Perks, nor takeMoney Perks or Items. You                                     
must earn all the money you have in each jump and can bring no money with you between jumps. 
 
You Need a Minute? [+50]: You can only change between your Alt-forms by visiting yourwarehouse and the                                   
process takes 5 minutes or so. If you do not take this as a ChainDrawback, you can only activate it for a Jump                                               
if you’ve got at least ten Alt-Forms.  (This specifically does nerf ​SAO​’s ‘This is in Fact My Final Form’ a bit.) 

Sleep Changer [Another +50]: You can only shift between Alt-forms while you sleep, but need not                               
sleep in your warehouse. It takes 4 full hours to change forms.  Requires You Need A Minute?  

Alt-form Lockdown [Another +50]: You can shift Alt-Forms once perweek. For an additional +50 you                               
can only do it once per year. For a final +100, you can only shift betweenAlt-forms between Jumps. Requires                                       
You Need a Minute? Can be combined with Sleep Changer. 
 
 

 
   



ORIGIN DRAWBACKS 
 
Cannot Into Drop [Special]: You cannot be a drop-in… ever. In exchange you gain a 50% discount on any                                     
origin that costs more than 100 and can take any 100 CP or less origin for free. If the jumphas 2 origin types                                               
(Race andOccupation perhaps), this applies to onlywhichever one has the drop-in option for that jump. If the                                     
Jump has no Drop-in options or only drop-in options, this has no effect. Youmay treat any twoDrop-In perks                                       
or items as if they were discounted for you in each jump. Chain-Only. 
 
Without Why [+200]: ​You never met any Jump-chan, you have no clue what happened, and you’ll only learn                                   
about the ten years in each Jump when you move from the first to the second Jump. While the build for the                                           
Jump is made as normal, the Jumper doesn’t knowwhat the build is (unless it’s obvious frombackground), so                                     
if you have a non-obvious or subtle Perk, Power, or Item (such as most luck perks) you won’t know about it                                         
until it comes into effect, and then you might overcompensate and think you’re luckier than you actually are                                   
(such as for limited use abilities). You’ll have an instinctive gut feeling related to any specific win/loss                                 
conditions related to the individual jump you’re in or from Drawbacks though it’ll be a vague sense of                                   
impending doom. For instance you’ll know that losing your job in ​Nine to Five could risk everything, but not                                     
exactly why. Chain-Only. 
 
Setting Amnesia [+200]: ​You lose all knowledge about a setting and the canonical events therein as soon as                                   
you enter into a Jump. The only thing you know is what’s been given to you by your background (meaning                                       
that as a Drop-In, you wouldn’t know anything about a Jump’s setting). If you go to another Jump related to                                       
the first (​X-Men Movies after ​Marvel​, ​Harry Potter after ​Fantastic Beasts and Where to Find Them​, etc.) you                                   
retain your previous setting knowledge, but only know about changes from your background. This includes                             
prejudices (non-mutants in Marvel dislike mutants, pureblood wizards dislike muggle-borns, etc.). If you’re                         
using this as a Chain Drawback, it applies to every jump consistently. If you’re using it as a Single Jump                                       
Drawback, it cannot be applied to Generic Jumps or Slice of Life Jumps that lack specific canon. If you take a                                         
Jump Specific Drawback that would scramble the canon events, this isworth only half asmuch, since you’ve                                   
reduced the effectiveness of foreknowledge. If there is no canonical event chain, but there is a setting to be                                     
aware of (Minecraft, Harvest Moon, AlphaCentauri…) this also halves the value. If you buy this and the jump                                     
document provides a copy of the canon, you will receive said canon at the end of the jump if you purchase it. 
 
Start at the Beginning [+100]: You begin every jump at the birth of your alter-ego for that jump. Your local                                       
powers mature as you grow as makes sense for the setting. As for your out of jump powers… they’ll                                     
beginning manifesting in your toddler years (1%per year until you hit puberty for a standard human, though                                   
for races that mature slower, it will be proportional… thus a race that takes 100 years to hit puberty instead                                       
of 10 years would mature 1/10th as fast). Once you hit puberty it’ll pick up to 6% per year (or proportional                                         
time unit). Expect to be back to full strength around the time the jumpwould normally start though, so this                                       
might be slower or faster in some jumps. Your memories of your other selves start out as dreams as you age                                         
and become more and more real until they naturally just merge at the moment of jump-start. You have a                                     
form of slowly decreasing plot armor as you get closer to the start of things. The more helpless you are, the                                         
stronger it is. 
 



The Long Road [+100]: You must remain in jump until you die of old age… or reach extreme old age for your                                           
race. If you’re immortal, unaging, or belong to a race that cannot or does not die of old age, the jump ends                                           
after 100 years (unless something else would extend it.). If you can die of old age, you must last at least 10                                           
years or the jump ends with failure. If you cannot die of old age, you must last the full 100 to successfully                                           
complete the jump. 
 
Is This Your Story? [Variable]: You have replaced the Protagonist (or one of the Protagonists) of the story.                                   
Unfortunately, this means a) you won’t be able to recruit them, b) you won’t be able to rely on themsolving                                         
anything, and c) you have all their memories. You must take the origin and perks that most closely match                                     
theirs, all of which are discounted for you (discounts don’t stack) as well as any drawbacks that are clearly                                     
based on them. The value of this is based on how dangerous the setting is. Slice of Life is worth only +100,                                           
while Shonen or Xanxia stuff where the power curve is through the roof and people are running around                                   
killing entire cities is worth +300. If there is no way to get all of an individual Protagonist’s perks from the                                         
document, you either cannot be them (prefered answer) or must pick and choose (jumper answer, because                               
you have other things to fill in the gaps). If you take this with Cannot Into Drop you may take the Drop-In                                           
Origin if it’s based on the Protagonist’s perks, but your persona in every jump is a duplicate of the Protagonist                                       
you’re replacing. Protagonists must be Main Characters, but not necessarily The Main Character (All the                             
members of Team RWBY are Protags or Deuterags) but the other good guy teams are supporting cast.  

Must be Their Story! [Another +200]: Oh… sorry… did I say you were the Protagonist? I meant                                 
Antagonist. You must now last at least as long as the original Antagonist did or you fail. Yes… you heardme.                                         
Last as long. You’ll eventually lose, you know that, right? You’re the Bad Guy. You don’t get towin. But you                                         
have to stay until someone defeats you. Yes, you can throw the fight… but they can’t know you did.                                     
Otherwise, this is identical to Is This Your Story? If the Antagonist is someone like The Vord Queen,whose                                     
powers are not on offer, you’ll have to be someone else unless you possess the ability to duplicate the effect.                                       
Oh, yes… this makes you more evil if you’re not already evil enough for the jump. 
 
Coin Flip [+50]: Every jump you must flip a coin to see if you’remale or female. Such sex-changes are free but                                           
cannot be bought off for any reason. Chain-Only. 

Dissing that Phoria [Another +50]: Your gender identity is also determined by coin flip (or if youwant                                   
to make a more complex table, that’s fine, but it must contain even odds of being masculine or feminine…                                     
and they must fill at least half the available slots). Requires Coin Flip. If there are multiple actual species                                     
available, you may also have species dysphoria if you like. 

Yin for Yang [Another +50]: Your sexuality is randomly assigned every jump. Roll 1d8. 1-4                             
Heterosexual, 5-6 Homosexual, 7 Bisexual, 8 Pansexual, Asexual, or something else less common. Requires                           
Coin Flip. 
 

 
   



DRAWBACK DRAWBACKS 
 

Drawback Keeper [Variable]: Is there a drawback in a specific jump you really really like? Do you think it                                     
would provide a recurring source of amusement or annoyance? Then you can keep it. The amount of CP you                                     
gain is based on how profound the effect is. If the drawback in question is a toggle (+0), you have to pay 50CP                                             
from this supplement to maintain it. If it’s something easily dealt with or ignored, you can maintain it for                                     
-50% of its initial value (+100’s become +50’s, +200’s become +100’s, etc.). If it’s an ongoing irritant or                                   
challenge to overcome you can maintain it for -50 CP off it’s original value. If the Drawback is something                                     
setting specific, it will always adapt to the new reality. It cannot be a drawback that gives you a bonus for                                         
completing the jump it is containedwithin, nor anything else covered elsewhere in this supplement… even if                                 
keeping itwould give you less points than buying it here. You do not get these CP until the jumpafter the one                                             
where you picked up the Drawback in Question… and youmust have taken it in that jump.At the end of any                                           
given jump, you may drop a kept Drawback… but once dropped, it cannot be resumedwithout finding a new                                     
jump to gain a similar drawback in, or using aReturn or Sequel jump to return towhere you got it originally.                                           
Each Drawback preserved takes its own drawback slot. 
 
No Drawbacks for You! [+200]: You cannot take non-toggle drawbacks in any individual jump and every                               
drawback you take from this supplement must be chain long. Chain-Only. 
 
Everything is Worse! [+300]: All your Drawbacks from individual jumps are always as bad as they are                                 
intended to be. You can no longer cheese them. Something that is implied to be annoying will be annoying                                     
even if you have perks that stop annoyance. This isn’t merely enforcing the idea that Drawbacks Trump                                 
Perks… This is saying that Drawbacks Trump your efforts to mitigate them. Challenge Drawbacks will be                               
challenging no matter how powerful you are, thoughnot always by ramping up the power level. If this is not                                       
taken as a Chain Drawback, its value is only 50% of the drawbacks you took in a given jump. 
 
What are Drawbacks? [Variable]: Jump-chan thinks preparation isn’t any fun! Once you commit to a                             
Drawback, you’ll forget you did, forgetting all the details of that drawback. The value of this Drawback is                                   
based on the quality of the Drawbacks you took. If they’re annoying but not dangerous, this isworth +25CP                                       
per 100 CP value. If they’re dangerous but not deadly, this isworth +50CPper 100CP value. If they’re deadly                                         
dangerous or potentially chain ending, this is worth +75CP per 100 CP value. This cannot be taken with No                                     
Drawbacks for You. It cannot be applied piecemeal. Nonspendable amounts are automatically rolled to the                             
next jump, but must be spent if possible or lost. 
 
 
 
 
   



THE SEVEN SILLY DRAWBACKS 
 

GLUTTONY 
And That’s Terrible [+50]: You will find yourself compelled to steal all the cakes and pies and other dessert                                     
items you come across.Willpower andmoralswill avail you nothing in resisting the compulsion. Only having                                 
eaten an entire cake or pie (full size) will help solve your compulsion… and then, only until you get hungry                                       
again. If you haven’t eaten an entire cake or piewithin the last 24 hours, the compulsionwill be stronger and                                         
will require eating 1 whole pie or cake for every 12 hours or fraction thereof that you’ve gone without. 

Candyman [+50]: ​Replace pies and cakeswith Candy and replace 1whole pie or cakewith 2 pounds of                                     
candy. If you combine the two, it applies to all sweets. 
 

JEALOUSY / ENVY 
That Bitch! [+50]: You will automatically assume that (almost) anyone who so much as glances your                               
Significant Other is thinking about trying to take them fromyou. This only applies to those you consider to be                                       
in your SO’s preference range, however. 

You Bitch! [+50]: You will automatically make plans to seduce anyone you find attractive… if you                               
know they’re in a relationship already. You may not act on it, but you’ll always be tempted. This can be                                       
combined with That Bitch… but dear lord, how anyone will be able to stand being in a relationship with you... 
 

LUST 
Simple Biology [+50]: You need sex. A lot of sex. Every day you gowithout having sex at least twicewill cause                                           
you to turn progressively bluer and bluer… oh, andmore andmore frustrated. It needn’t be blue… it could be                                       
a facial tick, or pinkening hair, or physical horns… but itwill always be a visible indicator to thosewho know                                         
you that you ain’t been laid in a while. The longer it goes, the lower your standards will be… if you had any. 

Rated X for Xylophone [+50]: Plain vanilla sex no longer satisfies your itch. You’ll find that you need                                   
to change kinks every so often to sate your desires, though repeating a pattern of kinks will also eventually                                     
bore you. 
 

SLOTH 
Nap-Time for Jumper [+50]:​ You have to take a 2 hour nap every day or you get cranky. 

Long Dark Nap-Time of the Soul [Another +50]: You need at least 10 hours of sleep a day and cannot                                       
benefit from any Perk or effect that would allow you to function with reduced or no sleep. 
 

PRIDE 
None So Fabulous [+50]: You must be the center of attention wherever you go. If you are not, you will find                                         
yourself sulking for a while, then doing something outrageous to get everyone’s attention focused back on                               
you. 

Absolutely Fabulous [Another +50]: The lengths you’ll go to to get everyone’s attention focused on                             
you will over-ride your morals occasionally. 
 
 
 



WRATH 
Peevish Pets [+50]: something out there really gets your goat. It could be people calling the Living Dead                                   
“zombies” or people clearing their throats, or children wearing yellow. Any time you come in contact with                                 
your peeve youwill find yourself losing your temper and, if you don’t release it in a blistering tirade, you’ll find                                         
yourself irritable for hours afterwards. 

THAT’S MY WAFFLE! [+50]: Any time anything irritates you even slightly, you will find yourself                             
SHOUTING FOR NO GOOD REASON! 
 

GREED 
All the Shiny [+50]: Jumper’s are pack-rats… there’s no denying that. You however, find yourself                             
kleptomaniacally stuffing anything that catches your eye into your pocket orwarehouse… regardless of the                             
value. 

For the Hoard! [Another +50]: Not only are you a magpie, but you are a hoarder, unwilling to get rid                                       
of anything and becoming upsetwhenever any of your companions finally snaps and tosses out 20,000 years                                 
of National Geographics. 
 

HIGHLY QUESTIONABLE AND ILL ADVISED DRAWBACKS 
 
Insane and Legendary [+200]: You have Weed. Lots and lots and lots ofweed. Like… a specialwarehouse full                                     
of it. It’s only half the size of your other Warehouse, but it’s got all the processing and growing facilities for                                         
really really good weed. Which doesn’t sound like a drawback does it? But, you see… you nowhave aNeed. A                                         
Need for Weed. You smoke two joints before you smoke two joints, and then you smoke two more kind of                                       
thing. You will aaaaalways be toking, or eating, or sleeping it off. No Perk can diminish this need, nor lessen                                       
the effects of the Weed… and this is really primo weed. And the Weedhouse does not tend or process the                                       
weed for you. You’ll have to do all that yourself.What?No it doesn’t comewith instructions! And if you kill all                                           
the Weed with your gross incompetence, you fail forever and have to go back to the sucky realworldwhere                                       
the weed isn’t free! For the price of 1/10th your total harvest, you get a new batch of seeds to replace what                                           
you harvested. If you improve on the quality of the weed somehow, Weed-Chanmight give you upgrades to                                   
how big your setup is. Chain-Only. Does not come with Munchies or a Couch. 
 
Fair and Balanced [+100]: Jump-Chan News will follow you everywhere, airing all your secrets, prying into                               
your motivations, questioning yourmotivations, and reminding the viewers of everything you’ve ever said or                             
done that might be taken the wrong way. They are explicitly as truthful as VulpineNews andheavily biased                                     
against you… and broadcast in a format easily received by any tech level. The reporters don’t know your                                   
actual secrets and can’t actually get into your warehouse, but they’ll use really cheaty methods to try and                                   
discover them, are indestructible, and will get in the way to get a shot… as in, they’ll willfully put other                                       
people in danger to try and interview you or get a picture of you doing something stupid. Imagine Mr.                                     
Myxlyplk trying to interview Superman as he’s trying to save a plummeting Lois. This is Yellow Journalism,                                 
Paparazzi, and Faux News all rolled into one annoying package. While they don’t have access to your specific                                   
build, they do have copies of the jump document (possibly out of date or incomplete) and will make                                   
assumptions and then broadcast them. 


