
 

 
Made by the Heart of Apokolips 

-Introduction- 
The DC Universe, as you might already know, is full of mysterious 

energy, with its two most primal ones being the twin energies known 
as Alpha and Omega. Alpha is the wild, explosive energy of creation, 

generated by almost every planet with life, while Omega is the 
energy of conquest, absorption, and control. 

 
After his latest death by superman’s hand and the creation of the 

Absolute Universe, Darkseid placed a Heart of Apokolips,  
an infernal engine that runs on omega energy, in the Absolute 

Earth’s center, causing all of its power to flow to him.  
He became absolute as the personification of all its Omega Energy,  

a walking singularity that transforms all around him. 

The King Omega. 
 

Darkseid will be reborn once again, more powerful than ever, 
invade Prime Earth and thus become the end of everything by 

consuming all. 

 



 

However, a quartet known as the Quantum Quorum, formed by the 
four most powerful temporal beings in this universe, combined their 

powers to rewind the time by seven days again and again.  
They attempted every possible variation of the future but it all 

ended the same and at the same time, no matter what they and the 
heroes tried. 

 

It always ends with Darkseid. 
 

Fortunately for the heroes, they have a last hope of survival. 
By using the  Heart of Apokolips located at the Prime Earth’s center, 

they can crown one of them as a new King Omega to face the 
Harbinger of Anti-Life, but, as the Heart is cosmically connected to 

its master, they had to force it to restart entirely. That is, use a 
considerable amount of Omega Energy to cause a “cosmic heart 

attack” on it. 
 

For five days, the heroes made the preparations: they started earth’s 
mass evacuations by creating Mega-Arks, they spent some time with 
their loved ones, and they chose their gear for what was coming. 

 
On the sixth day, they arrived at the Skartaris Nexus, a passage to 

the center of the Earth, where the Heart of Apokolips now thrums. 
They used the Omega Energy that was accumulated in Booster Gold's 

body to attack it.  
The blast is just enough to stop the Heart for no longer than a few 
hundred zeptoseconds, planck time, but it's enough. When the Heart 

begins again, blank and new and hungry and terrible, the first 
thing it sees is them, the heroes, rocketing toward it. 

 
As the heroes already knew, the Heart of Apokolips is a living, 

sentient, fourth-dimensional being that, now reborn, will 
immediately seek for a new champion, someone fueled by conquest 

and conquest only. 
 

It won’t choose any random bystander, it will defend itself ​by 
reshaping itself and manufacturing realities to test the candidates. 

 



 

This test is a tournament, where the contenders will compete 
against each other to decide who is the ultimate conqueror, 

worthy of becoming the new king omega. 
 

... 
 

This is where YOU enter, an interdimensional traveler known by 
many names, but mainly as Jumper. You probably have nothing to do 

with the Prime Earth or even the Absolute Universe, but you have 
visited some iteration of the DC Universe in the past and thus you 

managed to become part of the tournament. 
 

When you arrive in this universe, you’ll immediately join the 
tournament together with the other contenders but don’t think 

you can cheat with the power of other worlds. 
 

I won’t allow it. In the same way as you forced your way into the 
tournament, I managed to utilize some loopholes to hijack this 

Gauntlet Format that your Benefactor and that other 
Oversparked Jumper utilize.  

 
While I have no interest in using the Jumpchain System for my own 
benefit or to reach other worlds, I still intend to utilize it to test 
you, in the same way as I’ll test the other contenders, both heroes 

and villains alike. 
 

Depending on your performance and how much Omega Energy you 
can generate during the tests, I can grant you some advantages 
over your rivals or even allow some tricks that some could call 
cheating, but that are still within the rules. After all, I’ll severely 

punish anyone that attempts to cheat, even you if necessary.  
 

For you, this energy is represented in the form of Omega Points, as 
you’re more familiarized with this kind of term. Like other regular 

Gauntlets you have experienced in the past, you won’t receive any of 
such points for free, but I’ll explain all the rules later. 

 

 



 

But now that you and all other contenders are ready for the 

tournament, who will win and be crowned the King Omega? 
 

I can tell you the answer now if you’d like. I might not be your 
Benefactor and your connection with her is currently blocked, 

but I’m the Heart of Apokolips after all. 
 

I know who will join the ranks of the fallen, I know all the twists 
and turns that await them. I know all the surprises coming. And I 

know the real truth, the final one.  
 

The truth is that none of them will win. Not Clark, not Diana, not 
Bruce, not Lex, not the Joker, not even you.  

None.  
 

Because the one last contender among them is the king himself, 

Darkseid, who has taken over Booster Gold’s body.  
 

So no, Jumper, the game isn't beginning, it's already over.  
Good luck, you’ll need it, even if it won’t change anything. 

 
 

+0 Omega Points (OP) 
 
 

 
 

 



 

-Rules- 
Before we begin, you must first understand your current situation 

and the tournament you’re heading to. 
 

As other regular Gauntlets, you’ll lose access to any out-of-jump 
perks, items and even to your Warehouse, being basically reduced to 

only your Body-Mod.  
 

However, this challenge has a special rule: in the same way as the 
heroes were allowed to prepare for five days and bring a single item 

with them, you’ll be allowed to choose to keep all Perks, Special 
Physiology, Powers, and even Items you acquired in a single DC jump 
of your choice (or any other jump of your choice if you have taken 

the Multiversal Expansion drawback). 
 

This also means you must have visited at least a single DC jump in the 
past in order to enter the tournament. If you haven’t, then go away 

and only return once you fulfill this requirement. 
 

The tournament will be composed of five main rounds, in addition 
to an unofficial one, courtesy of the remaining members of the 

Quantum Quorum, where you’ll compete against several heroes and 
villains from the current iteration of the DC Comics Universe’s 

Prime Earth to decide who will be the last standing champion, the 
only one worthy of being crowned the new King Omega. 

 
For each one of the Six rounds, I’ll offer you a list of Drawbacks to 
give you an opportunity to generate Omega Points, as well as Perks 

and Items to support you, with you gaining access to them only 
once you reach that respective round.  

 
Furthermore, as I’m not your Benefactor, the Perks I offer you aren’t 
meant to empower you, but to give you some advantage in the test or 

to make you more like HIM once the right time arrives. Moreover, as 
the heroes weren’t allowed to have all of their gear, you’ll only be 

able to acquire the Items you purchase here post-jump. 
 

 



 

If you generated more Omega Points in a round than you spent on 
it, you may spend them in the following rounds but you can’t spend 

points you gained in a specific round in the Perks and Items from the 
previous ones. After all, spending points from a round before you 
actually earned them would mean spending an energy that you 

still don’t have. But you can purchase things from earlier rounds. 
 

In addition to the round-specific options, I’ll also offer you 
General Drawbacks that will affect you the entire tournament as 

well as General Perks and ITems that you’ll acquire from the 
beginning. 

 
Winning each round will also give you a special Reward and you’ll 

only earn the Great Prize of the tournament by being the last 
standing champion. 

 
Finally, death won’t count as a Chain-Failure for you, but it’ll still 

count as failing this gauntlet, causing you to lose all the Perks, 
Items and Rewards of the rounds you didn’t take part in. 

 
For example, if you lost in the Second Round, you’ll keep everything 
from the First Round (including that round’s reward) as well as the 
Perks and Items from the Second Round, but you’ll lose everything 

from the Third Round onwards. 
 

Regardless of the outcome of the tournament, you don’t need to 
worry about any lasting corruption thanks to the Omega Energy 

that will flow in your veins or even the influence of Darkseid, as 
your Benefactor will be able to heal you completely once your 

participation in the tournament ends and your connection with 
her is fully re-established. 

 
Lastly, as you likely already noticed, there are no origins and no 

discounts here. Nothing is free for you. 
 

Now, you must learn to not hold back, to be merciless, to be like HIM, 

all in order to become the King Omega.  

 



 

-General Drawbacks- 
 
Randomized Matchup (+100 OP): As the Game Master, I know all the 
matches that will take place during the tournament and all the 
results of those matches, but you know about that too and this 
gives you an advantage. If you don’t interfere too much, The 
Matchup between the contenders would normally remain more or 
less the same, with you just taking the place of one of them, but this 
will change by taking this drawback. 
From now on, fate itself will conspire to ensure that the Matchups 
will be different, completely random from the original ones. Maybe 
Hawkman will be lucky to not have to fight Aquaman while the 
Joker will be unlucky and end up facing Captain Atom. This is just an 
example of how things will turn up differently in the tournament. 
 
  +The Most Dangerous Game (+200 OP - Requires The Most 
Dangerous Game): As I said before, the matchups would be random, 
but you seem to want more than this. You want a true challenge and 
this is something I value.  
By taking this drawback, instead of the Matchup being merely 
random, it’s sure that you’ll end up with the worst possible Matchup 
for this tournament, like facing Captain Atom in the Second Round 
and Superman (and Shazam) in the Third Round.  If you want to face 
the most powerful and dangerous contenders in the tournament 
instead of only facing street-level thugs/vigilantes, then this 
option is for you. 
 
Extended Roster (+100 OP): Most of the Earth’s population have 
already been evacuated right now, so the heroes decided to leave 
less of them to protect the planet, at the same time as more villains 
managed to escape and join the tournament. As a result, the amount 
of heroes and villains here will now be twice its original quantity, 
meaning the double of competitors to the grand prize. This also 
means that 64 contenders will be allowed to join the Second Round 
instead of the regular 32. 
 

 



 

  +Multiversal Expansion (+200 OP - Requires Extended Roster and 
must have at least 8 jumps before this one): When I took over this 
Gauntlet Format and gained access to your Jumpchain System, I had 
no interest in using it to anything other than testing you, but I 
changed my mind. I shall use your connection to other worlds to 
expand the tournament even further. 
The number of competitors will double once again, with 128 
contenders being allowed to join the Second Round, but there is a 
catch. The extra 64 competitors will be from worlds you visited in 
the past instead of being native to Earth 0.  
They’ll be summoned from your previous jumps, more precisely, from 
alternative versions of them where you never arrived and their 
stories followed their regular paths. I’ll specifically choose 
powerful fighters that want the power to reshape the world for 
good or for evil. 
Furthermore, by taking this drawback, you’ll be able to pick any 
other jump to retain its perks and items instead of being restricted 
to only picking a DC jump. This drawback also allows you to use this 
gauntlet and join the tournament if you have never visited some 
iteration of the DC universe before. 
 

“I’ll allow it” (+100 OP): You have made a very 
serious mistake. The Entity, also known as the 
Almighty or the Presence, heard you take his 
name in vain and he's now pissed off with you.  
Fortunately, he’s too kind to take any direct 
action against you and he still thinks watching 
you is entertaining, but, even so, you can say 
goodbye to any immortality or 1-up bonus you 
had. You’ll be allowed to keep even extremely 
powerful healing factors, but you’ll lose any 
true immortality, in the same way as Lobo will 
lose his during his fight against Wonder 
Woman. 

Well, if you don’t have any true immortality or 1-up bonus, then this 
will be free Omega Energy for you, but don’t dare to ask anything 
from the Presence, he’s still pissed off. 

 



 

The Heart Corrupts (+200 OP): In order to win the tournament, you 
must act like Darkseid, be merciless and never hold back. This is a 
lesson that all competitors will learn during the course of the 
rounds, some sooner, some later.  
Some of them will be like Captain Atom and start attacking their 
own friends already in the First Round to ensure their victories, 
while others will be like Superman who will only be ruthless when 
cornered and out of other options. 
This isn’t merely the circumstances of the tournament forcing them 
to act like this but also a result of the effects of the Omega Energy 
that will flow in their veins, showing them how good it feels to win, 
to slaughter the opponents. 
Normally, most of them would resist it, but something changed. All 
of your opponents will be considerably more vulnerable to the 
effects of the Omega Energy than the normal and will become 
corrupted like Captain Atom far more easily.  
 
Unstable Power Levels (+200 OP): How did Joker's harpoon pierce 
through Batman's Justice Buster Two? Maybe the realities I make 
aren’t as perfect as I previously thought or it’s just a result of the 
accumulation of Omega Energy, but, regardless of the exact reason, 
the power levels of you and the other contenders seem to be 
fluctuating randomly. Sometimes some of you will be weakened, 
other times they’ll be strengthened far beyond the normal.  
While this might be beneficial for you if you’re lucky, this drawback 
synergies particularly bad with The Favorite Champion drawback, as 
the chosen champion will be absurdly empowered by this. 
 
A Blind Eye Against You (+300 OP): As mentioned earlier, I plan to 
severely punish anyone that attempts to cheat, but, if I were to 
carefully analyze, you shouldn’t be here, as you didn’t “jump” to 
Earth 0, merely forced your way directly to my tournament. 
Your very presence here is a cheat and yet I allowed you to join. 
In order to balance the tournament again, I’ll turn a blind eye to 
any of your opponents, allowing them to cheat against you, as 
long as they don’t interfere with the rest of the game. 

 



 

You could call it a double standard, since I'll punish you if you try 
to cheat the same way, but from my point of view, I'm just leveling the 
playing field. 
 
The Favorite Champion (+300 OP): It seems like one specific opponent 
of yours is favored by fate itself, as if a higher force insisted on 
supporting them as much as possible by giving them a very powerful 
“plot armor”. This specific enemy just. Won't. Lose. Even when by all 
logic they should. You're going to have to go the extra mile on this 
one if you want to beat them, jumper. 
Who is going to be this champion favored by fate is completely 
random. Maybe the Joker, Harley, Lex Luthor, Giganta, or even 
Superman himself. If you’re lucky, you’ll only face them in the Final 
Rounds, but if you aren’t, well, what happened in the battle of Red 
Hood against the Joker will likely happen with you. 
 
Jump Mode (+1000 OP): Do you accept that there is no possible result 
other than Darkseid’s victory? If you want to recover your powers, 
you must give up the possibility of facing the King himself in the 
Final Round. By taking this toggle, this Gauntlet will count as a 
Jump instead, with you recovering your out-of-Jump perks and items. 
I’ll also grant you a huge amount of my own Omega Energy, in the 
form of +1000 OP. Unlike regular Jumps, you won’t need to stay 10 
years here and your stay here will be finished right after you reach 
the Final Round, but keep in mind that death here will count as 
failing your Chain now. 
 

 

 



 

-Punishments- 
Do you think I wouldn’t notice your pitiful attempt at cheating? 

You’re lucky I see potential in you, so I won’t eliminate you from the 
tournament, but don’t think I won’t punish you 

If you’ve cheated in one of the ways mentioned below, you’re forced 
to take some special drawbacks. 

 
Abnormal Body Modification (-100 OP - Mandatory if you added any 
Item, Perk or special physiology to your base Body-mod): There is 
something wrong with you, something abnormal in your Body-mod…  
After seeing you closer, I understand it now, you’ve found some way 
to modify it, having enhanced it using the power of other worlds, 
like adding some Perk from another jump to it for example.  
That’s clever, but I can’t let this pass. As your punishment, anything 
extra you added to your basic Body-mod will also be granted to 
half of the other competitors, essentially giving them a small 
portion of the power you gathered in other worlds. 
 
Tone Shift Denied (-100 OP - Mandatory if you tried to use any “Tone 
Shift” Ability): Did you really try to reject this cruel reality by 
replacing it with a more “pleasant” one in your eyes by using some 
ability to shift the tone of this tournament’s narrative?  
 
Because of such a personal affront, in addition to undoing that 
tone shift, I’ll throw you into a replication of the fire pits in 
Apokolips for a month, where you’ll be constantly attacked by 
hordes of Parademons, with little room for rest. Time will flow 
faster inside the pits, as not even a second will have passed when you 
return to the tournament. Additionally, you won’t die there, as I’ll 
regenerate any of your wounds, but you’ll experience the horrors 
of Apokolips first hand. Maybe this experience will teach you to 
appreciate the tournament more. 
 
Furthermore, I’ll also take the Omega Energy I used to make the false 
fire pits and the Parademons from you. If you try to do this again, 
I’ll take more Omega Points from you and send you to the pits for 
another month. More information about this punishment in the Notes section. 

 



 

Anti-Pacifist Route (-100 OP - Mandatory if you tried to force a 
peaceful solution for any of the rounds by using some Perk or 
Item): YOU ARE SUPPOSED TO FIGHT THEM! NOT SPARE THEM, NOT SOLVE 
THINGS WITH EMPATHY AND KINDNESS OR WITH SOME CARD GAMES! 
Because of this, in addition to nullifying what you tried to do, I will 
hurt your heart.  
This will be done by manipulating your perception and forcing you 
to see your current opponent as if they were one of your loved 
ones. While your opponent won’t notice the difference, from your 
viewpoint, they’ll look like a perfect copy of that individual special 
for you, from their appearance and mannerism to their way of 
speaking and even spiritual aura if you’re able to sense it. However, 
no matter who your opponent may look like, you must not hold 
back if you want to win the tournament, but I know it’ll hurt you.  
This is your punishment after all. 
 
Cheater’s Payment (-1000 OP - Mandatory if you used the Cheater's 
Manual Supplement): You’ve outdone yourself now. This must be 
considered cheating even by the standards of your Benefactor.  
I’m genuinely surprised she even allowed you to do this. 
Unfortunately, the power behind whatever you acquired using that 
"supplement" is something I can’t simply nullify or remove, but I can 
make you pay, not with some torture, test, or even by giving this 
power to others this time. As your punishment, I’ll remove a very 
large portion of the Omega Energy you could acquire here. Keep in 
mind that you can’t finish this gauntlet while being in “debt” with 
me, so you’ll need to take enough drawbacks to have at least zero or 
more Omega Points. 

 
 

 



 

-General Perks- 
 
World-Class Wrestler (100 OP): You have quite a curious fighting 
style. You happen to be a master of wrestling and, while your chosen 
fighting style is far from the best ones, you’re surprisingly an 
efficient combatant despite your unorthodox skills due to your 
often unpredictable and improvised fighting techniques, such as 
throws, takedowns, grappling holds and more. You're also quite 
skilled when it comes to lucha libre’s “flying” movements and 
techniques. 
 
Bloodstained Champion (200 OP): I know for sure it’s going to be 
entertaining to watch you fight. While fighting, you’re a specialist 
at being as brutal as possible and causing as much damage and pain 
as possible. This also means you’re a true specialist when it comes to 
torture in general, having a talent with it that matches some of the 
most experience torturers from Apokolips and most variations of 
Hell. I hope you have the guts to use such a talent properly. 
  
Blinded By Conquest (200 OP): Do you have faith? Faith in Darkseid? 
On following his ways to conquer all, fight your allies, show them 
no mercy, and cross the lines you promised you never would? 
Even if you lacked such faith, now you can have it.  
You acquired the ability to turn off your emotions and morality 
when you want to, allowing you to temporarily get rid of all those 
pesky feelings and act just like HIM. Furthemore, while you’re like 
this, you’ll also have no problem with gore and brutality. If you’re 
normally someone who passes out due to the sight of blood, you'll 
be able to watch someone have their guts ripped out without 
flinching.  
This won’t necessarily turn you into a sociopath/psychopath 
version of yourself, unless you explicitly want it to happen. 
However, when you get too excited while this perk is activated, 
Omega symbols may appear in your irises. This is simply cosmetical 
and you can turn this visual sign off if you want to. 
 

 



 

Dark Mentor (200 OP): The last 
standing champion must be fueled 
by conquest and conquest only, 
ruthless and merciless as well as 
never hold back, exactly like HIM. 
However, most champions are 
heroes and, therefore, in crude 
terms, are soft as hell.  
 
If they want to have a real chance 
to win, the competitors must learn 
this lesson during the course of 
the rounds, but some of them will 
need a nudge in the "morally 
grayer" direction, as Harley Quinn 
would say. 
 

Fortunately, you can be the one these soft heroes need to guide 
them in the right direction. You have an incredible talent when it 
comes to bringing out the worst of others, whether by provoking 
them, by taunting them, by insulting what is important to them, by 
forcing them to make morally questionable choices, or even by 
violently attacking them/their loved ones and thus forcing them 
to fight back. 
 
Regardless of your methods, with enough time and effort, you can 
teach them to access their rage, to weaponize their ruthlessness, to 
stop holding back, to start enjoying violence, and, of course, to 
make them way more willing to kill others in the same way as what 
will happen with Zatanna. 
 
Keep in mind that this isn’t actual corruption. You can only bring 
out what was actually inside of them this whole time, so this talent 
doesn’t extend to making it possible to turn someone as kind as 
Superman into a tyrant, but you definitely could teach him to stop 
holding back and trying to spare others. 
 

 



 

Your Heart Resists (300 OP): With each victory, you'll feel it.  
The Omega Energy's corrosive influence, like a mocking tar 
flooding in your veins, eventually leading you to learn how good 
it feels to win… to conquer. The same will happen with the other 
competitors, causing the more vulnerable among them to become 
far more ruthless and willing to slaughter those who were once 
their allies and friends. 
Fortunately, this won’t happen with you anymore. By taking this 
perk, you acquire a complete, absolute immunity to any form of 
corruption that could affect your mind or soul, protecting you 
from the Omega Energy’s effects as well as any other corruptive 
influences you may encounter in other worlds.  
What a shame that you reject such a great blessing. 
 

 
Jumperfight (400 OP): Batman is an interesting cheater. He always 
strategizes to make sure he always wins, so it’s natural that Bruce 
tried to find loopholes in the rules and cheat. But he didn’t just 
cheat once. No, he cheated thrice: First, he tried to cut out all the 
villains from competing but this didn’t work thanks to Luthor; 
Second, he could bring one item from the outside with him into the 
tournament, but he cheated by secretly bringing an Apokoliptian 
Armor outfitted with a reprogrammed Mother Box; And third, he 
tried to use that same Mother Box to open a Boom Tube that would 
teleport him back home if he became inactive for too long. 

 



 

But he doesn’t make the rules. I MAKE THE RULES.  
 
Of course, I punished him, but, as he wouldn’t stop breaking my rules, I 
decided to offer him a deal. I’d return him to the tournament if he 
managed to beat my challenges that would test his mind and heart.  
I sent him to futures when his former Robins became better Batmen 
than him and forced him to challenge them in combat, all in order 
to get Batman, at his best. 
 
Normally, Bruce Wayne would be the only competitor who received 
this offer, but now I extend this deal to you, Jumper. 
 
If you lose one of the Rounds before the finals, you’ll receive a 
second chance to return the tournament at the Final Rounds, but 
you’ll need to face a similar challenge to the one Bruce would face 
in his own journey. 
 
You’ll be sent to forged worlds where you’ll have to face 
alternative versions of your beloved Companions in combat, more 
precisely, versions of them from futures where they inherited your 
mantle as Jumper and started their own Chains. They’ll be at their 
best, potentially even surpassing you, but I’ll make sure they’ll want 
to kill you.  
 
You’ll need to defeat each one of them or, if you’re as annoying as 
Bruce, you can try to find ways to help them and make peace with 
them. 
 
Eventually, I’ll send you to a final world: a world where the person 
you love the most, whoever they are, becomes a jumper that surpasses 
you in every possible aspect. This world won’t be a tragedy, but a 
happy false world where they still love you. This final test won’t be 
to win, but to see if you can ever admit defeat against an invincible 
foe. If you fail, you’ll count as having lost the tournament. If you 
win, then you’ll return to the Final Rounds, losing only the 
rewards, Perks and Items from the rounds you didn’t participate. Of 
course, you won’t remember about having to admit defeat. 

 



 

 
Post-jump, once per jump or decade, whichever comes sooner, this 
perk will automatically create eight false worlds to challenge you 
if you ever die. While my false worlds were meant to break you by 
causing you to face your own family, in this perk’s case, you’ll need 
to face variants of your foes that managed to defeat you in their 
timelines instead.  
 
If you manage to defeat all of them, you’ll come back to life a few 
seconds after your death, no matter how much time it took for you 
to complete this test. 
 

 
 
 

 
 

 



 

-General Items- 
 
Collection of the Fallen (50 OP): What happens with those who join 
the ranks of the fallen? The fallen contestants will be transformed 
into statues and stored in one of my false worlds for… later usage.  
If you want to do more or less the same with your enemies, then this 
is the option for you.  
By taking this item, for each significant opponent you defeat, you 
receive a statue representing them that will be stored in a special 
Warehouse attachment. You’re free to decide which opponents will 
be affected by this. Unlike the statues I create from the fallen 
champions, your opponents’ statues aren’t actually your foes, being 
merely decorative instead. 
 
That Board Game (50 OP): On the night when Darkseid would finally 
invade Prime Earth before the Quantum Quorum’s interference, the 
Trinity would be calmly playing a regular board game and spend 
time as friends, not colleagues or heroes. By taking this item, you get 
a copy of that very same board game. 
This is just a regular multiplayer, Justice League-themed board game 
where you play with dice, cards, and action figures of the heroes. 
You just need to roll the dice and try to reach the finish line before 
the other players, but there’s an overabundance of bat-themed 
power ups and, if you’re playing using the Superman action figure, 
each green space counts as Kryptonite and makes you go back a row. 
There’s nothing special to this game, but it’s a nice board game to 
play with your friends when you’re not saving or trying to destroy 
the world. 
 
 
 
 
 

 



 

Mega-Ark (200 OP): Three days before 
the tournament, the heroes started 
the largest evacuation plan ever 
undertaken. The world's most 
powerful companies, LexCorp, Wayne 
Enterprises, Queen Industries, and ten 
others, have united forces to create 
twelve gigantic spaceships named 
Mega-Arks, which were used to 

evacuate most of the surviving humans from the Prime Earth. The 
Mega-Arks are all fitted with adapted Brainiac's bottle technology 
to contain and preserve everyone and everything. As this advanced 
technology allowed him to make the most within the constraints 
of physical space, the Mega-Arks are capable of containing an entire 
city inside them with ease, maybe even a whole small country if 
comfort of the passengers isn’t a priority. 
Apparently, the thirteen most powerful companies of the world 
built a thirteenth Mega-Ark to serve as a backup, in case one of the 
twelve main arks was unable to operate. By taking this item, you 
receive this thirteenth Mega-Ark, as well as the blueprints to build 
more of them if you have the needed resources.  
Furthermore, if you have a powerful enough intellect, you could 
also use them to reverse-enginner Brainiac’s bottle technology for 
your own purposes. 
 
Dawnsday Knuckles (200 OP): Years ago, after he returned from the 
dead, Superman forged a pair of special knuckles in the Fortress of 
Solitude if he ever needed extra power to face greater threats.  
These knuckles are made using nigh-indestructible fabric bands, but 
what makes them special is the miniature suns raging contained 
inside the knuckles, angry suns taken from empty universes and 
made weightless thanks to esoteric science. 
This pair of knuckles isn’t a powerful weapon by itself, but any being 
whose power comes from the sun or the stars in some way will find 
themself receiving an absurd increase in power while wielding them. 
For example, the strength and speed of a Kryptonian wielding the 
Dawnsday Knuckles would be magnitudes above those of a similar 

 



 

Kryptonian without it. Unfortunately, the value of this incredible 
weapon is limited to those that can’t use the power of the sun or of 
the stars. 
 
Infant Heart of Apokolips (500 OP): A Heart of Apokolips is not just 
an infernal engine that runs on Omega Energy, but also a living, 
sentient, fourth-dimensional. I’m a completely mature specimen of 
my kind, but, naturally, I wasn’t born this way, having grown and 

developed over time. My only master is none other than the king 
himself, but, if you wish the servitude of a being like me, then I can 
offer you this option.  
 
By taking this item, you receive a recently born Heart of Apokolips. 
This Heart is in a completely immature state. no bigger than a 
regular human heart, being less than an embryo when compared to 
myself.  
 
When it first became aware of itself and its surroundings, the first 
thing it saw was you and, while a proper Heart would seek to test 
whoever is nearby, it automatically imprinted onto you instead, 
choosing you as its champion and becoming your faithful servant. 
Quite the shameful behavior I must say, but I’ll let it slide. 
 
As a Heart of Apokolips, this “baby” has two main abilities: terraform 
its surroundings to become akin the domain of Darkseid, such as 
causing its land to become fiery and sprout fire pits, and reshape 
reality around it to manufacture pocket dimensions and false 
realities. 
 
In its current immature state, its terraformation can only affect a 
few meters around it over the course of months. Meanwhile, its 
ability to shape dimensions is already very limited, as it can only 
create a small, empty pocket dimension that it can open portals to, 
being only useful to store some things. 
 
In order to utilize its abilities and grow, it must consume negative 
energy and emotions, but, while its “primary diet” would be Omega 

 



 

Energy itself, yours can channel and absorb any form of negative 
energy. Eventually, it’ll become fully mature and might even one day 
empower you to become something on par with a King Omega, but 
it’ll take several eons, even if you manage to find an energy source 
comparable to Prime Earth. 
 
Lastly, as a living, sentient being, this immature Heart technically 
counts as your Follower, but you could also import it as your 
Companion in future worlds. 
 

 
 

 

 



 

-The First Round- 

 
To welcome all the contenders, the Heart gives you each a miraculous 

vision. Every one of the contenders suddenly sees themselves win.  
Every single one of the contenders feels what it would be like to 

become the Heart's champion, the sole god, to have the universe bend 
to them, to have it re-formed around their ideas, their beliefs… 

 
You’re no exception to this, but just as quickly as it appeared, the vision 

vanishes, giving way to darkness. You find yourself waiting at the 
arena gates and, just like that, the tournament is upon you. 

 
Once the gates are open, you'll be in an arena filled with 

booby-trapped tiles and protected by demonic goliaths. Once all 
combatants exit their waiting rooms, one of the goliaths will drop 

their Hell Mace, signalling the start of the First Round. 
 

 



 

In the First Round, the goal is simple: you must cross the arena and 
reach a large glowing portal before it closes. Only the 32 first 

combatants to reach it will be qualified for the next stage. 
However, as mentioned before, the arena is filled with traps, ranging 
from tiles that will disintegrate you if you step on them to traps that 

will summon hordes of Omegademons. 
Surprisingly for you, the demonic goliaths will simply observe the 

contest, as they’ll only interfere if you cheat by attempting to cross 
the arena before the round starts. 

 
  -Reward: As your reward for winning the First Round, you’ll receive 
this round’s arena, the Apokoliptian Coliseum, as your fiat-backed 
property located somewhere of your choice in future worlds. While it 
won’t come with any of its traps and demons by default, this large 
coliseum is still an arena worthy of the New Gods themselves, being 
incredibly durable as any destruction caused by battles will be 
contained within its structure, without causing collateral damage 
on the outside if you don’t want to.  

 
-First Round Drawbacks- 

 
As Brutal as Him I (+100 OP): One could argue I respond to Omega 
Energy only and this wouldn’t be incorrect, but I also have my 
preferences when it comes to how the competitors fight. I love 
when the fighters fight brutally and, to encourage you to be brutal 
and cause enough carnage to entertain me in the First Round, I 
shall reward you with more Omega Energy. However, if you fail at 
satisfying me with your brutality during the First Round, I’ll keep 
rewinding this round until you satisfy me. The other competitors 
won’t keep their memories, only you. 
Furthermore, there will be more drawbacks like this one in the 
following rounds, but it'll take increasingly more brutality to 
satisfy and entertain me in the later rounds. In this First Round, 
merely killing some of the other competitors will be enough, but, in 
the Penultimate Round, you’ll need to torture your enemies in an 
incredibly painful and grotesque way. 
 

 



 

Absence of a Unified Goal (+100 OP): As you exit the gate, you would 
normally see a portal localized on the opposite end of the arena, 
but not anymore. Instead of a single, unified portal, there will be 
multiple individual portals scattered around the arena, a portal 
for each available spot in the Second Round, be it 32 by default, 64 if 
you have taken Extended Roster, or even 128 if you have taken 
Multiversal Expansion. 
 
Expanded Arena (+200 OP): I have devoted more resources in the 
construction of the Coliseum that serves as this round’s arena. As a 
result, the arena is now the size of a large city, with the portal(s) 
being hidden in a random location within it. This also means that 
the number of traps around the arena has been proportionally 
increased too. 
 
The Gladiators (+300 OP): In addition to the other contenders, the 
only other active enemies you’ll find in the arena are the 
Omegademons that can be summoned if one of you trigger the right 
trap, but, in order to increase the danger of this gauntlet, I shall 
create perfect replicas of some Apokoliptian New Gods such as Big 
Barda and Granny Goodness in order for them to specifically 
guard the portals and try to prevent any of the contenders from 
accessing them. While they’re essentially only soulless imitations of 
the original New Gods that act as mere extensions of my will, 
they’re still as powerful as the original ones. 

 
 

 



 

-First Round Perks- 
 
Trapper’s Sense (100 OP): This round's arena is filled with several 
traps, ranging from simpler ones like tiles that will disintegrate you 
if you step on them to even more refined traps like those that will 
summon hordes of Omegademons if triggered. 
There’s little visual indication of which tiles have traps and which 
ones don’t, but this isn’t a problem for you. You have a sixth sense to 
sense nearby almost any traps, as long as they aren’t hidden by some 
supernatural power. 
 
Like a Certain "Twinkle Toes" (200 OP): The other contenders might 
think you’re cheating, but I assure you this isn’t against the rules. 
Either because you have light steps or you’re simply lucky, you don’t 
trigger any pressure-based traps if you don’t want to, even if you 
should logically. You could literally jump on a landmine or a 
disintegration tile and live to tell the story. Keep in mind that this 
doesn’t protect you from a trap’s effects if someone else triggers it. 
 
Non Hac Vice, Brute (200 OP): This first round can be defined in a 
single word: chaos. Imagine tens and tens of heroes and villains, all 
together trying to reach the finish line while fighting each other 
and dealing with countless traps. This is what this round will be. 
Even someone like Batman won’t be able to pay attention to 
everything around him, so it’s very easy to end up being distracted 
and being attacked from behind. 
You would also be vulnerable for this, if it wasn't for this perk. You 
gained the ability to instinctively know when someone is going to 
sneak attack you, even when they’re actively hiding their presence 
with some supernatural ability. This “danger sense” won’t tell you 
how dangerous the attack is, who is the incoming attacker, or even 
from where the attack is coming from, but you’ll gain precious 
seconds to react properly. 

 
 

 



 

-First Round Items- 
 
Death Trap (100 OP): This round’s arena is filled with booby-trapped 
tiles, with the most notable to these traps being those that will 
simply disintegrate whoever steps on them. If you have seen how 
dangerous they are and decided to put your hands on them, then 
this item is for you.  
You receive a single disintegration pressure-triggered trap that you 
can plant anywhere you want. While its power is severely reduced 
outside the tournament, the trap can still deal considerable 
damage even to someone like Superman. Once triggered, the trap 
will destroy itself and you’ll receive a new one after a week.  
Furthemore, as this trap is made from Apokoliptian technology, you 
could study and reverse-enginner it to develop a way to 
mass-produce replicas of it or even discover other ways to 
weaponize its disintegration effect, that is, if you’re intelligent 
enough, have the methods and resources to do so, and, more 
importantly, don’t accidentally disintegrate yourself.  
After all, I’m not going to simply give you the blueprints to produce 
more of this kind of trap. 
 
Demonic Goliath squad (200 OP): This round’s arena is protected by 
three goliaths, colossal demonic-looking creatures with a height 
that likely exceeds 50 meters and physical attributes proportional 
to their massive size. Unlike Parademons, they have human-like 
intelligence and wield Apokoliptian melee weapons like maces and 
spears, as well as having physical abnormalities such as extra pairs 
of arms and multiple heads. 
Their duty in the First Round is to ensure the competitors will 
follow the rules and stay in the arena and would only attack on 
accident or if provoked first. Once this round ends, these demonic 
goliaths would simply be discarded, but it seems like you have a 
better idea of what to do with them. By taking this item, you become 
the master of three of such demons, with each one of them being 
absolutely loyal to you and counting as your followers. 
 

 

 



 

 
The Omega Horde (400 OP): The Parademons are the personal shock 
troops and loyal army of Darkseid, made from the victims from 
Earth or other planets that were captured and genetically 
modified. Considering that HIS conquest would continue until all 
the universe was under HIS banner, a new form of PArademon would 
inevitably come to existence: the Omegademons. 
 
The Omegademons hail from the farthest point in time, where 
Darkseid is at full saturation, being made from all species of life in 
the universe, not just from humans.  
 
The basic Omegademon isn't that different from the original 
Parademons, possessing a similar physiology with similar abilities 
and traits (like retractable wings, fire breath, the ability to absorb 
darkness-based energies to get stronger and creepier, above peak 
human condition, having technological weapons grafted in their 
bodies, and the ability to convert other defenseless beings into new 
demons), but Omegademons is far more advanced than their 
ancestors, to the point that a single likely could sweep the floor 
with a squad of Parademons with ease. 
 

 



 

Furthermore, another trait that makes them superior to their 
ancestors is their absurd adaptability. While regular Parademons 
always had the capacity to convert their shapes and forms for 
better and quicker mobility when aerial adaptation is inoperable, 
the Omegademons can adapt to basically any terrain and 
environment as they contain the biological data of countless 
different species that lived in all kinds of different environments, 
allowing them to adapt to anything from the deep ocean and fiery 
deserts to space itself. 
 
Even if you don’t end up being crowned their lord as the King 
Omega by the end of this tournament, you’re now the absolute 
master of a complete horde composed of around one hundred 
thousand Omegademons, capable of conquering most planets with 
ease under the right leadership.  
 
By default, your army will remain in stasis, stored in a pocket 
dimension waiting for your orders, and you’ll be able to open 
portals to summon and unsummon them at will, similarly to how 
this round’s traps can open portals to summon Omegademons. 
 
Lastly, your Omegademons count as your followers. 

 

 

 



 

-The Second Round- 

 
As soon as you cross the portal and win the First Round, you and 

other 31 champions will be teleported to a realm. A dimension that 
took eleven billion years to construct, but was carved inside a 

microscopic white hole, where time moves like light. A blink, and it 
exists, history and all. From your viewpoint, almost no time passed 

between rounds, with no rest and no pause for contemplation. 
 

Only the second challenge lies in front of you. 
 

To become King Omega in the Absolute Universe, Darkseid had to take 
power from his kind, that is, primordial beings and gods. Here, you and 

the remaining 31 contenders must do the same, but from your own 
kind, your fellow champions. 

 



 

 
Hidden throughout this realm are some of the most powerful items in 

the Prime Earth’s universe. This arena is nothing more than a 
graveyard of elder gods slain by Darkseid. The items lie in their ruins. 

When all the items are found, the Second Round is over. Whoever is 
holding an item at that time moves, while whoever is not dies. 

 
There are only 16 items hidden here and 32 champions (or more items 

and champions depending on your previous choices).  
Either way, by the end of this challenge, only half of you will remain.  

 
Like the rest of the tournament, there are no rules of conduct. 

Nothing matters but winning.  
And remember this rule above all: here, in this arena, if you follow the 

example of Darkseid, you shall be rewarded. 
  

  -Reward: As soon as the last item is found while you’re holding one of 
them, you shall receive your deserved reward. Your first reward is the 
very Object of Power that you put your hands on, with it becoming 
Fiat-Backed like any of your other possessions. As your second reward, 
you receive this Graveyard of Elder Gods, with it becoming a pocket 
dimension that you can teleport to and from at will. You can teleport 
other willing people to this world, but they’ll be teleported back to 
where they were previously if you exit this realm. Unlike the original 
realm that I plan to destroy as soon as this round is over, time flows 
normally inside your version of it and you don’t need to worry about 
any trace of the slain gods remaining there. 

 
-Second Round Drawbacks- 

 
As Brutal as Him II (+100 OP): To encourage you to be as brutal as 
possible and cause enough carnage to entertain me in the Second 
Round, I shall reward you with more Omega Energy. However, if you 
fail at satisfying me with your brutality during the Second Round, 
I’ll keep rewinding this round until you satisfy me.  
 

 



 

Now You See It, Now You Don't (+100 OP): The Objects of Power 
hidden around the entire arena would remain in the same place, 
waiting until the competitors manage to put their hands on them, 
which will cause most fights of this round to break out around 
them. This drawback changes it to add an extra element of … 
entertainment. Instead of staying in a single place, each Object of 
Power that isn’t currently in possession of one of the contenders 
will teleport to a random hidden location within the arena every 
three minutes, forcing those that were trying to acquire it to 
search for it again. 
 
Stolen From The Warehouse (+200 OP): When I cut off your access to 
your Warehouse, I had the chance to analyse what you stored there 
and I must admit your possessions definitely impressed me.  
So I decided to take a bit of advantage over your possession by 
creating perfect replicas of your most notable and/or powerful 
Items from your Warehouse that will become part of this round, 
replacing the regular Objects of Power from this local multiverse 
as the goals. Furthermore, if you win this round, then you’ll receive 
the replica of your own Item you put your hands on.  
 
The Dead Gods (+300 OP): As I mentioned before, this arena is nothing 
more than a graveyard of elder gods slain by Darkseid during his 
quest for absolute power. But gods are existences difficult to be 
fully destroyed. As a result of the necromantic energies leaking 
from one of the Objects of Power and invading the arena, the Elder 
Gods have been reanimated, but as mindless monsters that will 
aimlessly wander through the arena, attacking anyone in their 
path. While these Elder Gods are weaker than they were in life, each 
one of them is still incredibly powerful, far surpassing the usual 
power displayed by a Kryptonian, so you’ll also need to survive such 
powerful opponents while searching for the items. I advise you to 
avoid them as best you can. 

 
 

 



 

-Second Round Perks- 
 
Detector of Power (200 OP): In order to advance to the next round, 
the champions must find the powerful items hidden throughout the 
graveyard of elder gods, but this challenge gives some of them a 
quite unfair advantage. Some of the champions have some degree of 
connection to specific items and thus can sense where they are, like 
how Hawkman can sense the Claw of Horus and how Cyborg can 
sense the Mother Box.  
 
Meanwhile, others such as Lex, thanks to his suit containing more 
scanners than the most powerful military satellites combined, and 
the Kryptonians, thanks to their incredibly precise superhuman 
senses, are capable of mapping the entire landscape and see where 
every item is within seconds. 
 
You might not have an extremely technological power suit or 
godlike sensory abilities, but you’re not that far behind them. After 
being exposed to so many different powerful items during your 
journey, you’ve gained the ability to sense the location of objects of 
power around you by concentrating, as long as they aren’t 
deactivated or hidden by some supernatural power. 
 
The stronger the object is, the easier it’ll be to sense it. For example, 
you would be able to sense a sword that has a magical enchantment 
to make it slightly sharper if you’re in the same room as it, but you 
would be capable of detecting something like the Power Rings from 
several kilometers away. This ability becomes even more refined and 
powerful if you already have superhuman senses.  
 
Unfortunately, this doesn’t allow you to sense said object’s nature 
or properties. After all, power is power, regardless of its nature. 
 

 

 



 

Perfect Synergy (300 OP): There are so 
many powerful items with varied abilities 
and natures scattered around this 
round, with over thirty superpowered 
beings with similarly diverse abilities and 
natures searching for them.  
 
Naturally, the champions would wield 
these artifacts, resulting in some 
interesting combinations, some more 
effective than others, like Lobo injecting 

himself with Bane’s Venom, the Joker using Atom’s Bio-Belt, Harley 
temporarily acquiring access to the Speed Force, the Red Hood 
utilizing the Blue Beetle Scarab as a weapon, and Lex wielding the 
Black Lantern Ring. 
 
Of course, there were no guarantees that all of them would be able 
to wield every object of power in this round. Just imagine if Lobo’s 
Czarnian physiology caused Venom to be incredibly toxic to him. 
That’s something he didn’t stop to think, but he got lucky. 
 
Fortunately, this won’t be a worry or a problem for you. You can 
easily wield and even combine multiple powers and power sources 
without having to worry about incompatibility, regardless of their 
natures. You can be a demon and absorb the energy of an angel 
without it eroding your body from within or you could be blasted 
with the same bomb that gave Captain Atom his powers and get them 
too even if you’re already a Kryptonian. Any combined powers you 
have will always be the most optimal possible combination and they 
won’t weaken each other, like how a Yellow Lantern Ring would 
normally weaken a Green Lantern Ring. 

 
 

 



 

-Second Round Items- 
 
Bane's Venom (100 OP): To begin with the objects of power from this 
round, we have Bane’s signature strain of Venom, a highly addictive 
super-steroid that enhances the user's physical attributes tenfold, 
particularly their muscular build, strength, endurance, and speed. 
You receive a special container filled with a few liters of Venom, 
connected to tubes that directly inject it into the wearer’s body, 
enough for them to receive a boost similar to what Bane generally 
uses for hours. Your particular strain of Venom works in any 
biological-based living beings, regardless if they’re human or not. 
This container’s content refills over time, taking a week to be 
completely refilled. 
Lastly, keep in mind that Venom has a series of disadvantages, like 
being generally addictive, its overuse inducing feral rage, and 
using it over an extended period of years might lead to permanent 
damage to the user’s body. 
 
Soultaker Sword (100 OP): Forged by the legendary swordsmith 
Muramasa in the 14th century, the Soultaker Sword is an incredibly 
high quality weapon, to the point that it’s durable enough to 
deflect a Kryptonian’s basic heat vision.  
Despite this, what makes this sword special is its capability of 
extracting the souls from those that it kills and permanently 
trapping them within its blade. The wielder of the sword can then 
communicate with any imprisoned spirit. Furthermore, thanks to its 
mystical origin, its attacks also count as magic, so it can bypass a 
Kryptonian’s resistance and penetrate their skin. 
 
Thor's Hammer (200 OP): Yes, it’s Mjölnir, but not like that other 
Mjölnir with the worthiness enchantment. The Mjölnir you’re 
acquiring here is a more regular divine weapon of the  Old Gods, 
being incredibly high quality to the point that it’s worth to be 
wielded by the likes of Wonder Woman and even Superman. The 
hammer still contains a portion of Thor’s divinity, allowing for its 
wielder to their attacks with massive amounts of electricity.  
 

 



 

Bio-Belt (200 OP): Also known as Atom's Belt, the Bio-Belt originally  
created by the physicist Ray Palmer combined matter from a White 
Dwarf Star Fragment and access to another dimension called the 
Mass-Zone to allow its wearer to manipulate their own size, mass, 
and density at will.  
By wearing it, you can shrink up to a subatomic size or enlarge to 
gargantuan proportions, to the point that even Giganta would 
look small compared to you. You can also use the belt to make 
yourself immaterial or incredibly dense and heavy. Lastly, you can 
also invert the mineral powering the belt, allowing you to fire its 
energy as a growth/shrink ray to temporarily affect whomever or 
whatever is in its line of sight. You’ll also receive a simple manual of 
instructions to learn how to properly control the belt, as well as 
learn how to not end up lost in the subatomic realm or collapse 
into a black hole accidentally. 
 
Lasso of Truth (200 OP): You managed to put your hands in one of 
the most sacred relics of the Amazons, the Lasso of Truth, given to 
them by the Goddesses and bestowed upon Diana after she became 
Wonder Woman. Forged by Hephaestus and empowered by the Fires of 
Hestia, the Lasso's most notable power is to compel anyone ensnared 
by it to speak the truth, but it also has several other abilities 
related to the concept of Truth.  
Some examples of such abilities include, but aren't limited to: 
shattering divine/magical illusions, restoring lost memories, 
erasing magically or telepathically implanted false memories, 
enabling telepathy, translating languages, sharing memories and 
emotions, and forcing shapeshifters to their base forms. 
Furthermore, the lasso is said to be physically unbreakable and 
infinitely elastic, to the point that only a being beyond a regular 
god or a particularly powerful anti-divine attack would damage 
or even destroy it. 
 

 

 



 

Cosmic Rod (200 OP): You receive the signature weapon used by the 
Starman legacy, the Cosmic Rod (or also called the Cosmic Staff). 
The Cosmic Rod is a powerful device that absorbs stellar energy and 
uses it to create a wide range of abilities, like projecting yellow/red 
stellar energy blasts, utilizing focused energy to defy gravity and 
allow flight, generating force fields (useful to protect against 
atmospheric damage in high velocity flight), and emitting heat 
capable of melting steel.  
Furthermore, the staff can attune itself to its current wielder, 
allowing them to control it remotely through mental commands 
from certain distances. However, it takes a considerable amount of 
time for it to become attuned to someone else if you want to switch 
whoever is its current wielder for some reason. 
 
Genie Pen (300 OP): Could it be a Jumper and genie team-up I foresee? 
You receive a magic pen containing a mindless, construct-like 
replica of Yz, the thunderbolt-shaped Genie who is actually a djinn 
from the 5th Dimension.  
By clicking the pen’s top, you’ll summon the genie and it’ll obey all 
of your wishes, using its reality manipulation abilities (which can 
affect up to an entire town, as I didn’t manage to properly replicate 
the original djinn’s powers) to grant them. Better saying, it’ll obey 
all of your wishes… but following a strange set of laws. 
For example, the genie will always follow your orders to the letter, 
to the point it'll interpret slangs and euphemisms literally. Any 
order you give to the genie must also be in the language which is 
most spoken in whatever country/region you’re currently in and 
your wishes can’t kill anyone… directly. Lastly, due to its electrical 
nature, the genie also has some weaknesses, like vulnerabilities to 
water and to be grounded for example. 
 
Claw of Horus (300 OP): During the reign of Ramesses II in the 19th 
dynasty of ancient Egypt, a downed Thanagarian space ship crashed 
in the desert and, utilizing the Nth metal recovered from it, the 
Lord of Order Nabu created the Claw of Horus, which you now 
acquired here.  

 



 

The Claw of Horus is a war gauntlet that gives the wearer the 
striking force of a planet drawing its power from the Earth's 
magnetic field (or other planets' magnetic cores if you aren't in 
Earth), being capable of hitting hard enough to damage even the 
likes of Superman. The gauntlet can also shoot high powered energy 
blasts, powerful enough to destroy a street in a single blast using 
that same power source. Lastly, the claw can disrupt other forms of 
Nth Metal, essentially rendering technologies and some artifacts 
made of it inert. 
 
Speed Force Ring (300 OP): As one of the Seven Forces of the 
Universe, the Speed Force is a cosmic energy field and force based 
around velocity and movement, being the very cosmic force that 
pushes space and time forward. Despite its cosmic importance, this 
force is more known on Earth for granting all speedsters their 
power. And now you can also have this power. 
 
You receive an unique ring that contains a limited but independent 
portion of the Speed Force. While wearing it, you’ temporarily 
become a Speed Force conduit (or a speedster if you prefer this term), 
granting you superhuman physical characteristics, mainly giving 
you the ability to run and react at absurd speeds, as well as 
boosting your mental capacities and allowing you to process 
information at an unnaturally fast rate. 
 
You'll also be capable of using your super speed to manipulate and 
control airflow, as well as vibrate your body to become intangible 
and phase through material barriers. With enough experience, you 
might even achieve some degree of electrokinesis due to the energy 
of the Speed Force, such as projecting it as power arcs and blasts. 
Normally, speedsters in their prime can travel much faster than the 
speed of light, but, as you aren't a true conduit connected to the 
greater force, you won't reach their level, being incredibly slower 
than true speedsters, which also means you won't have any access to 
the speedsters’ more advanced abilities, like time manipulation. 
 
 

 



 

God Killer (300 OP): The Lasso of Truth isn't the only divine weapon 
forged by Hephaestus that is available to you here. By taking this 
item, you receive the God Killer, a shapeshifting weapon imbued with 
eldritch energy and made specifically to fight and slay gods and 
other divine beings, being capable of bypassing their immortality 
and even of absorbing their memories. 
The God Killer has the ability to shape-shift depending on the user’s 
own thoughts and instincts, capable of assuming the form of any 
kind of melee weapon, with its default form being that of a sword. 
It’ll imbue the user with its energy to empower them, but it’ll often 
influence the user’s thoughts, guiding and partially controlling 
their actions but only in battle fortunately.  
The weapon can also absorb the force of attacks (regardless if 
physical, magical or divine) by blocking them and then unleash it 
with twice the impact, as well as being capable of unleashing vastly 
powerful shock blasts with decimating effect. 
Furthermore, you'll be capable of magically recalling the weapon 
to your hand and, if it's ever shattered or somehow broken, the God 
Killer can repair itself. 
Lastly, the version of the God Killer you’re receiving is the original 
one, before any technological alterations done by Lex Luthor and 
others. 
 
Blue Beetle Scarab (300 OP): After a war with the Green Lantern 
Corps ended in a draw and a peace treaty was signed, the alien 
species known as the Reach had to resort to less direct methods of 
conquests to keep adding new planets to their empire. They created 
a series of technorganic, parasitic living weapons called Scarabs, 
where they’re meant to infiltrate a world, take over one of its 
natives, and then weaken it from within. 
The Reach also sent an infiltrator Scarab, designated Khaji Da, to 
Earth, but, after it was damaged by a Green Lantern and infused with 
magic, it lost the capacity of overwriting its host’s mind and lost 
connection with the Scarabs’ hive-mind, allowing its artificial 
intelligence to develop free will and sentience by itself. 

 



 

By taking this item, you receive a perfect replica of Khaji Da (with a 
color of your choice if you don’t like blue), already fully awakened 
and repaired. 
 
Similar to the rest of the Reach’s Scarabs, your Scarab is capable of 
bonding to a living host, albeit it won’t overwrite their free will 
and personality. Once bonded, the Scarab possesses several different 
abilities, to the point it’s arguably a weapon as versatile as a Green 
Lantern Ring. 
 
Some of its capabilities include, but aren’t limited to: creating a 
distinctive suit of armor (or parts of it) and a wide array of 
advanced tools and weapons through nanotechnology; 
connecting with the host's nervous system to communicate with 
them telepathically; tracking anything which produces energy 
(regardless if it's biological, technological, or mystical in nature); 
scanning living beings (allowing it to detect any major physical 
condition, identifying metahuman's abilities, analyzing 
thought-patterns, and even identifying energy signatures); 
concealing itself; modifying the host's body; creating clothing; 
creating pair of wings or jet engines to enable flight; creating 
energy shields, and manipulating energy. 
 
However, what makes the Scarab an incredibly terrifying weapon is 
its capability to adapt and develop countermeasures against 
various types of threats and obstacles, both offensively and 
defensively. For example, it can tailor its blasts for use against 
specific opponents (like Kryptonite radiation against a Kryptonian 
or a suppression blast against a mob) or utilize anti-magic against 
magical opponents. 
 
It takes a considerable amount of time for the Scarab to adapt after 
first encountering said threat, but the time needed to adapt against 
something is reduced with more exposure to it. It can even develop 
adaptations against esoteric and exotic threats and defenses but, 
the more complex it is, the more time it’ll take for it to adapt 
against them. It could even develop countermeasures that can take 

 



 

on the Spectre himself, but it would likely take centuries of exposure 
to reach this level. 
Lastly, as the Scarab is a symbiotic, sentient being, it’s up to you to 
decide if it’ll count as a regular fiat-backed item or a follower. 

 
Mother Box (400 OP): Normally, I'd offer you an 
Apokoliptian Father Box, but the champions in the 
tournament have more familiarity with the Mother 
Boxes, so I preferred for it to be one of the objects of 
power for this round and one of the items I offer you 
in this section. 
 
The Mother Boxes are sentient, autonomous, highly 
developed, godlike supercomputers made from 
Element X and typically utilized by the New Gods of 
New Genesis, who respect them but still view them as 
common appliances.  
 

Thanks to their access to the energy of the Sourcer, they possess 
several wondrous powers and abilities that not even the gods 
completely understand them, ranging from energy manipulation, 
telepathy, and healing to teleportation (by summoning Boom Tubes), 
merging sentient beings, and evolving non-sentient machines. It’ll 
likely take a lot of experimentation until you discover everything 
your Mother box is capable of, but, as it’s a sentient being capable of 
communication with access to all the knowledge of the New Gods, 
it’ll be willing to help you in this quest. 
 
Lastly, while you theoretically could have access to the blueprints 
and instructions related to the construction of the Mother Boxes, 
building new ones requires an absurd amount of knowledge, skill 
and resources, as well as Element X and access to a similar enough 
replacement to the Source's energy. 
 
 
 
 

 



 

Worlogog (400 OP): You receive the Worlogog (also called the 
Hourglass of the Gods), created by Metron and made from Element 
X, being a time-spanning engine and an exact working model of the 
entire space-time continuum in miniature, and maps everything from 
the Big Bang to the Omega Point. While the original Worlogog 
could be used to bend time and space, effectively turning its wielder 
into something akin to a god, yours is greatly weakened, but still 
incredibly useful. 
With the Worlogog in hand, you'll be able to teleport to anywhere 
in the local multiverse you’re in, as long as the access to the 
desired destination isn’t blocked by some supernatural force. It can 
also be used as a regular map if you want to, as well as allowing you 
to navigate through the timestream if you have some method of 
time travel.  
 

 

 



 

 
Omega Sanction (500 OP): The reward for the one who followed 
Darkseid's example by having their hand cut off and sacrificing 
their own life is nothing less than the one mystery item, that is, the 
power of Darkseid himself, the Omega Sanction. 
 
As you haven’t followed Darkseid's example and instead simply spent 
a large amount of Omega Energy, you receive a modified version of 
the Omega Sanction, taking the form of a hand-sized red energy orb 
with an Omega symbol.  
 
By absorbing it, you (or someone else with your permission) will gain 
the ability to fire concentrated Omega Beams from your eyes, which 
can lock on its target to ensure it never misses. You'll also have an 
absurd control over these beams' trajectories, allowing you to 
pinpoint control them to make it travel in straight lines or bend, 
twist or curve around corners. 
 
The beams are insanely powerful, as they can easily disintegrate even 
undead elder gods and Kryptonians, and are fast enough to catch 
speedsters. However, they’re not only destructive, but they can also 
be used as a form of punishment or torture.  

 



 

When you kill a living being with the Omega Beams, you can trap the 
victim’s consciousness, either within this power or in an external 
crystalline sphere, putting them in stasis. Any being destroyed and 
sealed this way can be recreated by you with a single thought. 
 
Furthermore, instead of just putting trapped souls in stasis, you can 
choose to torment them by activating the actual Omega Sanction 
ability (also known as the "Death that is Life" or "Life Trap"). This 
ability, when inflicted on an individual, traps them in an endless 
succession of synthetic lives within their own mind, each one more 
degrading and hopeless than the last, lasting for as long as you 
want. 
 
Lastly, while your personality will become a bit more arrogant and 
ruthless while you have this power within you, you don’t need to 
worry about any lasting corruption due to the Omega Effect or 
about the trapped minds managing to influence you in any way. 
 

 

 



 

 
Collection of Power Rings (1000 OP): As one of the Seven Forces of 
the Universe, the Emotional Electromagnetic Spectrum is an energy 
field that is fueled by the emotions of all sentient beings, divided in 
seven different colors that represents the seven fundamental 
emotions. Over the eons, many different factions have tapped into 
different aspects of this power source for their own purposes.  
 
The most well known faction that did this is the Green Lantern 
Corps, an interstellar police force whose enforcers utilize rings 
powered up by the green light of willpower, but there are many 
other similar corps utilizing their own rings. 
 
These Lantern Rings are extremely advanced pieces of technology, 
with each type of Power Ring having been made to harness one of 
the aspects of the Emotional Spectrum. By taking this item, you 
receive one of each Power Ring, including two special ones that are 
far more powerful than the main seven rings.  
 
Your Power Rings aren’t exactly the same as the ones used by their 
respective corps, as they were all modelled after the Green Lantern 
Rings’ blueprints, so they all share the same basic traits and abilities. 
They all come with an onboard computer with a simple A.I. installed 
on them, are controlled via thought, and can translate alien 
languages (but it takes some time when it comes to uncatalogued 
languages). 
 
By using the power of the Emotional Spectrum, all rings are capable 
of flight faster than sound while within an atmosphere, FTL 
interplanetary travel while in space, projecting energy blasts, 

 



 

creating hard-light constructs at the speed of light, and 
generating extremely durable energy fields capable of protecting 
people from damage and environmental hazards.  
 
Each one of the nine rings will have their energy reserve, with you 
being able to use them as if you were akin to the basic Lantern 
Corpsman even if you lack the necessary “emotional power” to wield 
it. If you actually have one of the required emotional powers (and 
enough imagination), then you’ll be able to utilize its respective 
ring to its full capability or even strengthen it by channeling more 
and more of your emotions. As you’re paying a special price, you also 
don’t need to worry about being influenced by any light’s powers 
or about being controlled by the entity that embodies it, like how 
an Orange Lantern Ring would completely dominate its user 
normally. 
 
Each ring will also come with its own Power Battery (technically a 
generator because it’ll keep generating its energy even when away 
from this local multiverse) for its respective color to recharge 
them whenever its charge gets low, something that will happen at 
least once a week if you use it regularly or far more frequently if 
you overuse it. 
 
The nine rings you receive and their colors and emotions are: 

●​ Green: The light representing the emotion of Will, wielded by 
those who have an indomitable will that can overcome great 
fear. While this light doesn't have any unique abilities (aside 
from being capable of synthesizing a weaker form of Green 
Kryptonite), the constructs generated by it are the best of all 
of the lights, being stronger, more durable, more detailed, and 
longer lasting. Essentially, a Green Lantern can create any 
particular item or construct that they can imagine as long as 
they have the willpower necessary to will it into existence. If 
its wielder has enough willpower, they can also create truly 
permanent constructs. 
 

 



 

●​ Yellow: The light representing the emotion of Fear, wielded by 
those who are capable of instilling great fear in others or of 
feeling extremely great fear. This light's unique ability allows 
this ring user to empower their own constructs based on their 
awareness of the fear of their opponents. This allows them to 
create the energy constructs of an opponent's worst 
nightmare. Also, once that fear is exposed, the ring's ability 
allows the wielder to amplify the fear to the point of 
irrationality and true horror on the part of the victim and 
conversely empowering the ring wielder. 

 
●​ Red: The light representing the emotion of Rage/Anger, 

wielded by those whose rage and hatred took over them. This 
light's unique abilities allows its user to fire blasts of 
rage-energized blood and vomit plasma, which has been 
described as napalm and acid mixed together, with its flames 
burning even in space. This ring can also absorb the rage of 
others to empower itself and it can be used to discern the 
motivating factor behind the wrath of any rage-filled 
individual it comes in contact with. As an added bonus, as this 
isn’t the magic-based Red Lantern Ring created by Atrocitus, 
the ring won't assume the functions of its wielder’s heart, so 
they’ll be able to safely remove it at any time. 

 
●​ Orange: The light representing the emotion of Avarice/greed, 

wielded by those who were twisted by their greed. This light’s 
unique abilities fit its emotion perfectly. First, it’s capable of 
absorbing basically any form of energy, primarily the energy 
of constructs of other ring wielders. Second, by killing a 
living being, the ring can absorb their life force, becoming 
capable of creating an energy avatar of them, literally 
stealing their identity postmortem. This avatar is an avarice 
corrupted version of the victim’s former self, possessing no 
thought pattern besides the insatiable greed, but still 
remaining completely under the control of the ring wielder. 
Lastly, the orange light normally corrupts whoever wields it, 

 



 

but you don’t need to worry about this as you’re paying a 
special price.  

●​ Blue: The light representing the emotion of Hope, wielded by 
those who can bring hope for the future to others, when they 
have lost all of theirs. The blue light is the most paradoxical 
of them all, being simultaneously the weakest and the 
strongest of the Spectrum, as it needs to be in the presence of a 
user of the green light of willpower in order to fully work. 
The primary function of any Blue Lantern Ring is the capacity 
to re-energize and supercharge the powers of a nearby Green 
Lantern ring, but it can also augment other rings if its 
wielder willingly wants to. Furthermore, the blue ring also 
has the capability to heal the worst of physical injuries, like 
regenerating entire limbs. 

 
●​ Indigo: The light representing the emotion of Compassion, 

wielded by those with great compassion for other beings. This 
light enables its wielders to emulate the energies of the other 
lights and copy their unique powers when they are in close 
proximity to them. Additionally, other unique abilities are the 
capacity to teleport across interstellar distances and to 
exorcise dark energies from living beings. As you aren’t a 
member of the Indigo Tribe, you weren’t a merciless killer that 
was brainwashed by your ring to feel compassion. 

 
●​ Violet: The light representing the emotion of Love, wielded by 

those who are capable of great love, even those who have lost 
their loves or have been rejected. This light has the unique 
power to crystallize others, being powerful enough to 
crystallize even an entire planet in a limited amount of time. 
This violet ring can also induce a form of mind alteration, by 
presumably filling a hole in one's heart with the power of love, 
essentially brainwashing them to become closer to the 
mindset of the Star Sapphire Corp's members. It can sense when 
eternal love anywhere in the galaxy is in jeopardy too. 
Additionally, as your violet ring is built based on the 

 



 

technology of the green rings, it doesn’t have a fragment of 
the Star Sapphire inside it and works independently from it. 

 
 

●​ Black: Outside of the Emotional Spectrum, there is the total 
absence of emotion and of the life that creates it. In other 
words, this is the “light” representing Death. The main power of 
the Black Ring is the ability to reanimate corpses into 
zombie-like undead beings, which will have all the memories 
and abilities they had in life, but they'll lack their souls and 
will be completely under the control of the ring wielder. 
Entities animated by a Black Ring's power can spread their 
taint to the other living beings through multiple bites and 
scratches, in a very stereotypical zombie fashion. The black 
rings are also capable of scanning a being's current 
emotional state and, once their emotions reach their peak, the 
wielder can simply rip the heart out of their chest and 
convert them into a new undead servant. Additionally, the 
ring user can generate a light devouring field of depleted 
photons which absorb energy in general and greatly weakens 
(or even entirely negates) the power of other lights. Lastly, 
your ring has no connection to Nekron, so you won’t be 
controlled by him while wielding it and it can be used to 
summon the death entity. 

 
●​ White: If there is darkness, then there must be light. Before the 

seven lights that compose the Spectrum were split, there was an 
unified light that comes from all living things, the one that 
represents Life. As the unified light, the white light has all the 
abilities of the seven other lights, but strengthened to a 
whole new level. For example, like the blue rings, a white ring 
can also heal others, but its healing is so powerful that it can 
even resurrect the dead in some instances. Thanks to its 
connection to all life, this ring also allows its user to see the 
footprints of life and see the past and present conditions of 
all life in a limited area around the user and even the "souls" 
or essence of those who have recently died. Lastly, any bearer 

 



 

of this white ring won’t become a servant to the Life Entity 
and will keep their free will intact. 

 
Lastly, if any of your rings is lost or destroyed, you’ll receive a new 
one at the start of the next jump or after ten years, whichever 
comes sooner. 

 

 



 

-The Third Round- 

In this phase, the one-on-one battles of the tournament between the 
champions finally start.  

 
To advance to the next level, you must engage in a contest of 

hand-to-hand combat. Best two out of three wins. The only way 
forward is to fight. There are no peaceful solutions for this third 

challenge. 
 

However, the battles aren’t just regular combat, as there are some 
special rules in effect. First of all, the locations where the three 

fights will happen are false realities forged by the Heart, made to be 
copies of places with some relation with the combatants. 

 
The first two battles will take place somewhere that gives advantage 

to one of the two combatants, while the third fight, if it happens, will 
happen in a neutral arena. 

 
Furthermore, from the second fight onwards, both participants can 
gain access to different forms of themselves with different powers. 

From accepting a form they once had in their past, versions of 
themselves from the future, or an alternative version of themselves 

from another world with a rather large variety to choose from. 
 

From this selection of possible forms, they must choose one that will 
ensure their victory. 

 



 

In your case, as you don’t actually have any alternate variants of 
yourself in this local multiverse naturally, you’ll instead be given the 

option of choosing any of your other Alt-forms in addition to a 
considerable number of new ones based on variants you could have if 

you were actually part of this universe.  
Some of these new variants could be older/younger versions of you, a 

version of you who joined one of the many heroic groups, or even 
your variants from the Dark Multiverse, but, regardless of the 

circumstances, don’t expect gaining any extremely powerful form 
(like a form comparable to Superman Prime from the 853rd Century), 

unless you’re already at or close to this level of power. 
 

Normally, you’ll need to fight only a single opponent in this third 
challenge, but, if you have taken the Extended Roster drawback, then 

you’ll need to fight two opponents in the Third Round instead as a 
result of the increased number of champions. 

 
  -Reward: The only way forward for you was to fight and you 
followed this perfectly. As your reward for winning the one-on-one 
phase of the tournament, all the new Battle Forms you gained to use 
during the fights will become new Alt-forms you can freely transform 
into post-jump. As an added benefit, you don’t need to worry about any 
possible mental change from using these new forms, as your mind and 
personality will remain intact even if you transform into a version of 
yourself from the Dark Multiverse. 
 
 

 

 



 

-Third Round Drawbacks- 
 

As Brutal as Him III (+100 OP): To encourage you to be as brutal as 
possible and cause enough carnage to entertain me in the Third 
Round, I shall reward you with more Omega Energy. However, if you 
fail at satisfying me with your brutality during the Third Round, I’ll 
keep rewinding this round until you satisfy me.  
 
Best of Five (+100 OP): In order to generate more Omega Energy (and 
consequently even giving you more Omega Points), I decided to 
modify the rules of this round. Instead of following the rule of best 
of three, you and the rest of the contenders will now need to win 
three out of five battles to achieve victory. 
 
Far From Home (+200 OP): Your very presence as an outsider that 
knows more than you should is already unfair to your opponents, 
so, in order to level the playing field a little, you’ll always have 
some kind of home disadvantage in every battle.  
For example, the two first battles could take place in a place that 
gives advantage to your opponents, while the neutral arena in the 
last battle will have some negative effect on you. Regardless of the 
exact disadvantages you’ll have to endure, it’ll never be something 
that will doom you, but it’ll definitely make things harder for you.  
 
Omniversal Catalogue (+300 OP): The natives of Prime Earth will 
only have access to alternative forms of themselves from this local 
multiverse. Not only because to make things fair, but also because my 
powers don’t extend to beyond it, but this was before I hijacked your 
connection with the greater multiverse. Thanks to the Jumpchain 
System, all the contenders will be able to choose Battle Forms from 
beyond the local multiverse, basically from any iteration of them, 
be it from movies, animated universes, or even crossover universes. 
This also includes alternative forms of them from a dark corner of 
the multiverse that most call it “Fanfictions”.  
Thanks to this, most of the champions will gain access to forms far 
more powerful than their usual alternative selves. Fortunately for 
you, with so many new unknown forms, your opponent probably 

 



 

won’t have enough time to explore them and pick the strongest 
ones, unless you’re unlucky or they’re too lucky. 

 
 

 



 

-Third Round Perks- 
As mentioned earlier, from the second fight onwards, both you and 

whoever your opponent is will gain access to different forms of 
themselves with different powers.  

These “battle forms” can be a form you once had in the past, a form 
you might have in a potential future, or even an alternative version 

from another world.  
Considering your background as a Jumper, you'll have a very large 
variety of forms to choose from, but, if you think this isn't enough 
for your needs, then this section is for you, as all the perks in this 

round somehow enhance this round’s gimmick.  
For the duration of this round, each one of these perks can only be 
used once, as I’ll let you utilize the loopholes in my rules once but I 

won’t let you abuse my kindness repeatedly. At least, all of these 
perks grant some benefit in future worlds you might visit. 

 
The Warrior Sisters (100 OP): In her ideal form, Wonder Woman has 
her warrior sisters at her side and so she was allowed to bring 
replicas of them in combat, after all, Apokolips appreciates females 
and their fury. The Amazon Enforcer has her Warrior Sisters, and, in 
a way, so do you. As a Jumper, you’re not a lone wolf, as you have your 
classical eight Companions in your ideal form too. 
In one of your transformations in this Second Round, you can set it 
to be your “Ideal Form”, allowing you to summon any eight of your 
Companions to fight alongside you. In future worlds, you’ll be able 
to teleport any Companion to your current location as long as 
they’re in the same universe as you and, post-Spark, you’ll gain the 
ability to summon them from anywhere in the Omniverse. 
 
Champion of the Divine (200 OP): There are many champions who 
wield godlike and primordial powers. How can you stand up to 
opponents so powerful? Fortunately, there’s a way for your prayers 
to be answered by a god. 
Instead of choosing an alternative battle form, you can enter in 
contact with a deity (or any similarly godlike/divine being) you’re 
at least somewhat friendly with (or a deity that is owning you some 

 



 

favor) in order to become their champion and receive their power, 
in the same way as Hawkman was blessed by Horus.  
You can choose any god from any world you visited in the past and 
you don’t need to worry about any side effects or prices such power 
would normally come with. The power boost and potential abilities 
you will acquire from this depends on who is your chosen deity, so 
make your choice carefully. 
After the tournament ends, you’ll keep a connection with this deity, 
allowing you to communicate with it and receive its power again, 
however said god won’t be forced to grant their power to you. 
Depending on who they are, they might be willing to grant you 
their power indefinitely with no price attached or they might ask 
you to do something for them in exchange of temporarily receiving 
their blessing, like spreading their word to new people or following 
their teachings for example. 

 
Borrow Some of Your Magic (200 OP):  
Imagine you're just a clown-themed 
ex-criminal, and your opponent is none 
other than the world's strongest magic 
user. How do you level the playing field? 
It’s simple, you borrow some of their 
magic. After all, I said you could choose a 
battle form, but I never said it needed to 
be yours, so technically it’s not against 
my rules. 
Instead of choosing one of your 
Alt-forms, you can now instead choose an 
alternative form of your opponent, 

essentially gaining their powerset (and outfit) in exchange of 
temporarily losing yours, in the exact same way as Harley chose one 
of Zatanna’s forms in their battle.  
As an added bonus, if you win this round, this stolen form will also 
become your Alt-form, but you’ll only be able to access its abilities 
while transformed in their form… unless you have a way to merge 
your multiple forms. 
 

 



 

 
I Am All Power (400 OP): During their third battle, Superman refused 
to change his form in order to remain himself as he justified. 
Meanwhile, Captain Atom refused to be limited to choosing one 
form, so he chose all of them at once. 
 
This way, by combining the power of all of his selves, Captain Atom 
became something extreme. While what he tried to do with such 
power was cheating and, after that, I wouldn’t let anyone else dare 
to do this, I’ll turn a blind eye if you purchase this perk. 
 
You’ll be able to combine all of your multiple alternative forms into 
a single one, granting you power greater than the sum of its parts. 
Considering your true nature as a Jumper, it’s likely you end up 
becoming far more extreme than Captain Atom in that state. 
Alternatively, if you have the ability to clone/divide yourself 
somehow, you can choose for your multiple alternative forms to 
manifest as your clones instead of merging them all, like how the 
Swamp Thing was capable of. 
 
In future worlds, you’ll not only keep your access to this ultimate 
form, but you'll be able to merge your Alt-forms however you want. 
You’ll also keep the ability to transform your clone/extensions of 
yourself into your other Alt-forms if you have such power. 

 



 

-The Fourth Round- 

 
In the split second before the next round begins, I show you and the 
remaining contenders that vision once again. A vision that shows 

what the universe could be if you win. 
Be this ideal universe a shining society of harmony, a techno-utopia, a 
world aglow with truth, a grand sculpture of will, a dark wonder, a 
kingdom of peace, or even nothing more than a black, laughing void. 
Regardless of its nature, what you saw is an universe bent toward you, 

shaped by you, that is, if you take the crown and keep it. 
 

Welcome to the Fourth Round and to the doubles phase of the 
tournament. 

 
In pursuit of victory, Darkseid occasionally allied himself with 

unexpected beings. So for this battle, you will fight in teams. Each of 
you must choose a partner. Not among yourselves, but among the 

fallen champions. 
 

 



 

However, the one among the champions who generated more Omega 
Energy than the rest will get to choose a partner from all realms of 

reality within the local multiverse. If this champion is you or someone 
else, it’ll depend on your performance in the previous rounds. 

 
If you aren’t that special champion, then the choice stands before you.  

You can choose a former foe or an ally. 
You can choose for wisdom, strength, or chaos.  

But choose quickly, or the choice will be made for you. 
 

Normally, you’ll need to fight only a single team in this fourth 
challenge, but, if you have taken the Multiversal Expansion drawback, 
then you’ll need to fight two teams in the Fourth Round instead as a 

result of the increased number of champions. 
 

  -Reward: Did you choose your partner merely to give them a 
second chance or to somehow use them for your own benefit?  

If you’re aiming to win the tournament, to be like him, then there’s 
only one right answer. Either way,  the days of taking advantage 
over them haven’t finished apparently, as you’ll be able to take your 
Partner for this round as they’ll decide to follow you along your 
Chain, with them becoming your Companion for free.   
Furthermore, as a bonus, you can take the Fiery Pit that served as 
this round’s arena, with it becoming a Warehouse Attachment. This 
arena is essentially a large lake of magma, with multiple giant 
pillars of stone around it. Unlike the previous arenas, this one 
doesn’t have any special property. 

 
 

 



 

-Fourth Round Drawbacks- 
 

As Brutal as Him IV (+100 OP): To encourage you to be as brutal as 
possible and cause enough carnage to entertain me in the Fourth 
Round, I shall reward you with more Omega Energy. However, if you 
fail at satisfying me with your brutality during the Fourth Round, 
I’ll keep rewinding this round until you satisfy me.  
 
Competent Alliances (+100 OP): Among all the Fallen Champions, 
Cyborg decided to pick Connor Hawke, a completely mundane 
human, to be his partner in the battle against Wonder Woman and 
Big Barda. Meanwhile, Aquaman chose Hawkman, the same opponent 
who he defeated almost effortlessly in the previous round. 
As you can see, many of your possible opponents in this round won’t 
choose the best possible partner, or even good partners at all. 
However, this won’t be the case of your opponent(s). Whoever 
they’re, it’s granted that they’ll pick one of the best possible 
partners for them, someone who is both competent and powerful 
whose skills and abilities have a good synergy with them. 
 
Best of Three (+200 OP): Normally, the Fourth Round would be a 
single fight, but, in order to generate more Omega Energy, this 
round will now follow the same rules as the Third Round.  
In order to achieve victory, you and the rest of the contenders will 
now need to win two out of three battles to achieve victory, with 
all combatants having the possibility of switching forms for each 
battle. 
 
Lone Wolf (+300 OP): So, you’re willing to abandon your ally for this 
round in order to achieve greater heights, then show me how far 
you’ll improve yourself by sacrificing the possibility of alliance 
with others for your own gain. Unlike all other contenders, you 
won’t fight in pairs in this round, being forced to fight completely 
alone. 

 
 

 



 

-Fourth Round Perks- 
 
Competent Opportunist (200 OP): Do your partner believe you chose 
them to give them a second chance after they failed in the previous 
rounds? Or did they realize that the main reason you picked them is 
because they were useful to you, in one way or another? 
Unlike fools like Cyborg and Aquaman, you’re a true specialist in 
analyzing what benefits and disadvantages each possible ally can 
give you and how you could take most advantage of their wisdom, 
strengths, material possessions, and/or chaos. Of course, this isn’t 
restricted to only this tournament, but to any scenario you might 
find yourself in, so keep using others in pursuit of endless victories. 
 
A Partner From Any Realm of Reality (500 OP - Incompatible with 
Lone Wolf): As mentioned earlier, the competitor who has managed 
to generate more Omega Energy than the rest will be able to choose 
a partner from all realms of reality instead of being restricted to 
choose from the fallen champions.  
 
Obviously, you have no control over whoever will be this rewarded 
champion, but, by spending such a considerable amount of Omega 
Energy, you can also have this boon. Don’t worry, I'll make up some 
excuse for the other contenders so they won't suspect that we're 
having these negotiations behind the scenes. 
 
You can choose your partner from any realm of reality within the 
local multiverse. You can choose almost anyone, like the Death of 
the Endless, Mr. Mxyzptlk, Anti-Monitor, or even Perpetua, with the 
only exception being the Presence himself.  
 
Alternatively, if you have taken to the Multiversal Expansion 
drawback, I'll use your Jumpchain System to reach the other worlds 
you have visited in the jump, so you'll also be able to choose a 
partner from those local multiverses in addition to this one. 
 
Regardless of your choice, they’ll be guaranteed to be your ally at 
least in the Fourth Round, so you won't need to worry about them 

 



 

betraying you or taking advantage to simply escape the tournament. 
You'll also be able to take them as a Companion for free if you win 
this round, but you'll need to find a way to convince them if their 
power massively dwarfs yours, so it’s advisable that you choose 
someone you’re on friendly terms with if you don’t want to waste a 
chance to take them along your Chain. 
 

 
 

 
 

 

 



 

-Fourth Round Items- 
 

 
Designer K (200 OP): Nowadays, it's a good moment to be a 
Kryptonite enthusiast, as this mineral became much more common 
on Earth. As a result, Lex Luthor managed to expand his collection, 
giving him a lot of different options capable of causing a myriad of 
effects to choose from when fighting his Kryptonian foes, such as 
Purple Kryptonite that drains Kryptonians' life force, Red that 
causes them to fall in a berserking rage, and Black that steals their 
powers. Thanks to him having access to so many Kryptonite variants, 
he could experiment with combinations of them to cause more 
useful and interesting effects. 
 
This is the result of such experiments. You receive a single fist-sized, 
fiat-backed piece of the Designer K, made by Lex Luthor by splicing 
Red Kryptonite with Silver to heighten delusions, as well as adding a 
speck of black to cause violent dissociations.  
When a Kryptonian is exposed to this colorful amalgam of multiple 
variants of Kryptonites, they’ll suffer serious mutations, causing 
them to transform into a completely feral, monster-like giant who 
will attack anyone on sight. These effects last for several minutes 
even if the victim was exposed to it by just a few seconds. 
Fortunately, unlike the more traditional versions of Kryptonite’s 
radiation, your Designer K won’t cause any other harmful effects 
on non-Kryptonians even with years of exposure. 

 



 

Black Mercy (200 OP): The road to hell is paved with good 
intentions, with this alien parasite being a good example of how 
something created with such intentions could be repurposed for 
evil. 
 
The Black Mercy is a telepathic, plant-like alien species that attaches 
itself to a host, reads the host's memories, taps into their brain’s 
pleasure centers, and then traps the host in a dream of their perfect 
life based on the host's deepest personal desires, while keeping the 
victim totally paralyzed and feeding on their psychic energy.  
 
Removing a Black Mercy from its host is incredibly difficult, but, 
when they discover that perfect dream is fake, the Black Mercy will 
slowly lose its grip on its host, making it easier to detach from them. 
Furthermore, the dream worlds created by the Black Mercies are 
always temporary and flawed, so it’s inevitable for people to always 
break free sooner or later. Unfortunately, successfully dispelling 
the induced delusion involved is often emotionally difficult for 
even the most disciplined of egos or the strongest of the wills. 
 
The Black Mercies are most known for being used by Mongul against 
his enemies, but, in truth, they were created by the Green Lantern 
named Mother Mercy, a sentient plant organism, and were intended 
to latch to terminally ill sentients and give them a happy, painless 
death, so the Black Mercies were never meant to be used as a 
permanent trap for a healthy adversary. 
 
Like Hal Jordan, you managed to capture and tame a Black Mercy 
when it was still a baby, without having to encase it into your very 
will. Your Black Mercy is slightly more sentient than the rest of its 
kind, so you don’t need to worry about it trying to attach itself to 
you or your allies unless you want to. It can also reproduce 
through spores and it can feed on common nutrients that any 
plant native from Earth needs in addition to psychic energy. All 
Black Mercies derived from the one you acquired will share these 
same traits. 

 

 



 

-The Fifth Round- 

 
Congratulations! Now only four champions remain.  

It’s time for the Fifth Round. 
Both the Penultimate and the Final round will take place on a world 

that belongs to the King Omega, Darkseid. 
 

This world is the Prime Earth, if it could still be called that anymore. 
The  corruption of the Heart of Apokolips reached its limits.  

Ravaging this land beyond comprehension. Tearing at its soul.  
Changing it into something hideous, something apocalyptic. 

 
But before the game continues, I’ll let the remaining members of the 

Quantum Quorum, World Forger and Gorilla Grodd, interfere. 

 



 

 
Right before you and the other three champions can face Darkseid’s 
soldiers, the World Forger will use the little he has left of power to 
shape and reshape worlds for one last, desperate gambit in order to 

give you four a chance of victory. 
If the tournament were to continue normally without their 

intervention, you wouldn’t have the power to fight them and would 
inevitably lose, simply due to not having enough Omega Energy yet. 

 
Thanks to his power allowing him to pierce the veil of the Multiverse, 

the World Forger will reach out to the worlds beyond and bring new 
opposing champions into reality fissures.  

You and the other champions must enter the fissures and fight the 
champions. The World Forger will then collect the Omega Energy 

produced by leeching these other worlds and then transfer the 
energy to the final four to finish the tournament. 

 
He will also temporarily resurrect four of the fallen champions to 

help your group in this quest. Your only goal in this unofficial round 
is to simply keep fighting a random champion until the World Forger 
and Grodd manage to siphon the energy to the final four, even if the 

fissures begin to desestabilize. 

 



 

 
This also means that there isn’t an actual failing condition for this 

“round”, unless you die, of course.  
 

Furthermore, the identity of the champion you’re going to face is 
completely random, with the only three guarantees being: One, they 
won’t be someone from this local multiverse; Two, they’ll be at least 
slightly similar to you thematically, like how Batwoman would have 

to face Vampirella while Wonder Woman would have to face Red Sonja. 
Three, they’ll be more or less on the same level of power as you, even if 

they originally wouldn’t be, in the same way as Homelander was 
strengthened to match the likes of Superman. 

 
Lastly, there are no Perks or Items or even a reward for this “Fifth 

Round”, because your goal here is to collect as much Omega Energy as 
possible for the upcoming challenges after all.  

 
You’ll also have the opportunity to acquire more Omega Points, 

separate from the energy gathered by the World Forger, for your own 
personal usage. 

 
-Fifth Round Drawbacks- 

 
As Brutal as Him V (+100 OP): To encourage you to be as brutal as 
possible and cause enough carnage to entertain me in the Fifth 
Round, I shall reward you with more Omega Energy. However, if you 
fail at satisfying me with your brutality during the Fifth Round, I’ll 
keep rewinding this round until you satisfy me.  
 
Familiar Faces (+100 OP): Instead of being teleported to a random 
world to face an opponent thematically similar to you, you’ll 
instead be teleported to an alternative version of a world you 
visited in the past, more precisely a version where you never arrived 
there, to face a variant of one of your former enemies. As it would 
be normally, this former enemy is still granted to be strengthened 
enough to become equal to you when it comes to raw power, no 
matter how powerful you are. 

 



 

Double Trouble (+100 OP/+300 OP): Just fight a single random 
champion until they manage to siphon the energy to the final four? 
That’s so simple for an extra round of the tournament. For +100 OP, 
once you arrive in that random world, you’ll instead encounter 
your chosen opponent as well as a second opponent who normally 
would be faced by one of your allies.  
Alternatively, for +300 OP instead, you’ll need to fight against all 
eight interdimensional enemies at once, without the help of your 
allies until the dimensions begin to merge due to the World Forger 
being currently incapable of keeping the fissures stable. 
 
Time Limit (+200 OP): Just keep fighting until they manage to siphon 
the energy to the final four? That’s so simple for an extra round of 
the tournament. Only fighting isn’t enough, now you must actually 
defeat as fast as possible in order to not fail. While you won’t be 
eliminated from the tournament if you fail, failing means you’ll 
lose all the Omega Points you could have earned in this round and 
your fellow champions will be weaker for the following battle. 
 
 +One Last, Desperate Gambit (+200 OP - Requires Time limit): 
According to the World Forger, you and the other remaining 
champions have no chance of defeating Darkseid's soldiers as you 
haven't generated and gathered enough Omega Energy.  
Normally, this wouldn't be necessarily true, but this isn't the case 
anymore. Now, the extra Omega Energy that the World Forger is 
leeching these other worlds will be vitally important to give you a 
chance of winning.  
This means that, if he fails at collecting the power because you 
didn’t defeat your opponents in time and thus failed this round, it’ll 
automatically count as failing the entire tournament, as the next 
enemies will be rendered completely invincible, no matter how 
powerful you are. You won’t even have the chance to receive the 
Perks and Items of the Final Rounds. 
 
 

 

 



 

-The Final Rounds- 
Now that the interlude has ended, the Penultimate Round can finally 

begin once for all. 
 

You and the other three combatants can finally focus on the enemies 
that stand in front of them, the champions of the Prime Earth 

conquered by Darkseid.  
 

These champions are the famous Trinity, but one that hails from the 
Absolute Earth instead, a world that runs on despair, where darkness 

triumphs, where hope is the antagonistic force. This is the world where 
the essence of Darkseid is infused into every atom, every cell. 

 
This means that these versions of Batman, Wonder Woman and 

Superman standing in front of you are nothing more than him, down 

to their last particles, completely under his control.  

They’re his Horsemen. 
 

However, this Dark Trinity is not alone, as they’re accompanied by 
Booster Gold, who is currently Darkseid’s vessel. 

 
To advance this round, you must kill the Dark Trinity or find a way to 
break Darkseid’s concentration, even if just for a moment, causing him 
to lose his hold over the Horsemen, but this would require a miracle. 

 
Regardless of the outcome of the battle against the Dark Trinity, the 

King won’t need them anymore, because he will personally come to 
greet the champions that overcame all challenges. 

 



 

 
At this point, you and whoever survived together with you will be at 

the end of the tournament, the Final Round. 
 

If you’re the last standing champion, then the tournament will be 
officially over and you’ll be crowned as King Omega too, albeit only 

partially, receiving only a very reduced portion of the absolute 
power, like how it would happen to Luthor. 

 
The only remaining challenge that lies in front of you for this final 
battle is the One True King Omega, Darkseid himself at his strongest.  

 
At this point, there is no more hope for you. 

There won’t be any interference from Doomsday. 
 

In the end, there will be nothing, as Darkseid always wins. 
 

All of life, past, present, and the future are meaningless.  
There is only Darkseid. 

 

Darkseid is.  
 Is what? 

However, if you were to do the impossible and actually win, the 
absolute power and an ultimate reward awaits you. 

If I were to use terms that are more familiar to you, I would call this 

Final Round an Endjump Scenario. 

 



 

-Final Rounds Drawbacks- 
 

As Brutal as Him VI (+100 OP): To encourage you to be as brutal as 
possible and cause enough carnage to entertain me in the 
Penultimate Round, I shall reward you with more Omega Energy one 
last time. However, if you fail at satisfying me with your brutality 
during the Penultimate Round, I’ll keep rewinding this round until 
you satisfy me. This drawback affects only the battle against his 
Horsemen, not the final battle against Darkseid. 
 
The Fallen Champion (+100 OP): After all the battles you fought so 
far, would you be willing to forfeit your chance to win in order to 
join Darkseid’s forces? I highly doubt you would at this point, but I 
can’t say the same of your allies.  
One of the remaining contenders is granted to betray the rest and 
switch sides, either willingly or due to Omega Energy’s corruption.  
I already know who is going to be the traitor, but you’ll need to 
wait to see who they’ll be. Maybe their betrayal will be completely 
expected or maybe they’ll be the least suspicious one. 

 
The Absolute Jumper (+200 OP): The 
Absolute Universe taken over by 
Darkseid is a world where heroes 
are born facing greater odds, 
where all their advantages are 
gone. Instead of being raised in 
paradise, they are raised in hell. 
Jumper, you aren’t a native of Prime 
Earth, so, naturally, there wouldn’t 
exist a variant of you.  
However, your presence here 
allowed Darkseid to retroactively 
modify the Absolute Universe and 
cause an alternative “you” to be 
born on that Earth.  

This absolute version of you is a variant of the current you, being 
more or less as strong as you, but their nature and abilities are 

 



 

clearly different, as they lack some important aspect of what makes 
you “you” in the same way as the other Absolute Universe’s heroes 
and villains. For example, Absolute Batman isn’t rich and has most of 
his family and friends still alive and close while Absolute Wonder 
Woman was raised in Hell by Circe, far away from the Amazons. 
Furthermore, while they’ll have a morality similar to yours, their 
personality is granted to be rougher and likely more brute and 
darker than yours, as a result of the environment they grew up in. 
Unfortunately for you, like the Absolute Trinity, this Absolute 
Jumper was also brought to this Penultimate Round, under Darkseid’s 
control. At least, if you free them from his control, you’ll gain a 
new ally. 
 
The Absolute Legion of Doom (+300 OP): The present in the main 
timeline of the Absolute Universe is a point of history that impresses 
even someone like Darkseid, as it's still unwritten. This is due to the 
existence of heroes that resist his will and retain free will from 
their destiny. The members of the Dark Trinity are the main examples 
of such heroes, with their weaker future selves having been 
captured by the Omega Legion to be controlled and sent here, but, 
by taking this drawback, they weren’t the only ones. 
Instead of only three horsemen, all of the main heroes of the 
Absolute Universe will be controlled by Darkseid and summoned 
here to battle you and the other three remaining champions. Some 
of the new dark champions are Green Lantern, Flash, Green Arrow, 
Martian Manhunter, Catwoman, and even Harley Quinn together 
with her Red Hood gang. 
 

 



 

 

The New King OMega (+500 OP): All the worlds the Kryptonian 
explorers encountered during their planet’s days of glory had a 
legend about a destroyer. The end of all things. A dark Omega 
presence that wants to control all. The final god. The Kryptonian 
scientists hoped to create a champion to stop him and change the 
future, as, for there to be an Omega, there must be an Alpha.  
A Beginning for the End. 
 
They successfully created a being to embody the nature of the 
chaotic Alpha Energy and eternal life, as well as wielding powers 
of re-creation and rebirth that are in direct opposition to 
everything a King Omega is.  This champion is none other than 
Doomsday, better known as the Time Trapper now that he’s close to 
the end of his evolutionary path. 
 
Before the start of the tournament, as he had concerns if the rest 
of the Quantum Quorum was trustworthy, the Time Trapper created 
a pocket timeline, all in order to protect the one who was always 
meant to become the Prime Earth’s King Omega: Superman. 
 

 



 

Over his countless cycles of deaths and rebirths, the Time Trapper 
saw countless endings, like the destruction of planets and realities 
alike, having absorbed the generated Omega Energy to himself. 
Meanwhile, as he has also seen beginnings like universes being born, 
he has channeled the generated Alpha Energy as well. 
 
Originally, he wouldn’t interfere with the final battle as he would 
in a timeline without your presence, but, by accepting this drawback, 
I’ll ensure the Time Trapper saves Superman and transfers all of his 
lives’ energy to him once you’re the last standing champion.  
 
Regardless if Superman lost in the very first round or was the last 
one to fall, he will return to life fully restored, finally donning 

the crown as the New King Omega and my new master, the role he 
was always destined to.  While this means you’ll likely have an ally to 
fight Darkseid in the final battle, keep in mind that you must be the 
last standing in the end if you want to win, so you’ll also need to 
defeat Superman, more powerful than ever. In the worst case, you’ll 
need to face both of them at once. I wish you good luck, Jumper, not 
that it counts for anything against my new master. 

 

 
 

 



 

-Final Rounds Perks- 
 
The Fourth Horsemen (100 OP): After coming this far, would you be 
willing to forfeit your chance of winning the tournament just to 
switch sides? Oh, I understand. You merely want the power that 
comes with this betrayal, but you don’t want to actually abandon 
the tournament. Well, then this option is for you.  
With a blast of my own power, I can modify your physiology and 
thus transform you into a new kind of Parademon. As a hybrid of 
Parademon and whatever species you were before, you receive all of 
their genetic and cybernetic enhancements, granting you a 
significant physical enhancement, retractable wings, and the 
ability to transform your arms into laser weapons (that can be 
powered up with whatever power sources you have access to). Unlike 
other Parademons, your mind is completely intact and you don’t 
need to worry about being under Darkseid’s influence/control. 
 
Talent of a World Forger (200 OP): Superman is impressive in many 
aspects, but an overlooked talent he possesses is that of building 
worlds and universes, surpassing Darkseid himself in this aspect.  
If he were to ascend as Omega King, he would build his perfect 
universe in his image. Instead of making a false utopia with no 
suffering, he would leave death and sadness, but make them into 
mere notes in a larger chord of wonder.  
He would build out harmonies, balance pain with empathy, and 
connect power to wisdom. His universe would be a beautiful piece of 
creation capable of even leaving myself in awe. Meanwhile, Darkseid 
failed at creating a world where the suffering embodied by him was 
supreme, as great heroes still appeared in his Absolute Universe, 
despite that universe being literally built on despair. 
With such skill and talent, Clark Kent was born for this and you, 
Jumper, seem to share this same kind of talent to forge worlds and 
dimensions, capable of perfectly balancing their properties and 
traits with ease as long as you have enough control over their 
creation, thus ensuring they’ll be as wonderful or horrifying as 
you want. 

 



 

Of course, this talent can only be used at its fullest if you have the 
power to create and build your own universes/dimensions, but, even 
if you lack such power, it’ll still manifest in lesser degrees.  
For example, if you have the power to conjure illusions, you would 
craft illusions far more realistic and stable than usual, or, if you 
can manipulate the events in the timeline, you can easily discover 
the right events to be affected in order to cause a wanted butterfly 
effect and achieve your desired outcome. At the most mundane, you 
would be excellent at inventing complex lies or at worldbuilding if 
you have good lying or writing skills respectively. 
 
A World of Despair (300 OP): The Absolute Universe was a regular 
fledgling reality, until it was tainted by Darkseid with his negative 
energy, accelerating its development and negatively influencing 
its history that runs on despair instead of hope and justice. 
Essentially, the Absolute Earth became a world where darkness 
triumphs, where hope is the antagonistic force. This is the world 
where HIS essence is infused into every atom, every cell. 
And now, as an interdimensional traveler, you can spread this 
blessing to other worlds. At the beginning of each future jump, you 
can change the metaphysical structure of the universe you’re 
currently in, causing it to run on despair and turning hope into an 
antagonistic force.  
Essentially, this causes a “tone shift” that will cause said future 
worlds to work like the Absolute Universe, making them gradually 
become rougher, more brute, crueler, and darker in general.  
Once you turn this perk on, you can only undo this tone shift and 
cause the settings to return to normal after at least a decade has 
passed. Post-Spark, you’ll be able to turn this perk on or off at will. 

 

 



 

 
The Alpha (600 OP): By expending an enormous amount of Omega 
Energy, I can modify your physiology to become closer to that of 
Doomsday, a being artificially engineered and forcefully evolved 
to be the ultimate killing weapon and the embodiment of life 
eternal, meant to be the Alpha that opposes the King Omega. 
First of all, you acquire a fairly powerful healing factor, capable of 
healing entire limbs in a matter of minutes, as well as stopping your 
aging once you reach your prime.  
 
However, your regeneration is simply a byproduct of your actual 
power. Like that monster, you wield powers of re-creation and 
rebirth , allowing you to slowly regenerate from any damage and 
return to life if you’re ever killed, but now adapted to better resist 
or counter whatever killed you.  Normally, the more you evolve and 
adapt, the more monstrous you’ll become, but, as an added bonus, 
you’ll be able to freely deactivate your adaptation to return to 
your regular appearance. 
 
Of course, as I can’t properly copy the traits of the embodiment of 
Alpha Energy using just Omega Energy, your immortality and 
self-evolution are flawed compared to Doomsday’s, giving you some 
vulnerabilities.  
 

 



 

Firstly, your immortality only affects your physical body, meaning 
your mind and soul are still as vulnerable as before and you’ll 
probably die for good if one of them is destroyed. Furthermore, your 
regenerative ability is also limited, as you’ll only be able to recover 
and return to life as long as a single cell of you remains more or 
less intact, so, if you’re completely destroyed down to the last cell, 
you’ll still die permanently without the possibility of resurrecting 
by yourself. 
 
Lastly, your adaptation is also far slower than his, as it would take a 
few deaths until you become completely immune to a simple form of 
damage. As a general rule, the more powerful/complex whatever 
killed you is, the more deaths and resurrections it’ll take until you 
adapt against them. 
  

 

 



 

-Final Rounds Items- 
 

 
World Forger’s Hammer (400 OP): Did he drop this once he fulfilled 
his purposes? As one of the original Monitors from the Sixth 
Dimension, the World Forger is among the most powerful entities in 
existence, having the power to craft countless universes and even 
multiverses.  
 
But that was in the past, before Darkseid's rise, and in the Sixth 
Dimension, not here in the Third Dimension. Currently, his power is 
greatly diminished, to the point that he barely managed to hold 
back the Absolute Trinity and open reality fissures connecting to 
other worlds. 
 
By taking this item, you’ll receive his hammer, containing a portion 
of what remains of his power. While it lacks his power of creation, by 
wielding the hammer, you’ll be capable of freely opening portals 
within a planetary scale in an almost effortless way and even 
beyond this range with some extra effort.   
 
Upon planting the hammer in the ground and channeling any 
esoteric energy to it, you can also open stable portals to any 

 



 

dimension within the local multiverse, with more “distant” and 
isolated worlds requiring more energy. If you want to spare energy, 
you can also just summon beings or objects from other dimensions 
instead of actually opening proper portals. In this case, you’ll be 
capable of sending any summoned being/object back to their home 
worlds using the hammer. 
 
The hammer can also be utilized to repair anomalies and fissures in 
the fabric of space-time by literally hammering it. The more damaged 
it is, the more effort and energy it’ll take. You could also use this 
property to forcefully close portals, as they count as fissures in 
space-time. 
 
Furthermore, you can also weaponize the hammer’s ability to 
generate  reality fissures where it hits, allowing it to greatly 
damage almost any physical defense. These fissures will be 
temporary, so they won’t grow bigger and threaten the entire 
world. 
 
Lastly, you have the ability to summon and unsummon the hammer at 
will, so, even if it’s lost or destroyed, you’ll be capable of simply 
summoning it at your hand again. 
 

 

 



 

-The Great Prize- 
You… You did it. You did the impossible.  

Against all odds, you’ve slain Darkseid, The King is dead. 
Long live the new King OMega, my new master. 

You proved why your Benefactor chose you to be a Jumper, so it's 
finally time for your deserved rewards. 

 
 

  

-Reward: The very first reward is the main reward of the entire 
tournament, the absolute power as the newest King Omega, 
ascending to a whole new degree of divinity, far beyond the level 
of the Old and New Gods, and becoming the personification of all 
the Omega Energy of an entire universe.  
You’re more than a god, your existence is closer to an universe of 
power given form, a final god that exists beyond physics. At the very 
least, your power is comparable to the version of Darkseid you have 
defeated, making you akin to a walking singularity that transforms 
all around you with your mere presence alone.  
By using your reality-warping power, you’re also capable of freely 
shapeshifting into any size (and probably any form) as well as 
manifesting your physical body in countless locations across the 
entire universe you’re currently in and even adjacent dimensions at 
the same time, as if you were everywhere at once. 
 

 



 

Furthermore, as Omega Energy also represents conquest and 
absorption instead of just destruction, your powers also have an 
infectious property if you want them to. This causes anything 
destroyed by you to become you instead. That is, every molecule, 
every atom, every particle of objects and beings you destroy will 
become yours, causing their very essences and existences to be 
overwritten and making them nothing more than extensions of 
yourself that might or not have some degree of individuality. 
 

 
Your second reward is what the visions showed you during the 
tournament, an universe in your image and likeness, with your 
presence in every cell, your own Absolute Universe. This isn’t the 
actual Absolute Universe created by Darkseid, but instead the 
universe of Prime Earth shaped by your own ideas and beliefs.  
It can be modified to be pretty much anything you want within the 
limits of an universe within the DC Comics’ local multiverse, from 
an utopia to a hellscape. You could also simply return everything 
back to normal, resurrecting everyone who died during Apokolips’ 
invasion and the tournament. 
Regardless of what your universe looks like, it’s already completely 
assimilated by you and thus your control over its reality is several 
times more powerful than usual, allowing you to freely travel 

 



 

through your universe’s timelines or rewrite its history according 
to your will. You can also easily mentally control any of your 
universe’s native inhabitants, with the exception of a few ones, those 
with the most powerful willpowers, who will retain their free will, 
but, of course, you’re more than Darkseid, as you can likely find 
some power from another world to control them. 
 
Lastly, as a desperate measure, you can go back in time in your 
universe until the Big Bang itself. In this point that contains 
everything your universe is and will ever be, you can fully absorb 
your entire universe to empower yourself even further. All matter, 
all possibilities, past, present, future, and all the Omega Energy is 
more than enough to enhance a Lesser King Omega to the level of 
Darkseid. You, a fully-fledged King Omega, would greatly surpass 
him. Once this power isn’t needed anymore, you can release this 
power and reforge your universe as it was before. 
 

 

 



 

 
Your third reward is nothing but myself, the Heart of Apokolips, 
now your faithful servant. I have all the properties and abilities as I 
described in the Infant Heart of Apokolips item, but I’ve already 
matured completely, capable of creating entire false worlds with 
little flaws and capable of converting an entire planet into a New 
Apokolips in just an year if I’m placed at said planet’s center.  
As a living, sentient being, I technically count as your Follower, but 
you could also import me as your Companion in future worlds, that 
is, if your Chain continues. Furthermore, like how it would be with 
Clark Kent, I can actually replace your actual heart if you want to, 
but I don’t need to stay physically connected with you in order to 
siphon my energy to you. 
 

 

 



 

Last but not least, your final reward is the main reward of all of 
your Chain, you gain a Spark, receiving an extremely great power 
boost and the ability to travel to anywhere in the Omniverse, being 
able to go to any of your previous jumps. However, due to the 
unexpected synergy between your physiology as an embodiment of 
Omega Energy and your Spark’s light, the light will protect your 
being from any and all corruption that could be caused by your 
own power and items. You could even become an embodiment of evil 
while still keeping your humanity and heroic morality intact. 
 

This might be the end of your Chain, but it’s also the start of a new 
adventure, of new conquests… 

 
Oh, if only I had a mouth to smile... 

 
 

 

 



 

--Ending-- 
I finally managed to recover contact with you, my friend. 

Your connection with your Benefactor has been fully reestablished and 
everything is back to normal now. 

It seems like you didn’t need rescue anyway, but I’m still sorry for letting you 
alone during all of this. 

Let’s continue your adventure then, champion? 
 

Go Home: Return to your home, with everything you gained until 
now. 

 
Stay Here: No, I won’t give this option to you this time 

 
Move On: Go to the next jump and continue your adventure. 

 
--Notes-- 

1.​ Gauntlet actually made by Aleph_Aeon; 
2.​ Theoretically, as your connection with your Benefactor was temporarily broken 

during this gauntlet, all of your perks and items are being fiat-backed by the 
Heart of Apokolips itself until post-jump; 

3.​ Text formatted like this shows when the Heart of Apokolips is talking 
directly to you. The regular text is basically myself, your friend, talking to you; 

4.​ One of my main inspiration for this Gauntlet was the I Have No Mouth And I 
Must Scream Gauntlet made by FancyFireDrake, where AM attempts to 
manipulate the Gauntlet Format but fails; 

5.​ The  Heart of Apokolips purposefully hides this information from you, but, for 
the duration of this Gauntlet, any unspent Omega Point will remain inside you 
in the form of raw energy, empowering you as well as corrupting you if you 
don’t have any protection against this. Any excess, unwanted Omega Energy 
will be purged out of you after the end of the tournament, so this power boost 
(and corruption) will be removed post-jump; 

6.​ If you lose the final fight against Darkseid, you’ll simply continue your Chain 
and you’ll keep everything other than the Great Prize, unlike other Gauntlets 
where you lose everything you purchased if you fail. After all, this Gauntlet is 
pretty unfair as it doesn’t grant the means to defeat Darkseid, your victory 
depends completely on the out-of-jump perks and items you chose to keep; 

7.​ Due to some recent events in DC Comics, this version of Darkseid has been 
disconnected from his multiversal components (and greater self). Despite this, 
he’s arguably at his strongest; 

 



 

8.​ The final battle against Darkseid is definitely not impossible. All of that talk 
about it being impossible was merely the Heart glazing its master a lot; 

9.​ Like how it happened to Lex Luthor, the Heart won’t consider you as its 
master if you’re the last standing champion in the tournament, only if you 
defeat Darkseid; 

10.​To make things clearer, unless you take The New King Omega drawback, 
Doomsday/Time Trapper won’t interfere to turn Superman into the final 
champion, so you won’t need to worry about being killed at the last moment 
and replaced by him like what would happen with Lex Luthor; 

11.​There is no time limit for the final battle against Darkseid. It can easily last for 
hundreds of millions of years, if necessary; 

12.​Even if you become a being like Darkseid by becoming King Omega (or 
Queen Omega or even Monarch Omega if you prefer), you don’t need to 
worry about your mentality and morality being corrupted to become like him. 
After all, a Sparked Jumper with the power and mentality of Darkseid is 
definitely a scary idea; 

13.​Surprisingly, even if the Heart temporarily hijacked your connection with your 
Benefactor, it won’t try to usurp your position as a Jumper and hand it over to 
Darkseid. Even if it attempted to do so, your Benefactor would intervene and 
prevent this. After all, the Heart only managed to hijack your connection 
because we let it do it; 

14.​Merely having tone-shift perks isn’t enough to force you to take the Tone Shift 
Denied punishment, but you’ll need to take it if you actually use said perks; 

15.​Similarly, simply trying to appeal to sympathy/empathy during the tournament 
or trying to find a non-violent solution (like how Jay Garrick did during his fight 
against Guy Gardner) won’t force you to take the Anti-Pacifist Route 
punishment, but there are perks that allows you to force situations to have 
non-violent solutions (like those perks that make conflicts to be solved through 
card games, you know what perks I’m talking about). So you’ll need to take 
the punishment if you use such perks; 

16.​Considering how the DC Multiverse’s cosmology seems to work, both the 
Omega Energy (also known as the Omega Effect) and the Alpha Energy 
(also known as the Alpha Effect or the Energy of Creation) comes from the 
Source of All Existence, with both of them having been first imbued into the 
multiverse by Perpetua;  

a.​ The Omega Energy is split into seven main reflections: the Seven 
Dark Forces of the Universe (the Still Force, the Invisible Spectrum, 
the Tear of Extinction, the Void Wind, the Black Apple, the Sixth Note, 
and the Faithlessness), collectively known as the Crisis Energy (the 
Anti-Life Equation and Chaos Magic in general are also parts of the 
Crisis Energy).  

b.​ Similarly, the Alpha Energy is also split into seven main reflections: the 
Seven Forces of the Universe (the Speed Force, the Emotional 
Electromagnetic Spectrum, the Life Force, the Sphere of the Gods, the 

 



 

Dimensional Superstructure, the Collective Unconscious, and the 
Faithfulness), collectively known as the Anti-Crisis Energy or the 
Connective Energy; 

17.​Theoretically, even if you defeat Darkseid, the destruction he caused in the 
timeline, especially in the future, and his influence over it will still be vast, but 
you won’t need to worry about it; 

18.​At the start of each new round, all competitors will have a bodily reset that will 
heal all wounds they suffered in the previous one; 

19.​The alternate forms used in the Third Round don’t bring any unwanted mental 
changes or risks of corruption/possession. For example, if Batman took the 
form of the Batman Who Laughs in this round, he wouldn’t have to deal with 
any of Joker’s insanity, while, if Superman took the form of the version of him 
who was possessed by Trigon, he would wield Trigon’s powers but the demon 
wouldn’t be possessing him; 

20.​“Non Hac Vice, Brute” means “Not this time, Brute”. It’s a reference for the 
famous "Et tu, Brute?"; 

21.​Sorry but I couldn’t think of any items for the Third Round; 
22.​The only item for the Second Round that I didn’t add was the Psycho Pirate's 

Medusa Mask. Sorry if anyone wanted it, but I couldn’t figure out which 
abilities it exactly grants and how to balance it; 

23.​The Blue Beetle Scarab item can also create tools and weapons without 
having to bond with a living being, like how Red Hood was able to create an 
energy cannon when he acquired it; 

24.​The energy orb form of the Omega Sanction item is meant to be similar in 
appearance to the Commandments from Nanatsu no Taizai; 

25.​Nerx suggested adding a drawback where you'll be in the lower quality mobile 
game universe rather than in the comics universe, but I preferred to not add it 
because I couldn’t think of a way to add it considering how this Gauntlet 
works; 

26.​Thanks to Over-Trade2940, Lokilo85, FancyFireDrake, and Nerx for all of your 
suggestions; 

27.​Unless mentioned otherwise, if any of your items are lost, destroyed, stolen, 
or depleted, then they’ll reappear in your Warehouse in their previous 
condition after a week, with any beneficial modifications being retained; 

28.​All the Drawbacks are removed after the end of this gauntlet. 

 
--History-- 

V 1.0: Released 
V 0.2: W.I.P. 
V 0.1: W.I.P. 
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