
SOULS OF LIGHT|

You will receive +1000 CP to help you determine how you will begin your journey.

It is said the world was once one of conflict, strife, and death, it was a chaotic dystopia of constant chaos.

But then it was found by the gods who placed their order upon the chaotic world.

They chose a purpose for all things and Put everything in its proper place where they would stay unchanging.

Thus began the Age of stillness

The world was now one of order either frozen in a state of an unending moment where nothing changes

Or for those unfortunate few a far worse fate, an unending loop of how the gods see that things should be.

Some sit on false thrones praising an unending feast unaware that they cannot leave.

Others relive the glory of war, readying their weapons only to fall in battle and arise only to do it again.

And then there is the tortured one forever reenacting the su�ering they did not deserve.

But pain is a good teacher and as the Tortured one will learn only their memories can set them free.



Class:
You must pick who you wish to be.

Seeker - [Free]
Not all who wander are lost in this world of light there are many reasons to look for what they have been deprived
of, what makes you whole and what do you seek? Is it the Memories of how things were of what still remains?

Redeemer - [Free]
This world is full of hope and trust all twisted towards a silent end. you know that things could be better even if
you do not know how to make it so. Are your dreams delusions or the potential of how things could be?

Cultist - [Free]
Even in golden ages there are those who seek the darkness. When the good forsake you you must ask the darkness for
aid and through the ash and stone you may yet shape the world to become what you desire.

Cryomancer - [Free]
Like the father of order and the stillness of time sometimes you must learn what makes you su�er to defeat it. what
is more insidious than reinforcing the order of the gods to hide that you are tearing it apart.

Warlock - [Free]
You are not alone in wanting to tear this world down, the gods are not the only ones who seek order but those outer
gods seek a very di�erent order, why not draw upon this alternative view of order, one that is far kinder to you.

Coward - [Free]
You do not seek to fight this world only to escape from it. The crushing stillness of this land only seems to act as a
cage for you to escape and so long as you run, scratch and struggle you can survive this world that will never see you
free.

Unburden - [+1200 CP]
You have nothing, let's see what you can do with it.



Location:
You are the tortured one you will awaken within the dungeons of Ladystill but at least you remember how to get free
of your cage before the torture begins.

Race:
You may pick your Age and gender.

Mortal - [Free]
Weak and feeble the humans are trapped within the designs of the gods, each is placed where the gods demand they are
blind to both to the design and their place within it.

Discarded - [100 CP]
Not all who have power have their uses and you are one without a place within the gods plan. Thus you have been put
aside, in a role that does not need you and from being ill suited to that role you find your freedom.

Angel - [100 CP]
Slave to the whims of the gods your duty was to protect the order the gods demand. Perhaps you were supposed to
protect one of the ten souls of light, perhaps you were supposed to repair a hole in the gods grand tapestry or perhaps
you are a member of the fallen.

Fallen Beast - [100 CP]
A curse upon this foreign land you have taken the soul of those from below in the eyes of the gods you are less than
mortal you are a beast and your appearance reflects that opinion.

Demi-God - [100 CP]
You who must su�er the hypocrisy of the gods, you whose life is punishment for crimes they commit. You were born
from the gods taking advantage of mortals for a god’s beauty alone can cause them pain and in this pain the
mortals find worship. from this pain you were born, cursed by the gods to su�er for your imperfections as half of
everything you are demands that you shoulder the sins of the half of everything else you are.



Outer One - [100 CP]
you are more than mortal but less than outer god, you are a thing whose mere existence follows an alternative
logic, your meat appearance can defy the order these new gods are so proud of. Perhaps one day you may become an
outer god yourself..

Parasite of the Land - [100 CP]
Forever unfilled you were to feast upon this land and grow into something powerful but the balance has been stolen,
your predator has been taken and the lands can never be ash. for though you can hide from the gods who have stolen
your world you are unable to truly live in this unchanging land.

Fallen Lord - [200 CP]
You were once mindless, obedient and blind but through the darkness you have learned what light is and can now
see. But you are not merely a mortal who has become a fallen beast nor merely an angel who joined the fallen, you
have tasted the fruit and have reached true understanding of love, of life, of good and of evil.

Demi-Titan - [200 CP]
You are one from an older age from before the new gods when the old gods the titans ruled, from when the sky, the
sea, the land and all things between had patience where the storms and tsunamis were like people. You are born from
one of these old gods, an aspect of primal nature and through this world chained by the gods who killed your
ancestors.

World Eater - [200 CP]
You are part of the end, the one promised at the beginning. The ones who made the vow are usurped and only
imposters take their place without honoring the old ways or the promises that were given. No champion has come, no
battle has been given yet the world has been kept from you thus you must fulfill the roles that have been hidden even
from those who knew the old ways.

Hybrid - [200 CP+]
Why stick to a single race not all those within this world are trapped within the conformity of these lines.
For a one o� payment of 200 CP you may purchase as many races from this section as you wish and will become a
perfect hybrid of each race and gain an additional alt-Form for each race you purchased.



General Perks:
These are the gifts that all things may take.

A wasted memory - [Free]
Within this world death will not come, you will merely go back to who you were and the memories of what has been
will be left behind for others to take. Through combat these memories may grant strength as moments changed in
combat can be learned from or consumed. From now on you can absorb the memories of those you slay or are slain
around you allowing you to learn from them, consume them to gain part of the originators STAT’s or give them
back to the people they came from and allowing them to remember what was lost.

Pockets beyond the Physical - [Free]
You have access to something that this world did not account for. You have the power to pull items into your
possession and list them in an Inventory with the item’s weight being evenly distributed across your body.

Remembrance - [50 CP]
Death should not be forgotten and from this you will learn the deaths of others. You will see tablet memorial’s on
the ground near where someone has died this will state their name, the date and time that they died. By willing to
see their death these stones will activate showing you an illusory depicting the last ten seconds of their life and how
they met their end.

Errand thoughts - [50 CP]
The knowledge and awareness of others is not always helpful but there can always be imprints that may be useful. In
this instance you can see the thoughts of those who have come before glowing on the ground like emerald gra�ti.
These thoughts could prove useful if you plan to follow the same paths as others or learn the intentions of your
enemies. You too can share your thoughts through this. expressing your thoughts and intentions for all to see in
this emerald green which even time can not remove.

What is and what was - [50 CP]
Everything has a history from the stones in a lake to the blade in your hand and with this you can learn that
history. Whenever you inspect something in your inventory you can learn a summary of its past and what it is
capable of.



the last evil - [50 CP]
Sometimes life is just a struggle to survive and the battle to just keep going seems insurmountable but with this
you have taken on the last evil, an undying Hope. with this hope you can keep on fighting and keep struggling for
you know beyond this unending day lies a new tomorrow..

Precious moments - [100 CP]
Memories gained are often forgotten far too soon, their value left within the halls of those who have slain and been
slain. From now on any memories you lose will slowly return to once you have awoken within a place of importance
so long you do not fall before they are all returned.

preemptive hindsight - [100 CP]
This world is full of Déjà vu as most of what will be, has already been deemed and now you have the inside track.
Whenever events that would make you alert or panic such as unexpected danger are soon to occur you will get an
uneasy feeling that will alert you by forcing you to feel the emotions that you should when the trap is sprung panic,
fear, excitement or merely a sense of the danger that in other worlds would be considered precognition.

As the god’s decree - [100 CP]
The gods demand that all things have a purpose and all thing have a place and now you can see through the
intentions of the gods and determine where a person would be best suited for the greater good of all things.

To defy the gods - [100 CP]
In this world of stillness creation is a taboo the gods will not abide, change infers that the gods are wrong and
destruction proves their plans are false. Now that you bear the title of craftsmen, one so synonymous with heretic
you have the skills of creation to combine component pieces into something new, change that can combine
multiple tools together in order to improve their quality and destruction so you can break a tool down to its
component pieces.

In all sizes - [100 CP]
One might wonder how monsters of such size can enter into these hallowed halls and how titans could stand eye to
eye with mortals? size is relative so now you, like the gods and titans of old can change the relative size of yourself
and others in order to fit through the doors of far smaller locations and interact with unsuspecting mortals.



Memorable - [100 CP]
There is something important about you tortured one beyond your own memory, something that now protects the
memories of others preventing those memories of you from being lost. Though these memories may be slightly
covered causing others to vaguely remember you, you can always force others to remember who you are resurfacing
all those buried memories.

Growth - [100 CP]
You gain a mental list of bounties which increases as you travel with some even being created to accommodate an
action you accomplish that was unforeseen. These bounties can be as simple as sharpening a sword or as di�cult as
destroying a soul of light. Each victory for a successful bounty will grant you an amount of XP equivalent to that
bounty's achievement and when you have gained enough XP you may convert it into gaining a level. Whenever you
increase your level you gain an amount of points that you may spend in order to increase the maximum amount of
health, magic or stamina you have available.

Mental Models - [100 CP]
The lands you journey are ever unchanging with the gods undoing any changes you make as soon as they notice. So
why not take advantage of that. Your mind palace now contains a scale model of any locations you visit including
the paths that join them together. From this you know where you have and have not gone and can perfectly recall
any location you have visited, its direction from your current location and the paths you have seen that get there.

A Journey well taken - [200 CP]
You have visited many lands and walked many paths and even if you can not recall the journeys the memory’s still
exist. You can set your mind to connect multiple interconnected memories of the places you have been and combine
them to have your body repeat the journey with any who sees your journey being unable to remember you. while you
walk this path your mind slumbers allowing you to travel from one location to another instantly at least from
your perspective.



Echo of actions - [200 CP]
It is said that If you can do something once you can do it again and this is true for you. You can record any
movements you make whether physical or spiritual and set your body to perfectly repeat them. From this you can
swing a blade and repeat the action a thousand times without issue regardless of how tired you are. Should you
successfully cast a di�cult spell you force the relevant parts of your body to repeat your movements and cast the
spell in any situation.

Serpent of war - [200 CP]
Far before the fields of unending war you were on the battlefield, you who was a peacemaker, you who were a butcher,
you who is a serpent. You have the training of a diplomat allowing you to see the cheapest price for peace and the
training of a guerrilla assassin to know how brutal your actions need to be to demoralize an Amy. As a serpent of
war Your thumbs have each been implanted with a claw that can produce a poison that when injected or drunk lowers
the sense of pain while causing the target to become confused and more susceptible to suggestions.

Embrace of the world - [200 CP]
Those who followed the old gods were few and often fools but those who persisted were rewarded. You have followed the
old ways, earned the love of the old gods and have been rewarded. When you fall no matter the height so long as the
natural world can reach you it will act to protect you by sending channels of air, columns of water, nets of ivy the
world will never let you be harmed when you hit the ground.

Thread of the world - [200 CP]
The gods may have stolen the loom from the waivers of fate but the tapestry still exists with each string tightly
bound together. You now have a stronger grip of the tread of your own fate, from this you can feel when you are
approaching a time or place of great importance and can feel the tug of fate whenever someone or something
attempts to alter it.

Alone but united - [200 CP]
There are battles hard fought and seldom won especially when faced alone but you have faced these battles before even
though you may not remember them. You can now sacrifice the memories of a previous battle in order to summon
an emerald echo of yourself, a spectral copy of who you were in that memory who will fight with all the skill you had
at that time. Once the battle is ended the Echo will vanish and the memory will be lost.



To create a mind - [200 CP]
Memories require a mind to wield them and you now understand what makes a mind. You are now able to imbue an
object with a mind in order to allow it to become a living tool. The more accurate the memories are to the tool
being used the more powerful the tool will become. Some memories may result in new abilities such as the memories
of the Cerberus allowing your tool to think like multiple minds at one allowing it to strike from multiple angles
at the same time.

Monument Maker - [300 CP]
There are many Places of remembrance scattered throughout the land each erected to commemorate a notable person
or event. However each place of beauty, each place of importance to you has a pillar of remembrance. A simple white
pillar similar to the souls of light but surrounded by the emerald green of your memories. Its duty is to record your
memories until another takes its responsibilities or until you die. By resting here you will regain all the memories
of you the pillar holds, it will also restore your body and tools to the prime state that it holds, restoring your health
and removing any curses. But where do these monuments come from? They come from you of course whenever you
feel Topophilia or a sense of attachment to a location your soul and memories will be able to form a new pillar of
remembrance.

The action remembers - [300 CP]
A bad workman blames his tools and though you may be an inexperienced workman you are able to learn. Few are
better teachers than experience and through the use of a tool you will learn how to use the tool as your muscle
memory adapts. For those who may misunderstand Your skill with a tool improves every time you use it and may even
allow you to gain new knowledge and abilities through their use which could apply to other tools.

Learned power - [300 CP]
When learning from rare and unique memories you are now able to learn the rare and unique abilities that the
memories contain. From this you can learn spells and techniques that would otherwise be unavailable.



Dread’s Harmony - [400 CP]
The bonds of an army are often controlled by duty or fear but even then a way is needed to sustain the will and
commitment of the soul to one another and to the course. One such tool is music and it is one that you can now
wield like the Eridian madam does. Any music your produce can be infused with discord causing all those who hear it
to feel contempt and distance for one another. Those with a stronger will would be able to resist but the larger the
group the more likely it is for them to turn on one another or flee.

Shifting forest - [400 CP]
Not all of the old gods have been vanquished, one such survivor, the mother of the land, once set up a refuge a place
that men and monsters alike would be free of the new gods demands. This refuge is protected by an ever changing
maze of trees that even the new gods can not get through but any who seek freedom can pass without perils. Sadly
even Gaia was not prepared for the parasites of the land. You are now able to wield a fragment of here power allowing
you to set up an area of shifting land that will keep those who mean you or the land harm to be constantly moved
away from the center like a spatial conveyor belt so no matter how fast the run the world will prevent them from
advancing.

To steal what is Lost - [400 CP]
Though this world is trapped in a cycle of an unending moment that does not mean that things have not been lost
to time. Forgotten heroes and long dead kings whose actions and accomplishments have passed down from myth
into forgotten lore. You now have the capacity to find these stories plus the power behind them in order to learn
their secrets and how to make their power your own.

Before The beginning - [400 CP]
There are those who know of the old gods, the titans, gods who were formed by the world and shaped into aspects of
nature but what came before them? At the beginning there was the cold and the heat, the absence of all things and
the chaotic forces that facilitated creation. You can now wield the magic of these primal chaotic forces allowing you
to manipulate the thread that underlies the very fabric of the universe.
From this magic you could mold, shape, and wield the aspects of existence around you, breaking them and reforming
them the very power of genesis and annihilation but without a mind as vast as the flow of the universe you will
have little control over what it could do only hoping to wield it like a hammer.



one beyond time - [600 CP] - (Capstone Booster)
You are free, Free in a way that not even the gods are, you are the beginning and the end you can see all versions of
yourself and gain all that they are.
Each time you reawaken within the dungeon of ladystill you will no longer need to reach a pillar of remembrance to
regain your memories and skills instead you will awaken whole without losing any of the memories or
improvements you have made since you last saved.
Post-Jump You exist as yourself in all alternative timelines after the jump doc seeing all potential presents through
di�erent eyes as the same person and you each gain what you all gain.
Whenever one of you learns something so do you all, whenever one of you gains power so do you all, whenever one of
you trains and grows stronger so do you all.

—---------------------------------

Souls of Light Jumpchain

There are 4 character improvement systems within “souls of light” stats, skills, abilities and levels.
● The stats system allows you to absorb a memory and gain a permanent increase to the stats of that memory.
● The skills system has a di�erent skill for each tool type with unique tools having their own skill. Using a

tool increases the level of the skill, increasing your output with tools that benefit from that skill.
● The Abilities system allows you to learn attacks, magic and techniques from rare and unique memories. It

is also possible to learn new abilities from increasing the skill level of tools.
● The leveling system increases every time you complete an objective or bounty. Each time you level you may

increase the maximum amount of health, magic or stamina by the amount of points you received.
When you die you return to the last pillar of remembrance and your character sheet returns to what it was when you
last saved there. You can regain all of the improvements you made staking the ox on what you already have by
reaching the location you died in.

—---------------------------------

.


