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Veuresho

A World Apart

Aldreia is a world of diversity, this is certain.  However, Aldreia is also a world well connected, every part of the planet a piece in a puzzle.  Veuresho is the piece that doesn’t seem to quite fit in with the rest of the puzzle.  Veuresho is a highly independent continent that’s closest tie to the rest of the world is a small amount of trade with Theul’gin and Itharikos.  Few people leave this tropical land, and few people travel there as well.  Veuresho is truly a world apart.
Races
Amakrynos “Raven Elves”
Dayaramis, god of darkness and power, despised being one of the few elves to have his ambition. It was with this in mind that he created the amakrynos. By bestowing a hatred of light and more ambition into some shining elves, the amakrynos were born. Known as the raven elves in the common tongue, the amakrynos are a dark and evil race that lives both underground and in deep forests. Calculating and cruel, the raven elves live in a society bend on one goal: gaining more power. Their skin is an almost unimaginable black, with eyes of blue, violet, red, or black, and hair of black, blue, or white.

Racial Abilities: Amakrynos have the following traits:
~ +2 Dexterity, +2 Charisma, -2 Constitution: The amakrynos are graceful, cool-witted, and slender but lack much physical fortitude.
~ Darkvision: Amakrynos can see in the dark up to 60 feet.  Darkvision is black and white only, but is otherwise like normal sight, and the amakrynos can function just fine with no light at all.
~ Medium: As medium creatures, the amakrynos have no special bonuses or penalties due to their size.
~ Amakrynos base land speed is 30 feet.
~ Immunity to magic sleep effects, and a +2 racial saving throw bonus against enchantment spells and effects.
~ Weapon Proficiency: Amakrynos receive the martial weapon proficiency feats for the longsword, rapier, shortbow (including composite shortbow), and shortsword as bonus feats.  Additionally, repeating crossbows and hand crossbows are treated as martial weapons rather than exotic weapons.
~ Spell-like Abilities: An amakrynos with a charisma score of 11 or higher may cast a single spell from the sorcerer's spell list as a spell-like ability once per day.  Caster level is one.
~ +2 racial bonus on listen, search, and spot checks.  An elf who merely passes within 5 feet of a secret or concealed door is entitled to a search check to notice it as if actively searching for it.
~ Automatic Languages: Veureshoin and elven.
~ Favored Class: Sorcerer. When determining whether a multiclass amakrynos takes an experience point penalty, his or her sorcerer class does not count.
~ +1 Level Adjustment
Bloodscaled

The bloodscaled are likely relatives of kobolds, however beyond a couple obvious features, the similarity between the two races is very slight.  Bloodscaled are vicious people that resemble tall kobolds in that they are slender and lizard-like, but the bloodscaled have a ferocity and might that the kobolds do not.  Their skin is covered with hideously crimson scales, lending credit to their name.  Their eyes are often yellow, with slit-like pupils, but change to bright red when angered.  
Racial Abilities: Bloodscaled have the following traits:

~ +2 Strength, +2 Dexterity, -2 Intelligence, -2 Wisdom, -2 Charisma: Bloodscaled are highly hindered mentally, making rash decisions, but often have the strength and speed to make up for these bad choices.

~ Medium: As Medium creatures, bloodscaled have no special bonuses or penalties due to their size. 

~ Bloodscaled base land speed is 30 feet. 

~ Low-Light Vision: A bloodscaled can see twice as far as a human in starlight, moonlight, torchlight, and similar conditions of poor illumination. He retains the ability to distinguish color and detail under these conditions.
~ +1 natural armor bonus.
~ Natural Weapons: 2 claws (1d3)
~ Racial Skills: A bloodscaled has a +4 racial bonus on jump and a +2 racial bonus on tumble checks.  
~ Automatic Language: Veureshoin and Black Tongue.
~ Favored Class: Barbarian. When determining whether a multiclass bloodscaled takes an experience point penalty, his or her barbarian class does not count.

Forest Goblins
Forest goblins are reclusive and independent creatures, rarely accompanying others and only reluctantly accompanying other goblins.  An average forest goblin has skin consisting of various shades of green.  Their eyes are normally brown, black, red, or orange.  They have stringy black, brown, or white hair, which they usually shape into unique patterns due to it being easily able to stand on end.  Most goblins are very thin and bony, however are stronger then they look.  They have large, elf-like ears and extremely accurate hearing.  Forest goblins enter adulthood at 15, adulthood at 35, old age at 53, and venerable at 70.  They typically live 72 to 110 years.

Racial Abilities: Forest goblins have the following traits:
~ +2 dexterity, +2 wisdom, -2 intelligence, -2 charisma: Forest goblins are agile and wise creatures, but stay to themselves and often are not quick learners.
~ Medium-size: As Medium-size creatures, goblins have no special bonuses or penalties due to their size. 

~ Forest goblin speed is 30 feet.
~ Improved Low-Light Vision: Forest goblins can see thrice as far as a human in starlight, moonlight, torchlight, and similar conditions of poor illuminations.  They retain the ability to distinguish color and detail under these conditions.
~ +2 racial bonus on hide and move silently checks: Forest goblins are naturally silent and skilled in gathering the shadows around them, not wishing to be well known.
~ +4 racial bonus on listen checks: Forest goblins have exceptionally keen ears, known to exceed all other races.
~ Automatic Languages: Veureshoin and Black Tongue.
~ Favored Class: Ranger. When determining whether a multiclass forest goblin takes an experience point penalty, his or her ranger class does not count.

Great Tusk Orcs

Great tusk orcs are large, strong, and not very bright brutes.  They are known for their large tusks that jut out of their mouths and their gray skin.  They are usually between six and a half and eight feet tall, and generally weigh between 270 and 400 pounds.  Their skin is almost some shade of gray, and their hair is almost exclusively black, but grows slowly and most orcs shave it all.  They have brown, black, red, yellow, or orange eyes.  Great tusk orcs enter adulthood at the age of 15, middle age at 35, old age at 53, venerable at at 70, and die between the ages of 72 and 110.
Racial Abilities: Great tusk orcs have the following traits:

~ +2 Strength, -2 Dexterity, +2 Constitution, -2 Intelligence, -2 Charisma: Great tusk orcs are extremely strong and hardy, however slightly slow and cumbersome.  They are extremely stupid, being said they are nothing better than big two legged animals, and lacking a good amount of social grace.
~ Medium-size:  As medium size, orcs incur no penalties or bonuses based on their size.
~ Orc base speed is 30 feet.
~ Intimidation:  Intimidate is always a class skill for orcs.
~ Low-light Vision: Great tusk orcs can see twice as far as a human in starlight, moonlight, torchlight, and similar conditions of poor illuminations. They retain the ability to distinguish color and detail under these conditions.
~ Automatic Languages:  Veureshoin and Black Tongue.

~ Favored Class: Barbarian. When determining whether a multiclass great tusk orc takes an experience point penalty, his or her barbarian class does not count.

Humans
Humans are the most common race in Aldreia as a whole, as well as Veuresho.  The entire race tends toward neutrality in all aspects of life, but that is simply based on the idea that humans come in all shapes, sizes, and mindsets.  Humans have fairly short lives so they tend to be ambitious and impatient.  They have hair varying in shades of brown, blond, and red, with a variety of skin colors, and blue, green, or brown eyes.
Racial Abilities: Humans have the following traits:
~ Medium: As Medium creatures, humans have no special bonuses or penalties due to their size. 

~ Human base land speed is 30 feet. 

~ 1 extra feat at 1st level.

~ 4 extra skill points at 1st level and 1 extra skill point at each additional level.

~ Automatic Language: Veureshoin. 
~ Favored Class: Any. When determining whether a multiclass human takes an experience point penalty, his or her highest-level class does not count.

Igurikor “Kyton-bred”
Kytons are terrible devils, to be sure, but unlike most other devils, when kytons and humans mate, the offspring retain many of the abilities of the kyton rather than simply becoming diabolic.  The igurikor are the ancestors of half-kytons and humans, being mostly human but with some of the frightening traits of their kyton ancestors.  Often evil and lawfully bent, igurikor retain many of the views and joys of the kyton.  The only common trait between various igurikor seems to be the humanoid appearance, for their skin, hair, and eye color can be human or an off-shot there of, such as light blue skin or white hair.  Their eyes, however, do tend to be piercing and frightening.
Racial Abilities: Igurikors have the following traits:
~ -2 Intelligence: Though gifted, the igurikors are not overly intelligent.
~ Medium: As Medium creatures, igurikors have no special bonuses or penalties due to their size. 

~ Igurikor base land speed is 30 feet. 
~ Darkvision: Igurikors can see in the dark up to 20 feet.  Darkvision is black and white only, but is otherwise like normal sight, and the igurikors can function just fine with no light at all.
~ Spiked Chains: Igurikors treat spiked chains as simple weapons, and may furthermore use it as a one-handed weapon.
~ +1 natural armor bonus.
~ Enhanced Healing: Igurikors heal at an accelerated pace, regaining hit points twice as fast as a humans.

~ +4 racial bonus on all craft (metalworking) checks made with chains.
~ Automatic Language: Veureshoin. 
~ Favored Class: Fighter. When determining whether a multiclass igurikor takes an experience point penalty, his or her fighter class does not count.
Mynadrik “Field Elves”

The least civilized of the elves, the mynadrik roam the plains in great tribes, often coming into conflict with great tusk orcs. Their features are soft, but they are heartier than most elves. They tend to have reddish hair and strong eyes, with well tanned skin. Despite their less civilized tendencies, field elves are still wise and intelligent, so referring to them as foolish barbarians would not be the most accurate terms.
Racial Abilities: Mynadrik have the following traits:
~ +2 Dexterity, –2 Constitution: Mynadrik, like all elves, are flexible but frail.
~ Medium: As Medium creatures, field elves have no special bonuses or penalties due to their size.

~ Mynadrik base land speed is 30 feet.
~ Fleet-Footed: When running, the mynadrik’s base speed increases to 40 feet until the mynadrik stops running.
~ Immunity to magic sleep effects, and a +2 racial saving throw bonus against enchantment spells or effects.

~ Low-Light Vision: A mynadrik can see twice as far as a human in starlight, moonlight, torchlight, and similar conditions of poor illumination. She retains the ability to distinguish color and detail under these conditions.

~ Weapon Proficiency: Mynadrik receive the Martial Weapon Proficiency feats for the longbow (including composite longbow) and shortbow (including composite shortbow) as bonus feats.

~ +2 racial bonus on Listen, Search, and Spot checks. A mynadrik who merely passes within 5 feet of a secret or concealed door is entitled to a Search check to notice it as if she were actively looking for it.

~ Automatic Languages: Veureshoin and Elven. 
~ Favored Class: Ranger. When determining whether a multiclass mynadrik takes an experience point penalty, his or her ranger class does not count.
Re’tzumi

The re’tzumi are a subrace of humans and rarely found away from their homeland.  Sometimes known as the white ghosts, re’tzumi have snow-white skin and dark eyes, often with dark blue or black hair.  The race is highly loyal and disciplined, normally, and has a great talent with psionics.  Re’tzumi often live lives of solitude and independence, and tend to be very spiritual.  
Racial Abilities: Re’tzumi have the following traits:

~ Medium: As Medium creatures, re’tzumi have no special bonuses or penalties due to their size. 

~ Re’tzumi base land speed is 30 feet. 

~ 1 extra feat at 1st level.

~ Naturally Psionic: Re’tzumi gain 2 bonus power points at 1st level.  This benefit does not grant them the ability to manifest powers unless they gain that ability through another source, such as levels in a psionics class.
~ Automatic Language: Veureshoin. 
~ Favored Class: Psion. When determining whether a multiclass re’tzumi takes an experience point penalty, his or her psion class does not count.
River Naga
Coiled up, river naga stand about as tall as humans. The females are slightly larger than the males. They look human from the waist up, but where a human would have legs they have the body of a snake. The skin of their humanoid torso is usually well tanned. The scales on the back and sides of their snakelike lower body, are emerald green, with a slight blue and orange crisscrossed pattern running along their back. The exact tone of orange depends on their mood, and can range from dull to brightly pulsating if they are very upset. The underside of their lower body is made up from flexible plates that are almost white, and well suited for gliding along the ground. The fingers of river naga seem long and fine by human standards, but they end in thick and hard nails, that can rival claws. Naga usually use them for hunting and on occasion in combat.. river naga have, without exception, black hair that needs a lot of attention since they spend a lot of time in or under water. Their eyes are usually green or black and, like a snake’s, vertically slits.
Racial Abilities: River naga have the following traits:

~ +2 Dexterity, +2 Charisma: Their reptilian lower body makes river naga more dexterous than fully humanoid races. They also seem to have something about them that makes them sympathetic beyond reason.
~ Medium: As Medium creatures, river naga have no special bonuses or penalties due to their size.
~ River naga have a base land speed of 20 ft.
~ Swimming: River Naga are naturally apt swimmers. They can swim at a base speed of 20 ft. without making swim checks and are able to hold their breath twice as long as normal.
~ Low-Light Vision: A river naga can see twice as far as a human in starlight, moonlight, torchlight, and similar conditions of poor illumination. She retains the ability to distinguish color and detail under these conditions.

~ Natural Weapons: River naga can attack either by biting or by using their claws. Both attacks deal 1d4 points of damage. The bite attack inflicts additional poison damage.
~ Poison: River naga can inject a dangerous poison with their bite attack. It deals 1d2 temporary Dexterity damage as initial damage and 1d2 points of temporary Constitution damage as secondary damage. River naga usually use their poison for hunting, but multiple bites will put pretty much put any foe out of their misery.
~ Automatic languages: Veureshoin and Nagissh. 
~ Favored Class: Fighter or Sorcerer. When determining whether a multiclass river naga takes an experience point penalty, his or her fighter or sorcerer class does not count.
~ Level Adjustment: +1

Zujenndreth “Frost Elves”

Perhaps the most noble of the elves, with the exclusion of the true elves, the zujenndreth are the elves of the frozen lands of south Veuresho.  They are calm and regal, lords and ladies of ice.  The entirety of their cities are built of the frozen waters, their weapons the epitome of cold iron.  Graceful in all respects, zujenndreth are truly frost elves.  In almost all respects they are identical to their shining elf cousins, except their skin has a bluish tinge to it, with icy eyes and hair of black, white, or any shade of blue.  Their lips tend to be blue or violet, and they were flowing elegant clothing.
Racial Abilities: Zujenndreth have the following traits:
~ +2 Dexterity, +2 Charisma, +2 Intelligence, -2 Strength, -2 Constitution: The zujenndreth are graceful and elegant, intelligent and charming, but they are neither strong nor tough.
~ Medium: As medium creatures, the zujenndreth have no special bonuses or penalties due to their size.
~ Zujenndreth base land speed is 30 feet.
~ Low-Light Vision: A zujenndreth can see twice as far as a human in starlight, moonlight, torchlight, and similar conditions of poor illumination. She retains the ability to distinguish color and detail under these conditions.
~ Cold Resistance 20: A zujenndreth is born among the most wicked of cold, being able to stand a great deal of it.
~ Immunity to magic sleep effects, and a +2 racial saving throw bonus against enchantment spells and effects.
~ Weapon Proficiency: Zujenndreth receive the martial weapon proficiency feats for the longsword, rapier, longbow (including composite longbow), and shortbow (including composite shortbow) as bonus feats.
~ +2 racial bonus on listen, search, and spot checks.  An elf who merely passes within 5 feet of a secret or concealed door is entitled to a search check to notice it as if actively searching for it.
~ Automatic Languages: Veureshoin and elven.
~ Favored Class: Wizard. When determining whether a multiclass zujenndreth takes an experience point penalty, his or her wizard class does not count.
Racial Regions

Classes
Barbarian

Bard

Cleric

Druid

Fighter

Monk

Paladin

Psion

Psychic Warrior

Ranger

Ritual Savant

Rogue

Sorcerer

Soulknife

Wilder

Wizard

Initial Training
Path of the Ninja
Path of the Ninja is an initial training template that has no base prerequisites.  

Hit Dice: D8

Initiate Skills

The path of the ninja’s initiate skills (and the key ability for each skill) are Balance (Dex), Climb (Str), Concentration (Con), Escape Artist (Dex), Hide (Dex), Jump (Str), Listen (Wis), Move Silently (Dex), Spot (Wis), Swim (Str), and Tumble (Dex).

Initial Skill Points: (4 + Int modifier) x 4.

Qualities: A person who takes the Path of the Ninja initial training gains the following.

~ Base Attack Bonus: +1 

~ Reflex Save Bonus: +2 

~ Weapon and Armor Proficiency: Initiates are proficient with all simple weapons, plus the sap, kama, kukri, nunchaku, quarterstaff, sai, short sword, shuriken, and siangham. Initiates are not proficient with any armor or with shields.

Low-Light Vision

~ Great Jumper: The initiate gains an initial skill bonus to jump of +10, and furthermore an additional bonus equal to +2 per character level. The initiate is no longer limited in jumping distance by height.

~ Skill Bonuses: +2 to Tumble, Hide, and Move Silently

~ Monk alterations: The initiate is no longer restricted to a lawful alignment if taking the monk class and the restriction to multiclassing as a monk is removed.

Samurai of the Soul

Samurai of the Soul is an initial training template that has one prerequisite: must have been trained within the Citadel of the Souls.
Hit Dice: D10
Initiate Skills

The samurai of the soul’s initiate skills (and the key ability for each skill) are Autohypnosis (Wis) Climb (Str), Concentration (Con), Craft (Int), Diplomacy (Cha), Jump (Str), Knowledge (Psionics) (Int), Listen (Wis), Ride (Dex), Spot (Wis), Swim (Str), and Tumble (Dex).

Initial Skill Points: (2 + Int modifier) x 4.

Qualities: A person who takes the Samurai of the Soul initial training gains the following.

~ Base Attack Bonus: +1 

~ Fortitude and Will Save Bonus: +2 

~ Weapon and Armor Proficiency: Initiates are proficient with all simple and martial weapons, as well as with the bastard sword. Initiates are proficient with all armor and shields.
~ +2 bonus on all concentration and diplomacy checks.

~ Awkward Fighting: When two weapon fighting with a light weapon in his primary hand, the Samurai of the Soul treats the light weapon in his primary hand as though it were in his off-hand for calculating the penalty for two weapon fighting.
~ Initiates gain 2 bonus power points. This benefit does not grant them the ability to manifest powers unless they gain that ability through another source, such as levels in a psionic class.
Prestige Classes

Channeler of the Raw Power

Magic has, for as long as its existence, been divided into three distinct parts: divine magic, arcane magic, and psionic magic. All of these forms of magic are incredibly powerful and equally hard to use. Though they are all different, they are all types of magic, and at the core of all magic is an energy known simply as power. This power, when uncorrupted and left in its raw magical state, can be both extremely destructive and awesomely productive. Raw power is exactly what its name implies: raw power.

A channeler of the raw power makes use of this core magical energy, tapping into it and using the energy without corrupting it into another form of magic. Through its usage, a channeler can bring down entire buildings, devastate legions of soldiers, or empower a group of allies. This raw power is exceedingly mighty, but can also be very dangerous to the user, and an overspent channeler rarely survives its usage. Channelers come from all races and classes, though every channeler has some magic using class.

Prerequisites
Base Attack Bonus: +5
Feats: Great Fortitude, Iron Will
Skills: Concentration 6 ranks, Knowledge (Planes) 6 ranks
Spellcasting: Must have access to first level spells or powers

Class Skills
The class skills for the channeler of the raw power (and their key ability for each) are Concentration (Con), Craft (Int), Knowledge (Planes) (Int), Profession (Wis), and Spellcraft (Int).
Skill points at each level: 2 + Int modifier

Progression
	Level
	BAB
	Fort
	Ref
	Will
	Raw Power
	Special

	1
	+0
	+1
	+0
	+1
	40
	Basis of the Channeler, Channel through Touch

	2
	+1
	+1
	+0
	+1
	55
	Channel through Weapon

	3
	+2
	+2
	+1
	+2
	65
	Channel into Item

	4
	+3
	+2
	+1
	+2
	80
	Channel through Air (Lesser)

	5
	+3
	+3
	+1
	+3
	100
	Channel through Body

	6
	+4
	+3
	+2
	+3
	125
	Channel through Air (Wall)

	7
	+5
	+4
	+2
	+4
	155
	Channel through Person

	8
	+6
	+4
	+2
	+4
	190
	Channel through Air (Greater)

	9
	+6
	+5
	+3
	+5
	230
	Channel through Objects

	10
	+7
	+5
	+3
	+5
	275
	Channel through Air (Perfect)


Class Features
Weapons & Armor Proficiency: The channeler of the raw power gains no new weapon or armor proficiencies.

Basis of the Channeler: This category is split into several groups: 

Raw Power Points: Raw power points (RP points) are what power the channeler. Through the usage of these points the channeler is able to do incredible things, altering them as he so wishes. The channeler is required to meditate for one hour every day, as well as get the appropriate amount of rest, in order to obtain a certain number of RP points for that day. The number is listed on the chart above. Furthermore, a channeler gains a number of extra RP points equal to their class level x their charisma modifier. Upon reaching sixth level, these extra RP points double.

Overchanneling: It is possible for a channeler to use more points than he has for a single day, but for every point over the limit used, the character takes one point of constitution damage.

Spellcasting Absorption: Due to the nature of the channeler of the raw power, the channeler loses the ability to use all spells and spell-like abilities he previously had. This magic is transformed into raw power. All spells per day and spell-like abilities the channeler previously had are transferred into RP points. The channeler gains bonus RP points for every spell equal to the spell level - 1, so for a second level spell, the channeler gains 1 bonus RP point. For a fifth level spell, the channeler gains 4 bonus RP points. 

Aura of the Channeler: The channeler of the raw power radiates with raw magical power. Whenever a spellcaster of any kind (divine, arcane, or psionic) sees the channeler, they are entitled a spellcraft check (DC 20 – Channeler class level) to see an aura of raw power. If the spellcaster fails, they are entitled another check every following day, but only once per day. Furthermore, whenever a detect magic spell is used on him, a channeler will have a strong magical aura.

Immediate Risks: Every time a channeler uses a channeling, the channeler must make a will save or become dazed for one round. The DC is different in every channeling, and is listed there. 

Channel through Touch (Su): By placing power into his fingers, the channeler is able to discharge raw power directly through a touch attack. The channeling itself is a free action, but requires a touch attack to use. The power stays stored within the person for up to one minute, and then dissipates if it has not been used. A failed touch attack does not waste the use of this power. The touch attack deals 1d6 points of damage per RP point used (to a maximum of 5d6). At fifth level, the damage done becomes 1d8 per RP point (to a maximum of 7d8). The DC for using this channeling is 10, but if the channeler fails, the energy is still held within the person and the touch attack may be used after the channeler recovers from his daze.

Channel through Weapons (Su): The channeler of the raw power is able to place energy within his weapon, in order to either create a single burst of power or enhance his weapon for a time. This channeling has two forms:

Channel through Weapon (Burst): The channeler places energy into the weapon, and upon hitting something or someone, the energy is expended in a burst of power. The weapon deals an extra 1d6 per RP point used (to a maximum of 5d6), and its DC is 11. Channeling the energy into the weapon is a move-equivalent action.

Channel through Weapon (Enhancing): The channeler places energy into his weapon creating it magic in essence. The weapon gains a +1 enhancement bonus per 3 RP points spent (to a maximum of +5). This enhancement bonus does not stack with an enhancement bonus the weapon previously had. The bonus lasts for 10 minutes per class level and its DC is 12. Channeling the energy into the weapon is a standard action.

Channel into Item (Su): The channeler creates a none-complex item of energy as a standard action. The amount of RP points necessary is different depending on the size of the item. An item the same size or smaller than a dagger is 3 RP points; an item the same size or smaller than a short sword is 5 RP points; an item the same size or smaller than a longsword is 7 RP points; and item the same size or smaller than a greatsword is 9 RP points. The DC for this ability is 5 + RP points used, and the item lasts for one hour per class level. An item created this way can be enhanced by the "Channel through Weapon" ability.

Channel through Air (Lesser) (Su): This ability has two forms:

Chanel through Air (Lesser) (Ray): The channeler is able to create a ray of raw power, similar to “Channel through Touch” except that his ability is a ranged touch attack. The ray can be up to 5 feet per channeler class level, and deals 1d6 damage per point spent (up to a maximum of 5d6). The DC is 12. Unlike “Channel through Touch,” if the channeler fails his will save, the RP points are wasted.

Channel through Air (Lesser) (Levitation): The channeler is able to, as a free action, give himself a fly speed of 10 (perfect). This requires 1 RP point per round in order to keep active, and the DC is 10. The channeler, however, is not able to go any more than 50 feet above the ground, as the channeler is making the raw power push directly off the ground. 

Channel through Body (Su): The channeler channels the energy directly into his own body, and any who touch him are damaged by his raw power. As a standard action, the channeler empowers his own body, so that any who touch him (including with a held item) take 1d6 damage per 3 RP points used (to a maximum of 5d6 damage). This effect lasts for 1 round per class level, and has a DC of 17.

Channel through Air (Wall) (Su): As a standard action, the channeler is able to raise a wall of pure raw energy. The wall deals 1d8 damage per 2 RP points spent (to a maximum of 10d8). The wall can be up to 10 square feet per level of the channeler, and can be shaped as the channeler wishes except it must be entirely two-dimensional with no curves or bends. A creature trying to pass through the wall takes the indicated amount of damage and must make a will save (DC 10 + Channeler’s class level + Charisma Modifier) or be unable to pass through. The DC for creating the wall is 15.

Channel through Person (Su): This ability has three forms:

Channel into Strength: As a standard action, the channeler is able to increase the muscle capacity of a person, giving them a bonus to strength equal to +2 per 10 RP points used (to a maximum of +10). The channeler is able to use this upon himself or anybody he is touching, and the effect lasts for 10 minutes per class level. The DC is 15.

Channel through Wounds: As a standard action, the channeler is able to touch a wounded person and heal their wounds, though he may do this upon himself. The person heals 1 point of damage per 2 RP points used. The DC is 12.

Channel into Armor: As a standard action, the channeler is able to toughen the skin of any person he is touching, including himself. The person gains a natural armor bonus of +1 per 5 RP points used (to a maximum of +4). This effect lasts for 10 minutes per class level and the DC is 15. The natural armor stacks with other forms of natural armor the creature may have.

Channel through Air (Greater) (Su): The channeler is able to create a bolt of pure energy explode through the air. The channeler creates a line that goes for 10 feet per class level and deals 1d8 damage per 2 RP points spent (to a maximum of 20d8 damage). If the channeler so wishes, he may shorten the distance of the line. A creature is entitled a reflex save (DC 10 + Channeler Class Level + Charisma Modifier) to take half damage. This takes a standard action to use and has a DC of 20. 

Channel through Objects (Su): This ability has two forms:

Channel through Object (Explosive): By empowering an object, the channeler can make an object explode. This requires a standard action, and the item explodes directly after being empowered, so it must be thrown. The item deals 1d8 damage per 2 RP points spent (to a maximum of 20d8 damage), and deals this damage to everything within a 5 feet per two channeler class levels radius. The channeler may decrease this blast radius if desired. The DC is 18, and if the channeler fails and is unable to through the item, it explodes in his hand. Note that the item empowered also takes the same damage. A creature is entitled a reflex save (DC 10 + Channeler Class Level + Charisma Modifier) to take half damage. 

Channel through Object (Destructive): By touching an item, the channeler is able to channel raw power into an object, destroying it. The raw power ignores hardness and deals 1d10 points of damage per RP point spent (to a maximum of 5d10) per round that the channeler holds it. The channeler makes the will save to a DC of 17, and then is able to hold the item for a number of rounds equal to one round per 3 RP points spent before having to stop channeling. The channeler is able to use this ability as many consecutive times as he so wishes, but every time he uses this ability he must make the same will save. The damage is dealt to a single 5 foot square, plus an additional 5 foot square per point spent.

Channel through Air (Perfect) (Su): The channeler has gained the power to fire off multiple rays of raw power. As a full-round action, the channeler is able to fire multiple rays at the same time, up to 1 ray per class level. The damage dealt is equal to 1d6 points of damage for every 3 RP points spent (to a maximum of 20d6). All of the rays do this amount of damage. The ray has a maximum distance of 20 feet per class level. This provokes an attack of opportunity and has a DC of 25. The rays each require a separate ranged touch attack, and no two rays can hit the same object or person.
Languages
Auran

Aquan
Black Tongue
Druidic

Elven

Heavenly

Ignan

Nagissh

Sylvan

Terran

Veureshoin

Environment

Dalizi Forest

River of Souls

The river of souls is an odd river that flows from the Shishimari Peaks through the Tolgia Forest and out to sea.  The river would, for the most part, be a fairly normal river, except that for the bulk of it, the river seems to have a connection to the plane of shadows.  This is where the river gains its name: a visitor upon the river of souls is quite likely to see a soul a soul or more moving along the river in some fashion.  It is impossible to interact with the souls and they cannot see you, but overall they appear very similar to ghosts except even less real.
Shishimari Peaks

Tolgia Forest
Settlements and Civilizations

KaziKa

Kazika could simply be recognized as a small town of about 700 people, nestled less than a mile into the Dalizi Forest and several miles west of Shishimari Peaks.  The town consists of almost entirely humans, with only travelers of other races ever staying in Kazika for long.  Located around the town is what could be considered its wall, but is in fact a huge building known as the Thiezdu, a great monastery.

In origin, the Thiezdu was simply a monastery, though a huge one.  The Thiezdu was created for the training on ninjas, and one of the greatest monasteries in the world.  Built numerous aeons ago, the Thiezdu was originally crescent shaped.  It eventually needed more room, so became a full circle, with an enormous open courtyard in the center.  However, over time several buildings started appearing here and there within the courtyard.  Now, over the centuries, the town Kazika has formed within that courtyard.  Kazika gained its name from the man who originally built his home within the courtyard.
Citadel of the Souls

The Citadel of the Souls, also known as Basalace, is a mighty city inhabited primarily by the re’tzumi, though there are several humans.  Located at the foot of the Shishimari Peaks and directly over the River of Souls, the Citadel of the Souls is actually located on both sides of the river, with the structure actually forming a bit of a bridge.  Dizumyar Tetianaga currently serves as the Master Samurai of the Soul.  All Samurai of the Soul are trained within the Citadel (see Initial Training: Samurai of the Soul above), and many serve there their entire lifetime.  Many of the inhabitants of the actually citadel are psionic, and the city itself is also very psionically influenced.  
Thardurisk

Thardurisk could best and most simply be described as the City of Chains.  This igurikor city is nearly exactly what one would expect out of a city created and ruled by the offspring of kytons.  Chains can be found everywhere.  From chain bridges connected various parts of the city, to chains hanging over walls so that their guards can climb them, chains are everywhere.  Furthermore, the city is huge and well organized.  Built within a fairly large chasm, one has to climb down a steep wall of 50 or more feet just to reach the bottom of most of the city.  The defenses of Thardurisk are nearly impeccable, for the igurikor are quite ready for war at any moment.
Throne of the Ice Queen
The throne itself is just that, a throne for the leader of the zujenndreth, the Ice Queen.  The Throne of the Ice Queen, however, is what the city has become known as, for where the legendary throne sat a city grew around it.  The throne is nestled on top of a small rise with the zujenndreth’s forest, the crystal palace built around it, and the city surrounding that.  The throne is within the western kingdom of the zujenndreth’s.
