
The Planet of Taralynn is in between the planetary sizes of Earth and Neptune and is divided into Hemispheres which undergo different weather patterns depending on the geographic location.

- Northeastern Hemisphere

· Made up of many large and small island chains

· The entire Northeastern Hemisphere is located in a tropical climate

· The Northeastern Hemisphere is home to the Antigua, Turrik, Paluo, and Vanatos island chains

- Northwestern Hemisphere

· Made up of a decent sized continent and many islands

· The island chains in the Northwestern Hemisphere are located in a tropical climate while the continent in the Northwestern Hemisphere is the only area of the Northern Hemisphere where it snows during the winter season

· Winterthor, the only continent in the Northern Hemisphere, is home to the Clockworks whose Factory ship crash landed in the now-city Usterliecht in 1 AID (After Invasion Day)
· The Clockworks are the only remaining society that resides in Winterthor as the winter conditions make it almost impossible for other factions to invade year-round

· The only other major populated portion of the Northwestern Hemisphere are the Lunwick island chains which were colonized by the Coltanians in 426 BID (Before Invasion Day) and are a center of much conflict as the Eastern Island colonies of the Macha, Velzuvenians, and Rangolaiths have invaded Lunwick and Motalia AID (After Invasion Day)
-Southeastern Hemisphere

· Made up of a few large continents

· Most of the climate in the Southeastern Hemisphere consists of rainforest, temperate, and savanna plains biomes

· The continents of the Southern Hemisphere are much closer together than the Northern Hemisphere with the great continent of Motalia which is home to Athis, the Coltanian Capitol City; however, the Coltanians have settled the Southwestern Hemisphere more heavily than the east

· Besides Motalia, the major continents of Lahka—now Xi’Ang after Bushidi and Rangolaith over-throw, Angomori, Hefeiti, and Roeterdang

-Southwestern Hemisphere

· Made up of a few large continents

· The climate zones of the Southwestern Hemisphere ranges from arid, savanna plains, to topical zones due to the wide range of continents

· Other than Motalia, the more populated continents consist of Tasmen and Calendane

Inhabitant Species
- Clockworks

· Clockwork Robots

· They can take many shapes and forms depending on the needs of the time. Since they are robots, each one carries a memory card on them at all times. When they die their essence escapes and returns to The Factory (their mother ship) and are rebuilt into a new robot as long as they are needed and the resources are available. Likewise, the memory card can be inserted into any compatible system and their personality/memories can be downloaded this way. Regardless of their vessel all Clockworks have some semblance of clockwork machinery which differentiates them from other species (as long as their body is built at The Factory).

· The Clockworks have spent billions of years traveling through space on a humanitarian mission in exchange for gold which they use as power and are on a grand search to find "the elegance" in the universe.

· Their trip lead them to Taralynn, but several other space-faring races arrived soon after which started a massive planetary war that has raged for centuries. All with the goal of gaining control of "the elegance".

-Coltanians/Synthetics
· Bipedal, two-armed fleshy organisms

· Coltanians are native to Taralynn and are the most advanced species on the planet.

· Despite having so much control over the planet and being one of the most dominant species in the great planetary war, they lack space travel technology.

· However, they do use advanced weaponry and planetary ships for aerial combat.

· Most Coltanians have an extreme sense of superiority since they see themselves as the guardians of Taralynn. This sense of self-righteousness has caused years of discrimination against Synthetics and Mousnters.

· Synthetics are essentially cybernetic versions of Coltanians who were initially created as a replacement for service positions as most Coltanians were drafted into the great war. Rumor has it that Synthetics were created as a peace offering from The Clockworks, but years of victory led to less of a need for Synthetics.

· In turn, Synthetics were not willing to voluntarily be dismantled, creating an elaborate system of cat and mouse as neither side trusts one another. To make matters worse, this sense of sentience has lead Synthetics to not know whether they are really a Coltanian or not.

-Mousnters

· Mutated Coltanians

· Not much is known about Mousnters, some believe they are mutated Coltanians, others believe they are a new/subspecies. Regardless, most Mousnters take refuge in the slums of major Coltanian cities or take up arms as mercenaries/slave warriors for the various species on Taralynn.

· The unpredictable nature of Mousnters and their wide use in combat has led to a boom in their population along with their employment in battle by most of the other species on Taralynn.

· Many Mousnters are characterized by their greed, deceit, and cunning mercantile skills on the black market.

-Rangolaiths
· Bipedal, two-armed massive rock-like organisms

· Rangolaiths are very rare and are usually only seen as solitary creatures due to their massive size and overwhelming power.

· They were originally thought to be just creatures of myth to the native species of Taralynn before the war started. However, once the war started Rangolaiths began being reported on battlefields on the Eastern Hemisphere - leveling towns and crushing outfits brave enough to try and take on these behemoths.
· Due to their all-but-extinct population, they agreed to an alliance with the Bushidi Empire in exchange for space travel technology. Unfortunately, the Bushidi have yet to deliver on their promises until "the elegance" is theirs.

-The Nef Collective
· Cybernetic organisms

· The Nef think and operate as a hive mind. They are all but a mystery to most of the other races on the planet. And much to the dismay of The Bushidi Empire, the Nef have a large presence in the orbital war that is taking place above the planet.

· Other than the fact that they are a scavenger society -- harvesting materials from derelict ships and kidnapping people from the planet's surface; the only thing that be said for certain about the Nef is that they have a strange affection for Synthetics and the Clockwork.

-Jaegermech

· Bipedal, four armed fleshy organisms

· The Jaegermech have perhaps the largest populous of any of the species on/around Taralynn, but they do not take advantage of their numbers; preferring to engage in small firefights of just three unit hunting parties.

· They have advanced tech and space-faring technology which is largely based around the principle of stealth and fast-deadly strikes. Thus, they are the only known species involved in the war that has cloaking technology.

· Fortunately for the other species, the Jaegermech do not possess a lot of ship-based offensive weapons and again, typically only fight in three-man squads. However, they have also been seen using large mechanical units when heavier artillery is needed to capture an enemy settlement.

· While the other species assume they are on the planet for the same reason, the Jaegermech take the most pride in collecting trophies from fallen enemies; opting to adorn and use them as prizes in battle.

-Volven

· Small, bipedal two-armed organisms that wear breathing suits in order to acclimate properly to Taralynn.
· The Volven, along with the Velzuvenians traveled to Taralynn in search of "the elegance" as a means to sell it to the highest bidder.

· However, the Volven arrived at the planet several years after the war had started. Due to their weak combative nature, the Volven were forced to ground themselves on the planet and set up a huge variety of merchant encampments all across the planet. Now the Volven sell their wares to any and all species as long as they see a profit.

-Goncolians

· Bipedal two-armed organisms

· Taller, slender, and darker skinned than Coltanians

· The Goncolians are essentially a regionalized race of Coltanians. What sets them apart is mainly their difference in architecture which is simplistic due to their only resource being jungle wood. Also, the density of the forests where they live give a sense of seclusion between tribes, but also giving rise to civil war conflicts as warlords try to gain power from one another.

· Due to their available resources, Goncolians wear extremely light armor in combat, but have a great trading relationship with the Volvens which has yielded them extremely deadly weaponry which they use to pillage and murder other races on the planet.

-Velzuvenians

· Bipedal, two-armed organisms that wear breathing suits in order to acclimate properly to Taralynn.

· The Velzuvenians, along with the Volven traveled to Taralynn in search of "the elegance" as a means to sell it to the highest bidder.

· When the Velzuvenians arrived at Taralynn they possessed advanced weaponry and armor, but Velzuvenians have a historically poor military. So, instead of losing all of their resources to the war, they opted to vow neutrality and now run a cartel orbiting the planet in order to sell merchandise to whomever can pay them the most.

· The only time Velzuvenians engage in anything remotely similar to combat is when they encroach on Volven territory and diplomatic disputes ensue. 
-The Macha

· Bipedal, two-armed organisms

· Darker skinned than the Coltanians

· The Macha are a native species to Taralynn, but unlike their Coltanian relatives, live in a much less technological society. Their slow advancement has led other species to view them as savages, but their strong will, secluded cities and guerilla warfare tactics have helped them hold their ground as invasive races have continued to decimate the planet. 

-The Bushidi Empire
· Large, bipedal two-armed, many eyed organisms

· The Bushidi Empire hold nobility and honor in combat above any other sensibility. They use advanced armor and weapons which are grounded in ancient customs which has allowed their monarchal warrior society to thrive for centuries. In combat, Bushidi use swift and agile equipment to kill their enemies.
· They arrived at Taralynn shortly after the Clockwork with the intent of burning the planet to the ground in order to gain control of "the elegance".

· Their cunning nature allowed them to shoot down The Factory which still holds massive significance among the Bushidi as it was the only victory any species has ever had against the Clockwork.

· Their headstrong war mentality has also been a weakness for the Bushidi as they tried to combat every other species on Taralynn, leading to great loses of their ground forces. This resulted in them seeking help from other species -- namely the Rangolaiths and Mousnters.

Species History
- Clockworks

· Clockwork society revolves around democratic governing

· Space-faring race that traveled across the universe on a humanitarian mission until their mother ship was shot down by the Bushidi Empire on Invasion Day

· They highly value master engineering, history, art, and craftsmanship

· Clockwork architecture is extremely industrial and built using bronze and iron machinery along with crystal-like wall material. Their buildings are typically built in skyscraper format. 
· Technology is based around hard machinery and steamwork

-Coltanians/Synthetics
· Coltanian society is based around an Aristocratic government
· One of the few advanced native species on the planet

· Since Invasion Day the Coltanians have formed loose alliances with some of the species on the planet after years of war; however, they continue to intensely fight most of the invasive species on the planet

· They place a large emphasis on militaristic activities and the sciences

· Much of their architecture has Victorian influences; being built from primarily stone and metal.
-Mousnters

· Consists of mutated subset of Coltanians as well as other advanced feral species on the planet

· They live within Coltanian cities, specifically Tavinseal, the largest Coltanian City

· However, Mousnters are beginning to be seen more frequently in Invasive cities as mercenaries for hire

-Rangolaiths

· Rongolaiths are massive bloodthirsty creatures
· One of the few advanced native species on the planet

· Formed an alliance with the Bushidi Empire in hopes that they would share their space traveling technology so the Rongolaiths can lead a destructive campaign across the universe

· They live in massive monolithic towers in Xi’Ang

· They serve as the backbone of the Bushidi Empire’s ground forces
-The Nef Collective
· Cyborg hive mind society

· One of three species involved in the global war that has working space-faring technology, the Jaegermech and Bushidi being the other two

· The Nef Collective are the only species that resides entirely in orbit around the planet

· They periodically invade to harvest resources

· Have been trying to cultivate and cause Synthetic overthrow the past few years

· Among the last species to arrive at the planet

-Jaegermech

· Hunter/Gatherer society, mainly hunters

· One of three species involved in the global war that has working space-faring technology, the Nef Collective and Bushidi being the other two

· One of the fiercest and battle ready species on the planet

· Excels from abundance in technology

· Their major disadvantage is that their military forces are contained to extremely small outfits—usually comprised of 3 to 6 soldiers

-Volven

· Related in some way to the Velzuvenians

· Over the course of the global war the Volven have taken a vow of neutrality and have profited as merchants

· Dominate the majority of the planet’s trading system

-Goncolians

· Consists of mercenary tribes

· Highly unstable society as they were in a civil war before Invasion Day

· Now they are spread out across the Northern Hemisphere

· Commonly known to strike trade shipments for supplies and are extremely hostile to every species, even their own

-Velzuvenians

· Related to the Volven

· Their society revolves around capitalism much like the Volven, but are responsible for most of the manufacturing on the planet after all of their space ships were destroyed in the war

-The Macha

· Inhabit the continent of Tasmen

· One of the native species to the planet

· Have a very loose alliance with the Coltanians

· Live under a monarchal society

-The Bushidi Empire

· The Bushidi Empire, along with the Nef and Jaegermech are the only species still left on the planet with working space-faring technology

· Were the first species to arrive after The Clockworks

· Their society consists of a cast system
· Places equally strong emphasis on combative prowess and fine arts

· Known for their tenacity in battle and a refusal to ever retreat which over the long global war has cost them most of their ground military units, causing them to seek assistance from the Rangolaiths in exchange for technology

· Take pride and often gloat about being the race who marooned the Clockworks on the planet

