 SEQ CHAPTER \h \r 1RACES
DIOSU (contact Billy for more information)

RACE NAME: Diosu 
OVERVIEW: Carnivorous scaled humanoids from the planet Kiaspe. They exist within five major tribes ruled over by a High Council. The society is divided into seven castes. They are a highly superstitious people. 
INTRODUCTION:
**The Castes: 
----Elders: Diplomats and tribal elders. One of the two fully educated castes. They bear a arm tattoo in their tribal colour. 
----Seers: Priests and advisors. Afforded much respect in society, though they are only semi-educated. They are all trained in combat. Their shoulders are tattooed with an eye in their tribe's colour. 
----Traders: Trade with other tribes and races, manage the economy and economic relations. Their tattoo is a set of scales in their tribe's colour on each shoulder. 
----Hunters: Highly respected warrior caste, further regimented militarily. Officers are semi-educated, commanders are fully educated.  Their tattoo is a pair of crossed blades on each shoulder in their tribe's colour. 
----Artisans: Designers, builders and workers. The technicians and architects are educated. They bear a pair of crossed hammers in their tribal colour on each shoulder. 
----Thralls: Servants, rarely of the same tribe as their owners. They bear a chain pattern tattoo down the length of their arm, in the colour of their owner's tribe. 
----Outcasts: Evicted from the tribe by the Elders and Seers. They have a skull branded on their right breast and cheek

.**The Tribes: 
----Arolcherte: Give most respect to Artisans and Traders. Very few Seers or Hunters. Disliked for their lack of faith, but respected for their ingenuity. Their colour is Blue. 
----Dusanir: The oldest tribe. They give the most respect to Seers and Hunters. They are very proud and superstitious. They often fuse the role of Elder with that of Seer or Warrior. Their colour is White. 
----Rasi: The give the most respect to Elders and Traders. Have a high standard of education - all except for the Thralls are at least semi-educated. Their colour is Yellow. 
----Gaesia: They give the most respect to Elders and Artisans. They are known for their sly and hoarding nature, especially when concerning information. Their colour is Green. 
----Hali: The Outcast tribe. They were evicted by the High Council for their refusal to join the Alliance. They are aggressive and xenophobic. They give the most respect to Seers and Hunters. Their colour is Red. 
**Religion: They revere four gods, as well as the spirits of their ancestors and those in the land. They worship Inasor (Goddess of Life and Time), Lisaye (Goddess of Death), Naroas (God of War) and Esahir (God of the Land). 
**Honour System: With the exception of the Rasi and the Hali, the tribes follow an extremely strict code of honour. It states that any dishonourable deed (such as murder, deceit, betrayal, treason or blasphemy) is to be purged from the soul. They must first confess their deeds to a Seer, then offer a series of prayers to Inasor (or whichever god they have offended through blasphemy), followed by a 'great hunt', in which the offending party must kill a large predator, with their weapons limited depending on the weight of their crime. Many hunts must be undertaken without weapons. If the tribe's Elders or Seers deem that the party has not purged their soul, they will be branded an outcast or executed. 
PLANET DESCRIPTION: Kiaspe is a planet with four continents, mostly covered by forest and plains. There are very few arid areas on the planet. In most areas, the winters are cool and the summers hot. The highest mountain range is unexplored, for it is believed to be the domain of the Gods. 
RACIAL DESCRIPTION: Grey to black scaled humanoids. The scales are found everywhere on their bodies except for the hands, feet and head. Scales develop with age, beginning at adolescence. They stand between six and seven feet high, but lean forward when in motion, standing only half as tall as a human when running. They balance themselves with long prehensile tails. They bear tattoos on their arm or shoulder, which denote their caste through a pattern and their tribe through a colour. 

MILITARY SYSTEM: 
--Army: 

First Blade: The Commander-in-Chief. Educated to the level of an Elder, chosen from the Hunter caste. Sits on the High Council. The same First Blade commands the Army, Navy and Duroc Lisaye. 
High Talon: Quartermaster-general, in charge of logistics and finance. Assigned to the First Blade. Chosen form the Trader or Artisan caste. There is one for each force. 
Whiptail: Chief military strategist, assigned to the First Blade. Chosen from the Hunter Caste. There is one for each force. 
Archon: General, often governs an occupied planet or area. 
Longtail: Strategist accompanying Archon. Colonel. 
Talon: Quartermaster and logistics expert accompanying Archon. Chosen from Trader Caste. 
Short-tail: Lieutenant Colonel. Commands a Battalion. 
Red Blade: Captain. Commands an infantry or cavalry company. 
Iron Tooth: Captain. Commands an armour company. 
Phoenix: Captain. Commands a sapper company. 
Red Shield: Lieutenant. Commands a platoon of infantry, armour or sappers. 
Sergeant: As human. Commands a section. 
Corporal: As human. Commands a squad. 
Private: As human. Rank and File. 


Navy: 

First Blade 
High Talon 
Whiptail 
Crow: Admiral, commands naval traffic with a sector. 
Talon 
Longtail: Vice Admiral. 
Short-tail: Commodore. 
Wing Commander 
Sky Blade: Captain of the Marines. 
Squadron Leader 
Flight Lieutenant 
Pilot/Crew 


Duroc Lisaye: Assassin priests of Lisaye. 
Avatar of Lisaye: Commands all of the Duroc Lisaye. Answers only to the First Blade. 
Voice of Lisaye: Commands the Duroc Lisaye on a planet, communicates with the Avatar. 
Eye of Lisaye: Commands the Duroc Lisaye within an area. Equivalent to a Red Shield. 
Hand of Lisaye: Equivalent to a sergeant. 
Priest of Lisaye: Equivalent to a corporal. 


TACTICS: The Diosu make extensive use of ambush and guerilla tactics. Squads will hide in tunnels beneath the battlefield when preparing, then will burst out of the ground within the enemy ranks. The Diosu prefer close combat, and will use a shield wall to allow them to close with the enemy without sustaining heavy casualties. They still use mounted companies, mainly for hit and run attacks on an enemy. In space, they behave like pirates, preferring to board and capture an enemy craft rather than destroy it. 
TECHNOLOGY: The priesthood of Esahir have knowledge of terra forming that they guard closely. The military make use of powerful energy shields and electrically charged swords. The Duroc Lisaye have cloaking devices which allow them to appear differently to a Diosu. The sappers make use of highly unstable munitions which explode if dropped. These are fired by the sappers using modified grenade launchers, or used in laying ambushes. They are known as Blasters, Flashers, Smokers, Burners, Sharpers and Pulsers (EMPs). 
HISTORY: Prior to the War, the tribes had constantly battled with each other, none gaining dominance for more than a brief period. The High Council was formed early in the war to decide the placement of soldiers and funds, to discuss tactics and to share information. It is made up of two Elders and the High Seer of each tribe, as well as the First Blade. When the United Systems Alliance was formed, some on the High Council spoke against it, but were eventually swayed. The Hali tribe, however, continued attacking members of the Alliance and were then ejected from the High Council after having their space ports and fleets occupied and confiscated. This began a second war among the Diosu, between the Hali and the other tribes. The Hali were eventually forced onto a single continent and held there and monitored by part of the Diosu army and fleet. The Duroc Lisaye are the priests and priestesses of the Cult of the goddess of Death, Lisaye. The existed even before the High Council was formed, though they fought for their tribes during the wars. After the high council was formed, they were united under the Avatar of Lisaye, chosen in a fight to the death between two High Priests. The identity of the Avatar is unknown to all but the First Blade. The Seers of Lisaye take children from their families at around the age of five and begin training and schooling them. The emerge after fifteen years as zealous assassin-priests. 
ADVANTAGES: 
Very strong and brave 
Very intelligent tacticians 
Armoured skin 
Prehensile tails 
Adept at guerilla and urban warfare 
DISADVANTAGES: 
Ridiculous honour system 
Low level of education among the majority 
Superstitious, too much reliance on Seers and prophecies. 
Prefer close combat to ranged combat. 
Not fully unified - inter-tribal feuds, duels for dominance between the elders, etc.

SORENCES (Contact Saint Razorblade for further information)tc "SORENCES (Contact Saint Razorblade for further information)"
RACE NAME: Sorence

OVERVIEW: A highly productive race that focuses on technological advances and science. Sorences possess no religion and no social structure other than the one granted by their military system. They prefer the flight response to the fight response as they lack in physical strength. Evolved to be efficient hunters, fully capable of flight, and to resist cold temperatures.

INTRODUCTION: Perfectly happy to reside on their own planet in peace, Sorences have always been kind of begrudged against the war. They are very delighted about the treaty and are eager to send the best of the best to participate. It is considered an honour to be selected to participate. 

Sorences are a race of scientific adepts. They have a basic humanoid structure, although they are distinctly alien (see drawing for further description). Sorences are the only life completely indigenous to Seluza- the wildlife was either synthetically created or imported from a different planet. Science is the way of life on Seluza- the top 4 families are rich in scientific employment.


PLANET DESCRIPTION: Seluza is a planet almost entirely covered by ice. The major cities are established on three main areas of non-icy ground in valleys surrounded by tall mountains. Medium-sized towns are established in the mountains near the springs that feed the melted rivers flowing down into the valleys. Small villages reside on the icy plains where spots have melted to form reservoirs. All animal and plant life resides up in the mountains. Sorences feed on the animals and fly up into the mountains to hunt them. One Earth year = 3 Seluza years.
RACIAL DESCRIPTION: 

*Average height: 1.8 m (6 ft)

*Average weight: 50 kg (110 lb)

*Average wingspan: 5.5 m (18 ft)

*Common features: Identifying tattoo over left eye, genetic arm patterns

*Average body type: Tall, lightweight (designed for flying). Body & legs covered by thick coat of fur. Wings covered by fluffy feathers. Head & arms commonly bare. Dark blue body & wings, light blue head & arms.

*Average lifespan: 160 Seluzian years (approx. 53 Earth years)
MILITARY SYSTEM: Based entirely upon the 9 Families of Seluza. Upper 3 serve in government and as military commanders. Middle 1 acts as bridge between the two groups. Lower 3 are the commoners. Final 2 are below the Line of Dishonour and are not permitted to participate in society, outcast to icy villages. All except those below the Line of Dishonour are required to serve into the military. Military members can move through the Families- females are not permitted into service.
TECHNOLOGY: Krelmarin daggers, Sotopaz guns, individually made armour. All equipment, buildings, etc. constructed from tough, iron-like ore found beneath the icy surface of the planet.
HISTORY: Originally wanted nothing to do with the war, but joined in after being attacked.  In the past, Seluza has had many civil wars versus the three main territories, which lasted hundreds of Earth years and nearly wiped out the Sorence population at one point. By treaty, the territories are now at peace, although they retain a hint of rivalry amongst one another.
ADVANTAGES: Fast and capable of flight. Excellent hearing. High endurance.  
DISADVANTAGES: Lack of strength, poor eyesight, possess no sense of smell at all.

VOIDERS(Contact Kitty15 for further information) tc "VOIDERS(Contact Kitty15 for further information) " \l 3
RACE NAME: Voiders. 
OVERVIEW: Humanoid creatures originally from the planet Morradian who used to be allies of the Quevarians before switching sides. They are small, petite and very agile, resembling monkeys in some aspects with their tails and furry flesh. 

INTRODUCTION: The voiders have an average life span of one hundred and ten to one hundred and thirty years. They pride themselves in their ability to steal and modify alien technology along with their blood-thirsty nature. 
PLANET DESCRIPTION: Originally from the planet Morradian which consisted of forty percent water, fifty percent land and ten percent lava. They existed alongside mostly inferior, small organisms but did share the planet with one intelligent being – the Illiputs. Little is known about this race except that at the height of their rule, the Voiders kept them in secluded buildings and treated them much like cattle, extracting the brain tissue and selling it to the general population. The planet itself is a little larger than average and can be found in the Obiter Galaxy, second from the Jopular star, their nearest 'sun'. The vegetation is scarce due to a warm climate and consists mostly of plants similar to the cacti found on Earth. There are secluded areas that have been set aside where plants known as Dicas are grown. These are small and a pale, sickly yellow colour and they produce orange berries that are mushed to form the main food source for the Voiders. Some parts of the planet are uncharted, especially the lava pits to the North. The Voiders aren't overly curious or suicidal so after the first two expeditions failed, they decided to leave the area alone. The water of the planet is filled with creatures known as Barcers who are vicious and have devoured all other inhabitants of the sea. After that they turned carnivore but fortunately for them, they reproduce at an alarming rate so there are always plenty of Barcers to eat. 
RACIAL DESCRIPTION: They are generally child-like with petite, delicate features. They are full grown at the age of ten and tend to be between three foot and four foot in height. Their hair can be blue, pink, purple or green. Style and length are as varied as humans. Their eyes are shaped like kites with a small lid that stretches from one side to the other in a smooth curve. The pupil is small and the colours available are pink, yellow, purple, orange, red or green. Their flesh tends to be a pale peach and covered in short, fine hairs the same colour as the hair on their heads. Their mouths are roughly heart shaped and their lips part horizontally rather than vertically. For every ten years of their lives, they gain a single sharp incisor. They suck their food up like a vacuum cleaner and the younger Voiders have difficulty with food that need to be chewed so they tend to exist on 'baby food' until the age of forty. They have no tongue. Their noses are small and quite flat, ending in a point. Due to their small height, short legs, monkey-shaped feet and the lack of a flexible thumb (the thumb is shorter and fatter than the other fingers but does not give them as great an ability to hold things as humans) the Voiders have a tail. It tends to be the same colour as their hair, helps them balance and has a limited ability to hold onto things - generally tree branches and other cylindrical objects. Their ears are slightly bigger than that of a human. They are pointed at both the top and the bottom with the bottom half longer than the top. The top tip is slightly curved. They have long, tube-like nails that they use to pierce through the skulls of their victims and feed on the brain tissue. This is not necessary for their survival but makes them stronger and more intelligent temporarily. 
MILITARY SYSTEM: The Voiders lack a military system. They have a strong policy against eating each other and often navigate through space in pairs or groups of three but they are generally a race of carnivores who just happen to make excellent spies and thieves. 
TECHNOLOGY: Low to medium. They use mostly modified Quevarian technology which tends to make the other races apprehensive. This includes: Small space pods that fit one or two people and are specially designed for speedy manoeuver through space and used to travel quickly between planets. 
Heavily armoured space ships that have been modified for more cargo space, similar versions of which were used by the Quevarian in the last battle. 
Communication devices similar to the mobile phone with picture screen and voice activated security. 
Space suits that cover most of their bodies in a flexible, adaptable material that can survive in most atmospheres. The tail, feet, hands and head are left uncovered on most planets, after they have tested the atmosphere but until then they also have space boots, gloves, helmets and tail covers. 
HISTORY: The Voiders are a relatively newly discovered race. Due to their lack of technology and rather remote location, they spent many centuries isolated on their own planet, abusing the Illiputs and generally enjoying a rather chaotic life. Then the Quevarians landed. At first the Voiders attacked them but lured by the bait of technology and the chance to appease their lust for violence and mischief, they agreed that they would gather information for the Quevarians and cause general chaos amongst the other races in exchange for the superior technology. This agreement remained until a few years previous to the last battle when the Voiders realised that the Quevarians were losing drastically and changed sides, joining the treaty and trading information and their aid for a full pardon and entrance into the alliance. 
ADVANTAGES: Their bones are more dense than humans so they can use their nails to slice through human skulls and the same for most other species. They are also fast, agile and very cunning. 
DISADVANTAGES: They have problems holding standard weapons and are poor at hand to hand combat though they excel to some extent in defence. They are also quite frail and sometimes have difficulty controlling their urge to kill which can get them into a lot of trouble.

NOVARIANS: FLAMES OF JUSTICE(Contact Darklight for further info.)tc "NOVARIANS\: FLAMES OF JUSTICE(Contact Darklight for further info.)"
INTRODUCTION:  The Novarians are a race of people who consider themselves enlightened. They believe in their superiority and prefer to stay separate to the other races. They have clearly marked territorial boundaries, and they defend them with passionate fervour. tc "INTRODUCTION\:  The Novarians are a race of people who consider themselves enlightened. They believe in their superiority and prefer to stay separate to the other races. They have clearly marked territorial boundaries, and they defend them with passionate fervour. " \l 2
Although they only inhabit three planets, they consider themselves one of the most important races since their planets are at the centre of the known universe. The surface temperatures on their planets are very high, and so they consider fire to be both holy and deadly.

Despite their aversion to contact with other races, they will fight if necessary. Every warrior is filled with fanatical ideas and although they are few, they fight fiercely.

Their society is ruled as a dictatorship, which gives them both efficiency and strength. Since all of their race are devoted to their religion, ‘Nova’, they work seamlessly with priests controlling all important decisions. This means orders are not questioned, and a rigid command structure means their armed forces, ‘The Cause’, is very effective.

DESCRIPTION:  Their worlds are constantly bathed in a golden light due to their atmosphere. This led the early Novarians into believing that their lands were actually golden, and they were only enlightened when they lost their sight. Since farming is the most revered profession, agricultural land makes up most of the useable land space. Their first world was a rugged environment before Realisation, and they treat all three of their world with respect and care. tc "DESCRIPTION\:  Their worlds are constantly bathed in a golden light due to their atmosphere. This led the early Novarians into believing that their lands were actually golden, and they were only enlightened when they lost their sight. Since farming is the most revered profession, agricultural land makes up most of the useable land space. Their first world was a rugged environment before Realisation, and they treat all three of their world with respect and care. " \l 2
The Novarians themselves are minor shape-shifters. Through great faith, they can consciously alter their own DNA to produce gradual changes to their anatomy. This ability has always been present in Novarians, but became most widely used after the Realisation.

Most favour humanoid forms for the same reasons that humans evolved them. Even so, it is not uncommon for Novarians to alter themselves to fit their purpose in society. For example, engineers develop more dexterous fingers and farmers develop stronger and more durable muscles and bones.

All Novarians have no eyes. They gave up their sight after the Realisation, when they obtained true sight through their other senses.

‘The Cause’: The Cause is the military might of the Novarians. All are dedicated to their armed forces, and many would gladly take positions in The Cause if required. It is a heavily structured organisation with a very effective hierarchy based mainly on religious authority. Interestingly, control is only given over the layer of the hierarchy directly beneath the wielder. This means decision can take time to pass, but ensures that control is not too distant from the ones carrying out the orders. This is important for orders to be possible. The hierarchy is run at three levels: tc "‘The Cause’\: The Cause is the military might of the Novarians. All are dedicated to their armed forces, and many would gladly take positions in The Cause if required. It is a heavily structured organisation with a very effective hierarchy based mainly on religious authority. Interestingly, control is only given over the layer of the hierarchy directly beneath the wielder. This means decision can take time to pass, but ensures that control is not too distant from the ones carrying out the orders. This is important for orders to be possible. The hierarchy is run at three levels\: " \l 2
High Priests

(3)

War Consuls

(9)

Battle Priests

(27)

Warriors

(81)

High Priests:  These decide the intentions of The Cause. They can set aims, but only advise the War Consuls on what The Cause should be fighting. They are generally prominent members of the Nova, but do not necessarily have any military experience.

War Consuls: These set objectives for the Battle Priests to carry out in order to achieve the High Priests’s aims. They are distinguished warriors who have great knowledge of war. Their understanding will have been refined to a higher view of conflicts so they think on a conflict-wide scale rather than of each battlefront.

Battle Priests: These set missions for the Warriors to achieve the objectives set by the Battle Priests. They are veterans of war that work at a close level with the Nova Warriors (the leading warrior of the three). Their role is to decide on methods to achieve the objectives of the War Consuls. These methods are then developed into missions that the Warriors carry out.

Warriors: These carry out the missions set by the Battle Priests. The role of the Nova Warrior is to interpret the mission statements for the other two warriors in his team, and then lead the actual operation. The Nova Warrior is expected to keep the Battle Priest informed of all progress, and so forth up the chain of command, and to ensure the success of his team.

EQUIPMENT: The standard weapon for a Warrior is the ‘JI 39 Carbine’ or the “Flashbolt”. It was developed by Justician Ignis in the 39th year of Realisation to be the holiest of weapons. The Novarian armoury now consists solely of this weapon. tc "EQUIPMENT\: The standard weapon for a Warrior is the ‘JI 39 Carbine’ or the “Flashbolt”. It was developed by Justician Ignis in the 39th year of Realisation to be the holiest of weapons. The Novarian armoury now consists solely of this weapon. " \l 2
It works by propelling extremely fine particles through the target. They travel at high speed and immense temperatures although these both fall rapidly after the initial discharge. Consequently, the effective range of the weapon is within 9 metres, it is a very short range weapon. Nevertheless, the “Flashbolt” will literally shred a lightly armoured target at close range.

[image: image1.wmf]Despite their size, they are surprisingly heavy and difficult to use. The loading mechanism is designed so that as the weapon is discharged, the cartridge is destroyed by a chemical reaction. Although this means it is simple to reload, the reaction doesn’t always run to completion. This results in blockages in the loading mechanism and, effectively, a jammed weapon. The Warriors understand this and are careful whilst reloading to avoid this.

The JI 39 is a holy weapon and this is clearly shown in the design. The colours move from gold at the Novarian end to purple at the other. Since purple is considered a symbol of death by the Novarians, it represents what will befall those who the weapon is pointed at. Gold is a symbol of the Novarians and also justice. This makes it suitable for the stock.

Secondly, the act of firing produces a purple flare from the gun. This completes the symbolism of death, and shows that justice and death, if used carefully, can work side-by-side. The flames of purple and gold are used throughout The Cause and form the two colours of the nation’s flag.

ADVANTAGES tc "ADVANTAGES " \l 2
· --All Novarians feel an inner sense of righteousness and are utterly dedicated to The Cause and justice in the universe. They are religious fanatics, and they are kept in line and motivated through this.

· --Due to their anatomy (and innate ability to change it) they can make themselves, given time, very hard to kill. Most Warriors toughen their skin for protection, but this can only go so far.

· --The “Flashbolts” are very effective at close range and, in the hands of a well-trained Warrior, devastating against large groups of enemies even with only a few Novarians fighting.

· --Small teams of Warriors, working together, can run circles around larger forces.

· --The strict hierarchy means it is clear who makes which decision, leading to less time wasted. Also, the specialists in each field make decisions based on their own field. This lets the right people to make the decision, make them.

· --All senses of the Novarians are heightened and they have a certain amount of intuition.

· Their Warriors fight strongly when they believe in their cause.

DISADVANTAGES tc "DISADVANTAGES " \l 2
· --Natural loners, Novarians do not make friendships easily outside their race. They have close family units on their home-planets, and tend not to socialise outside of them.

· --Their ability to change their shape is not without cost. Changes have to be made slowly to avoid their bodies rejecting the newly changed tissue. It takes a lot of energy for them to make even minor changes, and the pain that is accompanied by altering their own DNA is, in itself, almost unbearable.

· --The Novarian numbers are very few, so casualties are taken very seriously. Since teams are made up of two Warriors and a Nova Warrior, the remaining team will be withdrawn from the conflict if any of their team should fall. This can greatly affect the outcome of conflicts.

· --The Cause is generally used as a scalpel to remove the evil from a system. It is never used in full-scale war. The Novarians prefer to let other races step in at that point, sometimes aiding them with targeted strikes into enemy territory.

· --The “Flashbolts” are slow to fire, slow to reload and inaccurate. Their strength lies in their power, but that is all.

· --They keep no prisoners and do not use spies, so their information is heavily reliant on other races. They do not take pre-emptive strikes, and so wait for the first blow to land before they react.

· --They are utterly righteous, and are trivial with what is ‘right’ and ‘wrong’. One of their main reasons for being unwilling to participate in the construction of the new USA ship is that they are unsure of what it will be used for.

· --They are unwilling to commit to causes that are not their own, supposedly because they are not the causes of ‘The Sentiment’ and therefore are unholy. 

· --Novarians are also vulnerable to poison.

PREPARIM (contact Fandilocks for further information)tc "PREPARIM (contact Fandilocks for further information)"
RACE: Human--Perparim

PLANET, SYSTEM: Perparos, Star Alsuhail (Constellation Vela)

RACE INFO:  The Perparim are a humanoid race whose greatest evolutionary deviation from Earthbound humans lies in the realms of sexuality and emotions.  The sexual scale is not binary with Perparim, but falls into five main categories (and countless sub-categories): Female-centric, female-oriented, freemartin, male-oriented, and male-centric.  The Perparim also have emotions inextricably linked with weather conditions and seasons (though the correlations vary between individuals, so on a sunny day the entire society isn’t universally chipper).  They shy away from outright warfare, and personal duels are the most popular way to resolve issues, even among city-states (in which case the Senate decides on a champion from among volunteers).  They are a very artistic, philosophical society with a transcendentalist bent.

GANESH  (Contact Hunter for more information) tc "GANESH  (Contact Hunter for more information) " \l 3
RACE NAME: Ganesh
OVERVIEW: The Ganesh are a bipedal, four armed species of  humanoids characterized by their magnificent (by human standard) eyes, agility, and amazing hand eye coordination.  They have a natural charisma that attracts other species to them, making them natural leaders.   
CULTURE:  Ganesh mature at an alarming rate.  They reach adulthood within ten years, and all able males join the military at age 20.  During this time, they are expected to find a mate and have at least one male child.  Ganesh art is rare—females have little time to do such things, what with raising a child alone.  The most common form of art takes the form of jewelry, mostly trophies created by the males after a victorious battle, as well as designs on the hard plates of their battle armor.  The entire Ganesh workforce is made up of women and Ganesh males between the ages of 10 and 20.  The military provides local police forces as well as interplanetary battle.    
PLANET DESCRIPTION: Gamma 13, the Alliance Temporary Designation for the Ganesh homeworld, is a warm, tropical place similar to Earth.  The atmosphere of Gamma 13 is a much more oxygen rich environment, than Earth, resulting in the planet being populated by massive beasts similar to Earthen dinosaurs.  The Ganeshan technology gives off little to no harmful emissions into the atmosphere, a result of much pre-planning on the part of the Ganeshan council.  The creatures inhabiting Gamma 13 are largely non-threatening to the Ganesh, having learned to skirt their fortified cities.  Water covers much of the planet, and the land masses are five massive island continents, the tectonic plates arranged such that the land masses rarely collide with one another. 

RACIAL DESCRIPTION: 

*Average height: 2.1m

*Average weight: 80kg

*Average body type: Tall, sinewy beings with long, lean muscles, reversed joint legs, and three fingered hands and feet.  Coloring ranges from blue to green, with the tendrils on a back of their head usually a darker shade of their skin tone.  Their bodies are completely hairless. 

*Facial Structure: Four eyes dominate their face—two large, almond shaped eyes see in the normal spectrum of light, while two smaller eyes above them see into the ultraviolet spectrum.  Their head is vaguely peanut shaped due to their large eyes and their overdeveloped occipital lobes (four separate ones).  Their senses of smell, taste, and hearing are largely underdeveloped, but are still very usable.  Dozens of tendrils sprout from the back of their head in the place of hair, and often these are done up in various styles and adorned with jewelry or trinkets.  

*Average lifespan: 50gsy. (see Introduction/Military System)
MILITARY SYSTEM: In Ganesh culture, every able male enlists into the military at age 20.  They are trained for one full year, then sent to active duty in their field of expertise.  Once every five years, for one year, they are allowed to return home to their wives and children.  They serve the military fanatically for thirty years.  Upon reaching age fifty, the very peak of their performance, they are sacrificed (by far the most brutal and uncivilized aspect of the Ganesh culture) to serve their Gods in the Great Divine War.  The actual military system is very similar to that of the human system, a chain of command that starts with a few number  of high ranking officers who command vast numbers of grunts.  At the top of the military chain, however, is a pool of military knowledge, so to speak, in the form of the Council of Elders.  This group of highly decorated ex-soldiers advises the current generals in the path of warfare, and they are respected to the point of deification.  They also represent the Ganesh in matter of diplomacy, serving as ambassadors and diplomats.  There are twenty of these councilmen total, and they are the only Ganesh allowed to live past fifty years of age.  They live until they are killed or die of natural causes—the oldest surviving councilman is nearing his 150th year, and his health is quickly fading.  These councilmen are selected from all sections and branches of the military from the most intelligent, most efficient, and most adaptable of soldiers.  
TECHNOLOGY: Ganesh technology is nearly 100% environment friendly—their engines have no emissions, the ammunition fired from their weapons is bio-degradable, and they use no radioactive materials.  As such, their weapons and engines are far less unstable and far more fuel efficient in terms of effective range and weight carried.  Ganesh weapons tend to be small and focused on dealing precision damage rather than raw power.  They have an intricate knowledge of electromagnets, and most of their technology revolves around various applications of magnetism.  Their firearms, storage containers, and even their engines are based off electromagnetic technology.   
HISTORY: The Ganesh culture is built almost entirely around warfare and self-preservation.  Much like the Greek city-states on Earth, the various countries of the Ganesh rarely fought each other, preferring instead to battle opposing forces—in the case of the Ganesh, the massive carnivores that dominate much of the surface of the planet.  In order to survive, the Ganesh made their civilizations underground and within mountains to hide from the carnivores at night.  They kept these strongholds all through their history, eventually developing the technology to defend them from any attack and connect with other strongholds for food and trade.    Almost all of these strongholds still stand today, a strangely beautiful Frankenstein of ancient ruins and high technology.
ADVANTAGES:

--Very quick and agile on land

--Incredible hand/eye coordination

--excellent eye-sight and night-sight.

--highly reliable technology
DISADVANTAGES: (what traits are letting your race down? Keep this balanced.)
--Poor secondary senses: hearing, smell, and taste dulled down.

--Physically weak

--arrogant and often stand-offish



















