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I. Overview

This document is the culmination of works and ideas of Garage Games’ backstory development team.  The purpose of this document is to explain the background of the game “Realm Wars,” as well as the reasoning behind many of the gameplay’s functions.  No concept within this document is finalized, and is subject to change, upon agreement by the backstory development team, as well as the associates and employees of Garage Games that the development team must answer to for finalization.

II. Background

A. World

The pains of war and selfishness have long been in the hearts of all sentient beings, and have culminated into the Realm Wars, a seemingly perpetual battle between not only alliances and nations, but also between races and even families.  Honor and triumph unites the souls of many warriors; this unity may last as long as the stars in the sky, or may be broken at the mere mention of a name.  Such is the world that all the races coexist within, living side by side, yet harboring hatred and fear towards one another throughout their entire lives.

The source of such greed and prejudice is unknown, although rumors drift from mouth to mouth of the wise of all races of an ancient war, long forgotten between the mythological gods that have plagued the hearts of all creatures since its end.  As many religious leaders claim, aftershocks of this war still exist today, in the form of man and beast, and the evil that still walks the planet to this day, in the form of demons and spirits.  Such is the world of today: one of superstition and numerous fears, attributed to the unknown as a result of the original beginnings of the world, which are known only as rumors and myths amongst all races.

B. War

Long ago, the races discovered one another’s existence, after centuries of separation.  The discovery led to hate and fear, which in turn brought about the Age of Deception, the fall of all sentient beings into the midst of an endless war.  After many years of regret and death, some amongst the races separated from the traditions of their elders and sought peace with the other races.  Secretly, these deserters formed an unconditional bond with one another.  

From this bond came the All-Child, a wonder of creation that came from the lineage of all of the races.  This All-Child grew to love all of the races, from which he owed his life.  Against the wishes of the other members of the deserter race, the All-Child moved out into the world to mend the broken ideals of all of the races.  Striking the secret bond in the souls of all the races, the world was united in relative peace, sharing discoveries and culture under the banner of the All-Child, forming confederations between one another as their understanding grew.  Eventually, members of the races even allied themselves with other races, depending on their political and religious views, rather than only dealing with their own.  Seeking to escape from those they felt were the cause of the hate that yet even still existed in the world, the Alignment began; each area of the planet was repopulated by those that shared likened views, and abandoned by those that did not share them.

However, this peace was struck down, as an unknown assailant assassinated the All-Child.  Vengeful and afraid, each race blamed the other, and even members of its own, falling back for support only to the alliances that had been made under the All-Child’s reign.  The Vagrants, the deserter race, fled weeping into the shadows, never to be seen again.  The other races, yearning to destroy those that represented their own misunderstandings, but to at least honor their fallen leader, abandoned the world of politics and began to secretly harbor hatred in their hearts.

Utilizing the alliances created during the false peace of the All-Child, three great empires formed together, stretching across the entire face of the planet.  Although the guise of political cohesion existed between them, each empire secretly abhorred the other, creating treaties and pacts meant to be broken in the future.  Even among these alliances, political differences caused them to form factions within themselves.  

In the midst of argument and in the rage of dissension during a world conference, the king of the northern alliance, married to the princess of the south as part of a fruitless treaty, slew his wife.  Wishing to misuse the tragedy, the blame was placed on their enemy, the west empire.  The east, not wishing to idly stand by at this treason, revealed the truth to the south.  Amongst the confusion, the three empires slowly stopped fighting their common enemies, and began fighting one another.  It was during this time that the final fourth empire arose.  These terrible personal tragedies between the representatives of each race resulted in the darktimes, the restart of the Realm Wars, once more dooming all of the planet’s children to a ceaseless battle with one another.  Even though the fear that came from racial appearances had been dropped, the pains of religious and philosophical views had given new life to the eternal struggle amongst the races.

C. Factions – All the factions, although unique in their own way, stem from the same desires and fears that exist in the hearts of all the races.  No matter the situation, each race has allied itself with the others that most resemble it in appearances, and hence, personality as well.
1. Arcanite Coalition – Northern Empire

Religious zealots devoted to the obliteration of what they see as the inferior-minded employers of evil, the Arcanite Coalition operates as the holy alliance, although they are by far the most prejudice and hypocritical.  Blaming dark wizardry for the cataclysmic darkness that has cursed all sentient lives, the Arcanites are devoted practitioners of divine magic, as their homeland is the Holy Grounds, the mythological area that is said to have been home to the first of all creatures.  Originally, members of the races formed this alliance to return back to the mythological roots that they felt held the key to peace.  However, having lost the true direction to their goal, the Arcanites simply followed the actions of their philosophy rather than living it.
2. Highhaven Court – Eastern Empire

Highhaven originally was a stronghold for those that managed to survive the darktimes in relative seclusion.  Several years after the darktimes precursory events, however, the Highhaven Court, the eastern empire, was caught in the midst of a political misunderstanding that resulted in their entrance into the war.  The Highhaven Court believes in the superiority of those that live by a code of honor and dedication to the effects of chivalry.  Although generally peaceful and wishing to only live separated from those they see as barbarians, the Highhaven Court has, as the other alliances, entered into the darktimes on a full-scale level of war.  This alliance’s origin rests from the original foundation of the All-Child’s elite knights.  This group of fighters, with their leader dead, sought out those whom they felt were the most honorable and dedicated of the races.  However, the truth is that these are simply the most egotistical of the races, their wills fashioned for good but serving their own arrogance.  This small core of fighters became the source of leadership for the people of the east.

3. Black Scar Raiders – Western Empire

The Black Scar region was a blight upon the land long before the darktimes.  The battle-thirsty tribes that made it their home seem to have had much of their territory spared from the destruction of the other civilizations after the death of the All-Child.  Seeing this as an opportunity to live out the joy of combat, the Raiders struck out during the confusion, having the blame of the war already placed on them by the Arcanite Coalition.  Raging through the countryside of other alliances, the Raiders generally do not live in one place for very long, although they will retreat back to their original homelands in the west when they have attained too much bounty to carry nomadically.  This was the last of the alliances formed; it was created as a response to attacks from the other three empires.

4. Draconis Blood – Southern Empire

Before yet even the darktimes, the brood mother Draconis was a noble dragon that ruled an uninhabited province to the north of the southern continent’s greatest city.  Changed somehow before the darktimes, possibly by an attempt to misuse her massive strength, she now roams the planet aimlessly, devouring as many fighters as she can.  The empire that lives in her homeland worship this beast as an inspiration of power and authority, embracing the dark arts as the guiding force of their lives.  Although an empire before the darktimes, the Draconis Blood were not truly united until Draconis’ transformation gave them a new sense of pride in their own heritage of the dark ways.  Taking up the name Draconis Blood, and a newfound sense of unity, these practitioners of the dark arts have no motive other than to dominate the rest of the world, as they see their own personal philosophies as the best means of uniting the races as one.  The original colonizers of the southern continent were mainly those that remained there after Plague, although in modern times those that wish to practice the dark arts journey there as a refuge.

III. Games Concept Explanations

A. Spawning

To negate the bizarre nature of respawning during battle, the storyline can possess something to explain this.  In our case, the explanation is that, before the darktimes, the development of magical teachings greatly increased, as mages were more concerned with working together for their own gain rather than avoiding the other races.  From this development came new forms of magic, one of which was the ability to never die due to unnatural means.  After the darktimes, the mages brought this back to their empires, casting it on newborns and existing soldiers, to give their warriors a greater chance in battle.  However, eventually this became common practice with all peoples, negating the positive effects of having an immortal soldier.  Battles can be won once it becomes obvious that the enemies’ skill is overwhelming your own, rather than once everyone on the other side is dead, which isn’t how video game battles are measured.  The storyline respawn solution accounts for this.

B. Game Types

To account for deathmatches, we can say that while the races serve their empire, they also require personal resources to fuel their own personal wealth.  Because of this, sometimes many fighters gather together and do combat for a piece of territory or a recently discovered treasure of some sort.  In games such as Capture the Flag, it can be explained that many soldiers tire of the pain of dying over and over, and hence agree before battle that rather than fighting until one side is obviously recognized as superior, a war game will be used to decide the victor.  Death still occurs at times, but it is generally not as bloody as a normal fight.  Using these two examples, most other game types can be explained in much the same way.

IV. World Geography – The world itself used to be a marvelously lush planet, full of many forms of plant and animal life.  However, after Plague and many of the wars after, the landscape has been reduced to one void of much life other than grass and scattered vegetation.
A. Northern Continent

The Northern Continent was the first place on the planet to harbor sentient life.  It is also the largest continent, with the uppermost area considered holy ground by all of the races; this area is considered off limits by all of the races, and is never treaded upon.  The marker of this sacred ground is the Digen Mountains, a line of massive peaks that encircle the northern portion of the continent.  The area past this line of mountains is the only area that has yet to be mapped, and one of the few areas on the planet that has snow.  The only entrance to this area is a large, funneled valley encircled by mountains called Digen’s Gate.  The area below this portion of the continent is very hilly, and has many rivers, but few lakes.  The coast at the western side of this continent is a large drop-off into the ocean, with a cliff that hovers a thousand feet above sea level.  The southern portion of the continent is very serene, with very few inhabitants residing there, although disputes of territory can be common.  The eastern side of the continent is more heavily vegetated than the other areas, although still sparse at times.  It is also the location of the continent’s only major lake: the Ogdel.  The Ogdel is well over a hundred miles wide, and has a single, five-mile long island resting at its center.  An ancient tower still rests there, partially destroyed due to wear and war over the centuries.  Its original purpose has long been forgotten.

B. Southern Continent

The Southern Continent was the second place to harbor sentient life, as well as being ground zero for Plague, and the separation of humanity.  It is also the second largest of the continents.  Much of this continent is hidden in the shadows of the mountains that tower at its coasts, which are thousands of feet taller than the ones in the Digen Mountains; this makes the continent essentially a giant crater.  The rest of the continent is covered in bristles and other small vegetation, with small patches of trees existing near the center.  Near the western side of the continent there exists a ring of four mountains named the Four Sisters.  Between these four mountains there is a small valley, in which there rests a lake formed into the shape of a star.  If this lake is manmade is unknown, although many myths exist about its creation.  In modern times, the center was filled, and the capital of the Draconis Blood was amazingly built there in under a decade.  Many small cities exist around the Four Sisters.  However, most of the more influential members of the population live near the coast, in the shadows of the coastal mountains.  Many magical battles have occurred in this area.

C. Eastern Continent

The Eastern Continent is the smallest of the major four continents, and also the most lush.  On it exists more vegetation than on the others.  The most predominate feature of its landscape are the huge trees that grow there.  These massive plants grow to towering heights, overtaking sometimes even great castles.  The oldest known living thing, the old tree Xeier, exists here also, towering at over five thousand feet, five times larger than even the second largest tree.  It is believed that sorcery causes it to continue to live and grow throughout the centuries.  Some forests actually exist here, encrusting the sides of the misty hills to the northwest.  Many lakes and rivers provide water to this continent, making it also the most humid of the continents.  The populations of this continent exist in many scattered areas.  Capitals of major areas house massive castles, but never cities, and infrequently more than a thousand people.  Most of the life of this continent is evenly spread throughout its entirety.

D. Western Continent

The Western Continent is the most devastated by natural environments.  It exists mainly as a massive grouping of millions of islands, although many are linked together to form vast areas of deserted landscape.  The continent itself exists as a single strip of land five hundred miles wide and thousands of miles long, with many islands resting to its west.  The only area that actually has vegetation is in the center of the continent, which rests in a large valley.  To the immediate north and south to this central area are many rocky cliffs and valleys, existing as two massive canyons that ring around the central, vegetated area of the continent and link together in a long scar in the planet.  This valley is commonly referred to as Dark Scar.  Beyond these two canyons is nothing but mountains and snow, to the north and south as well.  Symmetrically, the natural environment of this continent is even, with the center being green and sunny, the next area being rocky and full of valleys, and the north and south being cold and desolate.  Even the islands possess the same environment, giving the impression that at one time, they were all joined together with the main continent itself.  Much of the population exists in the rocky areas of the continent, hiding there from many of their enemies, and secretly building their forces.  Many bases of military activity lie to the north, however, among the mountainous, snowy valleys that exist there.

E. Central Continent

Commonly called Ferda, the Central Continent is more of a massive island than a continent.  It lies amidst all of the continents, and is used as a center of politics.  Only one populated area exists here, in the political center of Keoradine.  The rest of the terrain was torn to shreds by magical forces during the Battle of Keoradine.  Because of this, many rips across the terrain exist, as well as thousands of craters, large and small.  No vegetation exists here at all, except for one or two groupings of small plants near the coast.  Keoradine, the city for which the battle was named, exists mainly a ghost town, with very few people actually living there except for when political discussions are held.  The city itself is most likely the most impressive piece of architecture in existence, having been constructed by all of the races during the false peace under the All-Child.  One area of the planet, known as Virsai’s Legacy, is still affected by the magical war that created it.  In this area, objects are known to float in midair, and many magical spells are known to, at times, be affected in peculiar ways.

F. Islands

Many islands exist in the world, scattered not only around the continents, but also often in obscure areas in the seas.  Their environments are never the same, ranging from lush to snowy and uninhabitable.  Thousands have yet to be discovered, and hold many natural resources that are still fought over by all of the races.

V. Optional Backstory Information

The Beginning

The Age of Innocence

The origins of the planet, its sisters the stars, and its brothers the sun and moon have been hidden in secrecy for many thousands of years.  However the world came into being so long ago, its secrets have been mentioned only in rumors and whispers throughout time, never resting on the hearts of its many children as a final truth.  

The history of the races itself is hard to retrace, as only various contrary legends are the key to understanding the legacy of the first sentient beings to walk upon the earth.  The truth that all educated scholars of modern times accept is the accumulation of various ballads and folktales taken from all of the races, forged into something that they may lord over the common people as their source of power.  History and culture, although ultimately a guess, is an important factor in the lives of all the sentient beings inhabiting the planet, which can be seen in the origin of modern, planetary society.

At the beginning of recorded history, the first man, Seijan, looked over the planet and its many children as the first Digen, the sentient offspring of the planet.  In many ways, every culture and race sees Seijan as the child of the planet, the firstborn of true creation.  Unlike all other life, Seijan was without birth or death, having never truly come into existence.  Rather, like the shadow of the universe, he had always existed in the heart of reality, being the very soul of purpose in the universe.

However, as the birth of the universe, as well as the planet’s, grew staler as the age of the world grew, the chaos that existed within it grew as well.  As the planet lived on, it slowly began to die, as do all living things.  Feeling this darkness growing within him and his mother earth, Seijan felt the pain of age, having already aged thousands of years.  Employing himself as the parent of all the races, Seijan created another like himself, whom he felt was the manifestation of mother earth, his true love.  This was the first woman, who took the name of Terra.

For thousands of years after, Seijan and his bride Terra guided the path of the planet, caring for its children and tending to the needs of all living things.  During this time, Seijan and Terra had seven children: three daughters and four sons.  These children, in turn, had children of their own, forming the basis of humanity.  The fourth son, Kai, however, had no wife, and so began to develop evil intentions within his heart, out of the sadness he felt within his soul.  Centuries later, as the pain became unbearable, Kai struck down one of the daughters of mother earth, his twin sister, out of a fit of rage.  Avadas, the husband of the sister, filled with an insane passion for vengeance, sought to murder the killer of his wife.  Kai escaped, however, and began to wander the planet vainly, seeking purpose to a life now void of meaning.  Avadas continued to seek Kai, following him for the rest of time, with both of them vanishing from history altogether.

Seijan and Terra, the firstborn of mother earth, felt her pain, as her children turned and fought with one another, destroying the ever-slowly-dying world even more every day.  This is a result of the link humanity possessed with the planet.  Over the centuries, the influence that Seijan and Terra, as well as their children, possessed over the planet, slowly began to turn dark and sinister, following not the path of assisting the planet, but rather, utilizing it for humanity’s own selfish whims.  Man bastardized the powers of creation and life that the planet held over all things, turning against her, creating magic.  Seijan and Terra, directly linked with the planet, felt its sadness, and slowly faded from history, vanishing into the depths of the Forbidden Realm, a place set aside, after their departure, for the dying children of the planet.  Never having existed before, Death rose up.  Humanity had cursed its mother, the planet’s influence faded away, tainting the well of life, from which there was never again an everlasting supply.

The Age of Corruption

After the murder of Athalia, the wife of Avadas, the first glimpse of modern civilization began.  Humanity swelled to well over a thousand members at the end of the Age of Innocence, all of them saddened by the loss of one the figureheads of man, as well as the loss of Seijan and Terra, revered as gods among men.  But, as time moved on, and as the children of Seijan and Terra’s children began to age and die, man grew fearful of death, and began to develop traits of evil.  No longer did man seek to employ the powers of the planet to heal and care for its children.  Rather, man employed these powers as magic, creating chaos and pain within their ranks, killing others and harvesting resources as their own, further destroying the soul of the planet.

Seeing a glimpse of the future to come, the remaining four children of Seijan and Terra, barely living, sadly instituted a new order of holy guidance over their wicked children.  They named this new order Terra, after their lost mother.  The members of this order referred to themselves as digens, a term originally used to refer to the sentient children of the planet.  As the overseers of humanity, as well as the planet, the digens guided man as best as they could.  While the lifespan of normal men dropped to only a few centuries, sometimes even below a single century, the digens, still abundant with love towards the planet, existed for thousands of years still.  Children of the digens came into being, and cherished the planet and cared for mankind as their parents did.  Thus, the digens lived on for thousands of years, whereas normal men simply died.  Mortal, however, the digens eventually faded out of existence, remembered only as legendary figures which may or may have never existed.  As Seijan and Terra, digens never truly die, but simply fade from reality.

Eventually, digens themselves became legends, existing as gods in the sight of normal men, as they appeared infrequently, and possessed the holy powers of the planet.  Thus, the digens became the second race, whereas man had been the first.  Five thousand years after the disappearance of Seijan and Terra, the digens found that their control over man’s evil had waned.  As the number of men on the planet increased to millions, the ability to oversee them diminished.  This drove some digens to the brink of insanity, having lived thousands of years trying to control chaos.  Because of this, when these corrupted digens faded from reality, they became undead nightmares to mortal men, existing as demons.  These demons are the incarnation of man’s evil intents, possessing unholy knowledge of all living things, never dying but never living.  Thus, the third race came into being.

The demon race, employing their sinister rage against humanity, rose up against the world, attempting to destroy it to alleviate their own suffering.  Creating a magical pestilence, now known simply as Plague, that spread throughout the planet, the demons cursed humanity, causing all it came into contact with to physically transform into what their hearts secretly held.  Plague killed millions of people, whereas some simply remained as the living damned.  Sympathizing but disallowing the destruction of man, the digens exercised their holy abilities and attempted to protect mankind, destroying nearly all traces of Plague.  It still exists to this day, however, attacking the unwary and the sinister, killing them or turning them into what their heart reflects.  As a result of Plague, many humans found themselves transformed into completely new beings, creating a variety of new races.  Plague forms new races yet even in modern times occasionally, rising up and striking down the children of the planet every century or so.

After this war between the demons and the digens, many cults and religious organizations arose, worshipping both sides, and paying homage to what they saw as a mystical remnant of the past, having come to save them from the pain and suffering of life and death.  The new races, such as orcs, elves, dwarves, and other many races, were shunned by normal men and forced to abandon normal life, escaping from the known world into The Mist, which includes all of the world outside of the Prime Lands, the home of man.  Finding comfort with one another, these new races settled down in various portions of the world, having children with one another and creating the buildings blocks for their new civilizations away from humanity.

The Years of False Hope

The Age of Tears

Over four hundred thousand years after the birth of Seijan, the children of earth found themselves shattered into countless pieces, with hundreds of thousands of bitter souls escaping one another out of hate, fear, and resentment.  Brother and sister could no longer recognize one another – only the hideous and sometimes mysterious outer forms they now possessed.  Politics and religion began to develop as the central pivoting points of all cultures, with some races pointing to one another as the cause of all of their sufferings, which in turn created more evil in the world.  Prejudice and rumors began to spread, and slowly the races abandoned hopes of living peacefully, retreating yet even further back into The Mist.

As each race separated its contact with the others, each developed their own unique culture and traditions, rarely exposing themselves to contact with the other races.  Over thousands of years, all thoughts of the other races’ existence ceased to exist to each culture, although whispers of a sad and unspoken history lurked in the shadows of all the races, and in the minds of all living things.  The traits that had caused their races to mutate in such a way still existed within their cultures.  The more hideous races developed societies bent on the destruction of the weak and the love of war and power, whereas the sleeker, milder races developed traditions of peace and coexistence.  Some races became eccentric, putting forth their lives to the love of mining, or the love of arts and poetry.  The Age of Tears continued on for a hundred thousand years.

The Age of Deception
At the beginning of the Age of Deception, a digen named Daomu Kai took command of Terra, the order of the digen.  Before this time, the digens had worked cooperatively, never having been under the subjection of a single person.  Daomu Kai, however, spoke influentially, gaining the support of a third of the digens.  The other two-thirds fell back into the shadows from whence they came, unsure of Daomu Kai’s many promises and assumptions.

The new digen leader promised that if the others gave up their own wills to his own, he would have the capability to mend the wounds of humanity.  Claiming that by doing so, he would possess a power much like Seijan’s, Daomu Kai became the beneficiary of a third of Terra’s power.  The culmination of this new power was too much for the digen, however, causing him to go mad with power, eventually putting him to sleep, the death of a digen.  Daomu Kai was reborn, however, as a demon lord, and wrought havoc on humanity.

Setting evil wishes in the hearts of all of the races, Daomu Kai convinced the hearts of all the races to extend their borders for a variety of reasons: either out of greed or out of mistrust, or simply for the sake of adventure.  Eventually, the races discovered one another’s existence one again, one by one.  Fear and misunderstandings arose, and suspicions of evil intent danced in the minds of the wicked races.  This began the modern times and the true history of the world, as all history before this point was later gathered together through observations of common legends and myths.  Even still, these old superstitions are sometimes used to explain otherwise bizarre situations.

The orc warlord, Gatajo, attended a conference with the human king Dallan in the neutral land of Aggadel, attempting to resolve one another’s differences.  This was the first meeting of minds between races in over a hundred thousand years.  The conference did not last long however, before an eruption of anger and mistrust exploded into a violent fight, resulting in the death of both leaders.  The confused and enraged orcs and humans lashed out at one another, destroying one another utterly over the face of the entire planet.  Various other races soon became involved as well, either supporting or disapproving of one race’s actions, or the lack of action thereof.  The Battle of Aggadel initiated the starting point for the Realm Wars, the battle between the races that would last for a millennia.  Daomu Kai, beaten back into the darkness by the digens as these events unfolded, retreated from history.

The Dark Hours
The Age of Darkness

War and alliances between the races spread and faltered consistently.  A tribe of one race would sometimes kill another that had been its closest friend only a week before.  Thousands of battles occurred over the next 900 years, with countless numbers of men, orcs, elves, and many other races dying at the hands of their enemies and closest friends.  One thing did remain the same however: each race trusted itself genuinely.  The love and commitment that a race had to its own kind was unsurpassed by any alliance.

At some points, magical wars became so severe that they actually destroyed portions of the planet.  The Battle of Keoradine, for example, obliterated all life on Ferda, the smallest of the continents.  Ferda is now a barren wasteland, home to absolutely no life other than a few scattered races that settle there as a base of operations.  Ruins scatter its landscapes, and a dark cloud always consumes its rocky environment.

The Battle of the Digen’s Gate resulted in the deaths of over a billion people total.  After the fight, bodies from nearly all of the races littered the valley of this battlefield as a solemn, unmarked graveyard.  Piles of various skeletons, heaped upon one another, towering hundreds of feet into the air, are still laying, bleached from years of sunlight, in the valley still today.

Eventually, many members of the races tired of warring with one another, and escaped their cultures as wanderers, eventually coming together in purpose, and escaping into the wilderness.  This race, now called the Vagrant race, lived and loved one another, freely creating their own small world in the midst of the war occurring so near by.  Eventually, over the course of several generations, a child named Virsai was born amongst the Vagrants that possessed the lineage of all of the races.  This child grew up freely, clean of prejudice and hate.  Eventually, as an adult, this “All-Child” ventured out into the real world, gaining a massive following as the savior of the world.  Brining together the races, a peace came to the planet.  The races had already grown bitter from so many countless years of war, so the building blocks for understanding had already been laid.  In the backgrounds of each society, many still longed to destroy one another, but the urge to stop the destruction of their families of races fueled their desire to attempt a peace.

An alliance between all of the races was formed, uniting them together as a single great kingdom.  This new alliance was formed about three hundred years after the mythical defeat of the demon lord Daomu Kai.  In a remarkable instant of cooperation, to better coordinate themselves as a result of this new alliance, all of the races worked together to create a global calendar. Chapters, ages and years became the basis for all of the races’ measure of time.  The creation of the global calendar occurred in 324 DH, AD.  Soon, the races began to try to resolve their differences, which created a flux of increased knowledge and shared technologies.  The true history of the world became evident once again after the completion of the global calendar, due to the comparison of various facts and beliefs amongst all of the races.  

This false peace did not last, however, as disputes of religious beliefs involving the history of the races incited yet even more reason for conflict.  Still, even as hostilities between forming political factions flared, peace prevailed for a time.  The personalities of each race also became set during this time, as a result of their development in isolation during the Age of Tears, as well as their newfound contact with the other races.  

The common interests of many races were realized, with slight friendships forming between like races.  As a result, the prejudices of appearances were slowly put to the side in favor of hate based on philosophies and ideas.  Soon, many factions within the world empire came into existence, forming many small but powerful packets of people with the same interests and beliefs.  It was during these brief years that a massive immigration occurred to various areas of the planet, each person and faction relocating to that place they felt best suited their way of life.  This worldwide relocation is known as the Alignment.

During the Alignment, many families and clans discovered that their changing environment no longer suited them.  Religious fanatics, now wishing to form a global church, began a mass relocation to the Holy Grounds, the original spawning grounds for all of the races.  Many people rejected this new global religion, seeing those that practiced it as foolish and naïve.  Some of the more radical of these type of peoples, those that dabbled in darker ways of life, escaped into relative seclusion to the southern continent.  This was the home of many humans, the first race.  Many of these humans became disgusted with the Alignment, and left their homeland to seek their fortunes elsewhere, away from those they felt were scum.  In the process of the Alignment, many bandits and thieves found that their way of life had become disrupted, as their source of income, other factions and clans, had left their places of business and moved elsewhere.  This culminated in the migration of these criminals to the west, a place that few journeyed to because of its harsh environment.  Many other clans and factions that adhered to this way of life heard of the migration, and journeyed there as well.  Here, they could live apart from the law and strike back at society once it had become more set in its direction.  The members of the races that hated complications such as this, those they wished for a simpler way of life, journeyed to the still greatly unexplored wilderness to the east.  Here, they could live in harmony with the world and avoid those that they felt were inferior.

Near the end of this age, a conference at Phoenix Valley was attended by the most powerful mages of all of the races.  While the hatred for one another was strong, the personal desire to enhance their powers overwhelmed the mage’s fears.  Working together and sharing knowledge and certain arts, many new magical techniques were developed.  The most powerful of these was dubbed the Phoenix Art.  This new magical skill, drawing off the power of life and death, gave the recipient immunity from unnatural death.  Now, instead of simply dying in combat, soldiers could be reborn in their body elsewhere nearby, able to fight forever, or at least until their bodies died naturally of old age.

The Age of Faded Dreams

The false peace of the worldwide alliance was shattered in an instant, as an unknown killer assassinated Virsai.  With the blame being placed usually on other cultures, some even blamed factions within their own alliances, creating yet even more strife.  The Vagrants, the deserter race, escaped from the known world never to be seen again, fearful for their lives and saddened by the world’s rejection of peace.  In a rage created by the death of Virsai, the races abandoned all hope for peace, but out of respect for Virsai, simply avoided all contact with one another.

In the midst of the tragedy, a mage raider by the name of K’sairr heard tales of the great dragon Draconis, and its great physical power over mortal men.  Using one of the darker arts of manipulation discovered during the Phoenix Valley conference, K’sairr attempted to take over the beast’s mind, in order to wield its great power as his own.  However, the inexperienced mage made a fatal error in the process of the spell, causing the dragon to lose its sanity.  The dragon killed K’sairr and began to roam throughout its home in the south, killing anyone that was unfortunate enough to discover it.  Rather than gathering together to destroy the beast, the people of the southern continent saw the monster as a manifestation of their own superior way of life.  In opposition to the still-forming global religion to the north, the south began their own form of worship, devoted to the embrace of power and order at any cost.  The first solid foundation for a true empire was created after these events, forming the Draconis Blood, the southern empire.

Meanwhile, in the north, the religious center of the world, the holy mages saw the new empire arising.  As the southern peoples were known for their pleasures of delving into the darker sides of magic and ways of life, this incited fear into the hearts of the northern peoples.  Believing in a black and white view of the world, the northern tribes believed that the other races inhabiting the world that disagreed with their value systems were harbingers of evil, as well as the cause of suffering in the world.  Finding no alternative in their hearts, the north united itself as the Arcanite Coalition, the second empire.  Several months later, the global religion that had been planned now formed locally as part of the state, making its philosophy law in the Arcanite Coalition.

Not wishing to incite war against the superior numbers of the Draconis Blood, the Arcanite Coalition made a proposal to the southerner’s new king, Sar: Sar’s daughter Fola Del would marry the widowed king of the Arcanites, Zet, forming a bond between their two peoples.  Although Zet himself abhorred the thought of marrying such a creature, as she was of a different race and religious background, the benefit of his new empire was at stake, so he reluctantly agreed to make the proposal.  Sar, seeing this as an opportunity to attain secrets from the reclusive northern empire, gave his daughter’s hand in marriage to Zet.  Fola Del, contrary to her culture, was a peaceful and loving creature that wished only to unite the hearts of all the races.  After being married, the true plan of her father was revealed, which she rejected adamantly.

During this time, many conferences were held between the Arcanites and the Draconis concerning the affairs of the world, including the Raiders, the western peoples that systematically ravaged through their not only their kingdoms, but also the society to the east.  Not wishing to be left behind in these important affairs, a deliberation was held between the honorable races of the east.  These races were united only in their common desire to shun the outside world, which they saw as a barbaric place, its true purpose destroyed and bastardized by the other more uncivilized races.  The members of the All-Child’s elite guard, now without a purpose, had now fled to this area.  Establishing their sociological dominance over their kin, these ex-soldiers became the unifying force of the east.  Although their moral code denied contact with the other races, the involvement with the Raiders demanded that at least an organization be created to involve itself in affairs of the world that affected their peace.  The major centers of politics in this region, High Grounds and Haven, were used as centers of discussion to create the third empire, the Highhaven Court.

Five years after the birth of the third empire, Zenshin Tau, the unofficial leader of the Raiders, was ambushed during an attack on the southern continent.  Captured and brought to a global hearing in Keoradine, a neutral base created on a desolate island-continent in the middle of all of the continents, all of the empires attended this trial.  During a brief recess, Zet and his wife Fola Del began to quarrel over the fate of Zenshin Tau, as well as many other issues from their past.  Having never loved his wife, forced on him by the alliance between his kingdom of the Arcanites and the Draconis, Zet flew into a rage and accidentally murdered her.  Realizing the importance of the situation, Zet secretly freed Zenshin Tau, blaming his queen’s murder on the escaped madman.  However, the leader of the Highhaven Court, Jarel, had secretly witnessed the crime.  Wishing to not involve himself in the personal affairs of the other races, the council was disbanded, and the blame left on the Raiders.  This began the darktimes.

Launching a campaign against the scattered forces of the east, the southern kingdom of Draconis Blood was highly unsuccessful in gaining vengeance against the society of the eastern people.  Not wishing to see the tragedy go on any further, the leader of Highhaven Court stepped forward with knowledge of Zet’s deception.  With this knowledge, the now weakened forces of the Draconis Blood launched an attack on the Arcanites.  The Arcanites retaliated not only against the Draconis, but also against Highhaven for their involvement.  The Raiders, having now secretly built up their forces into one fit for war, formed their own empire: the Dark Scar Raiders, so named because of the deep valley that their capital rests in.  Seeing this as an opportunity to lash back at their enemies, the Raiders attacked the Draconis and Highhaven, but left the Arcanites be for the time being, as reward for letting their leader, Zenshin Tau, escape unharmed.  This changed over time, however, as raids on the Arcanites came when the opportunity to do so arose.

Now the year is 75 DH, AF, the second Age in the Third Chapter of the history of the planet.  The four empires are at war with one another, although some ill feelings are greater against one empire.  The Arcanites hate the Highhaveners most of all for bringing war upon them.  The Highhaveners despise all of the races, but the Raiders most of all for beginning this dark age.  The Draconis hate the Arcanites most of all, as they are the ones that deceived them into sacrificing their efforts against an unworthy foe.  The Raiders hate the Draconis Blood more than any of the other empires, as they rampaged through their home country for years before falling back to fight the Arcanites.  Now, this circle of hate has resulted in the modern day rebirth of the Realm Wars.

VI. Complete World Timeline

World History: (known age of planet is 882,055 years since Seijan’s birth)

I. The Beginning  

(lasted 415,210 years)

A. The Age of Innocence  
(lasted 52,629 years)

1. The Birth of Seijan  
(1 

TG, AI)

2. The Birth of Terra   
(5,350 

TG, AI)

3. Athalia’s Murder
(29,643
TG, AI)

B. The Age of Corruption
(lasted 362,581 years)

1.  Creation of Terra
(1

TG, AC)

2.
Demon Race’s Birth
(234,009
TG, AC)

3.
Plague


(235,003
TG, AC)

II. The Years of False Hope
(lasted 103,355 years)

A. The Age of Tears

(lasted 103,213 years)

1.  Escape Into the Mists
(1

FH, AT)

2.  Birth of Daomu Kai
(34

FH, AT)

B. The Age of Deception
(lasted 142 years)

1.  Daomu Kai’s Fall
(1

FH, AD)

2.  Meeting of the Races
(15 to 134
FH, AD)

3.  Aggadel Conference
(142

FH, AD)

4.  Realm Wars Start
(142

FH, AD)

III. The Dark Hours

(has lasted 909 years)

A. The Age of Darkness
(lasted 834 years)

1.  Birth of Virsai

(287

DH, AD)

2. Peace Alliance

(318

DH, AD)

3. The Alignment
(318 to 815
DH, AD)

3.  Global Calendar Made
(324

DH, AD)

B. The Age of Faded Dreams(has lasted 75 years)

1.  Death of Virsai

(1

DH, AF)

2.  South Empire Created
(50

DH, AF)

3.  North Empire Created
(51

DH, AF)

4.  East Empire Created
(54

DH, AF)

5.  Darktimes

(59

DH, AF)

6.  West Empire Created
(70

DH, AF)

7.  Modern Day

(75

DH, AF)

