Species Name: Keh’kitteh

Other Names: Mist Cats, ‘Kittehs, Forest Cat

Home Planet: Shattermind

Physiology
  Their full grown height range varies, although anywhere between 4’6’’ to 6’ is average. 

Anatomy
  A Keh’kitteh looks like an anthromorphic, noseless cat. They have large eyes and two whiskers on either side of their face. These whiskers, beyond the typical function, work as sensors, picking up subtle vibrations. By using these, they can hear the approach of others far before the ears would normally detect such.

  Keh’kitteh have large, triangular ears, like most cats. They usually sit high upon their heads although they may also rest more to the sides reminiscent of a Siamese cat. The remainder of their features are pretty common to that of a cat. A thick, usually well furred tail which they use for balance and also for displaying mood. 

  A Keh’kitteh’s mouth is filled with sharp teeth, used to easily tear through meat. Although they are not known for biting commonly, a bite of such can be very painful and damaging. The wound may also become easily infected. 

  Keh’kitteh come in a variety of forms, all of which hold primarily to a catlike appearance. Keh’kitteh from colder and windy regions tend to have thick fluff around their neck, along the ridge of their spine and sometimes over the top of their tail. Their ears may likewise be filled with thick fur. 

  The fur of a Keh’kitteh varies in density and texture as much as most any cat breed would. On average they have a moderate to generous amount of fluff with significant density. This fur helps protect them from cold and being cut by the environment.
  A Keh’kitteh’s paw pads on their feet are generally tough and can be used to walk across most terrain without the need of wearing shoes or boots. It may still be more comfortable for them to wear such over rough conditions though—and especially snow for those who were not born in a region that is accustomed to such.

  Their hand paws have a total of three fingers and one thumb. The paw pads on their hands are very thin, but offer some protection equivalent to a light glove. 
  Tail length may vary. Many are considered medium length, but longer and shorter tails both exist amongst their species. Likewise their ears may be larger, smaller or folded. Most have largish ears in general though. They can actually use them as a sonar system.
  Keh’kittehs have excellent eyesight and moderately good night vision. In combination with their sonar ability, navigating darkness is a very reasonable task for them—many prefer not to though. The eye color of Keh’kittehs are almost endless. The iris may be almost any color combination. Heterochromia, complete, central and sectional are all quite common in the species. 

  Keh’kitteh have small claws, proportionate to their size. They may extend and retract. When extended they are quickly coated in a substance that lines the thin skin around the claws. If these claws find their way through the skin of another creature, for starters, it burns much more than an average cat’s claws, and secondarily, they have a flesh eating bacteria. Fortunately, the treatment for this is very readily available on their planet. Keh’kitteh themselves are mostly immune to this.
  On average, Keh’kitteh are not very bulky creatures. Like many types of cats, they tend to be lithe creatures who have a lot of flexibility. They are known to twist and turn in ways that look nothing short of painful to the observers. In terms of strength, they are considered weaker creatures. They are usually not capable of overpowering other species in low numbers, but in groups they can fight ferociously. They make up for their lack of strength through speed and coordination. 

  Fights between their own species have varied results as well. Some Keh’kitteh are significantly more sturdily built than others. Once again this all relates to initial genetics.

About Fur Types and Markings:

Their fur colors vary greatly and don’t seem to be effected much by the location they live in, although it does seem that the various factions are prone to certain colors moreso than others. 

  The fur markings of a Keh’kitteh also vary greatly. Although several look organic, more often than not, Keh’kitteh have very bold and definite markings that can only be described as alien and strange. Stripes that end very abruptly or look almost painted upon the fur.

  Keh’kitteh have the ability to sense others of their own kind within a certain range. Likewise they seem to have the ability to differentiate those who are of their faction and those of other factions in this same manner. 



Diseases and Ailments
  Keh’kitteh are usually pretty sturdy and don’t have a lot of diseases that run through their ranks. Most of the time they only have minor issues; blindness in older age, joint stiffness, etc. 
  Noteworthy: Keh’kitteh have always relied heavily on natural resources for cures as they are fairly cut off from the rest of society. Those who had contact with the City Dwellers returned sharing horror stories about veterinarians. Regardless, Factions have been using modern medical treatment alongside natural means as a regular course of action now.

Social
Relations with Outside Species

  Keh’kitteh are not social creatures with outside species. In fact they have named them Outsiders and City Dwellers and look upon the term with nothing short of disgust. Keh’kitteh are of the mindset that Outsiders are more often than not, dangerous and greedy. The Keh’kitteh are not openly hostile towards Outsiders unless they have been prompted to be such by some act against their kind. Of course this is just a broad observation, as some Keh’kitteh factions will attack without warning. Keh’kitteh are incredibly elusive and have thus been given all sorts of nicknames in regards to their tendency to vanish from sight on the rare occasions they have been spotted.  
  Most of them stay out of the cities as much as they can. The society of Shattermind quite likes the elusive Keh’kitteh as they are considered an endangered species to the planet thanks to their earlier overhunting. Keh’kitteh can get many things for free if they visit the city—including medical care, which is part of why they hate going to the city as someone will always wish to usher them to a vet to make sure they are in good health and current on all vaccinations. 

  They also will attempt to inject a small tracking chip on some Keh’kitteh, another thing they are quite not fond of. 

Internal Relations
  Keh’kitteh are arranged in six factions. Those within one faction have a great sense of loyalty to one another. The bond is so strong that in many ways they are like family—blood relatives. They are expected to protect and provide for one another so long as they are physically able to. Their loyalty is sworn first and foremost to their own faction, although helping those of other factions is sometimes permissible. For the most part they just stay out of the affairs of each other’s factions. There are always of course, a few troublesome ‘kittehs who have too much empathy spread across the borders though.

Families
  Kittens are raised by their parents, however they live amongst the other cells alongside their parents rather than in individual families in individual homes; both playing a big part in raising the kittens up to apprenticeship age. Although the parents are doubtlessly the primary care givers, the rest of the faction also watches out for them and has the right to direct and discipline them as they see fit for safety and overall organization of the faction. There are supposed to be no borders when it comes to kittens. If a kitten is in need, any faction is supposed to do so without holding grudges against the other factions regardless to who’s land the kitten may have ended up wandering onto.
Friendships

  Friendships between factions are frowned upon but not forbidden. The Keh’kitteh tsars just believe that it will weaken the bonds to their own faction and cause unnecessary doubt in the minds of ‘kittehs who may think twice before attacking their ‘friend’ if it comes to a battle. Friendships with outside species are forbidden for anything other than work. This is more for safety reasons than hatred of other species. There is a great level of distrust between the Keh’kitteh and other species. The friendship of outside species could potentially be a trap and thus endanger the rest of the faction which is why abiding by this rule is so important.
Allies and Enemies

  A Keh’kitteh’s allies are also its enemies. Factions often war with each other, but all the same they are also allies of each other. They believe all the factions need to exist in order to maintain the proper balance. Balance is a very important element to their world both in mindset and physics. The planet was not given the name Shattermind with no cause.

Psychology
     Keh’kitteh would prefer to be on friendly terms with outside species but past events have left them very standoffish and continue to be a problem. All the same, they, as an overall, have no intent of upsetting the other species and prefer to be as neutral as possible. 

  They are a mentally competent and stable species with very high intelligence. In fact their aptitude is on par with some of the most intellectual species of their planet. 
  Keh’kitteh are very intuitive creatures, many are great when it comes to mechanics and technology. They are both swift and clever. Modern day Keh’kitteh no longer avoid the city like a plague, but can be found occasionally mingling amongst the City Dwellers, but only ever on business terms for things relating to mechanical work or in some cases mercenary work. A few Keh’kitteh have been captured before. At first they were taken to the Institute of Science, a division of Bright Horizon’s Institute, but later after discovering it had a fairly bad effect on the overall well-being, were transferred to Bright Horizons where they have been overseen by the Symbol.
Instincts and Biological Predispositions: 

  Keh’kitteh have a very strong drive to hunt and chase most anything that moves quickly—so long as it is smaller than the Keh’kitteh. They can be very playful creatures and will often play fight with each other as well. Keh’kitteh love to pounce, climb trees, stalk things, and frolic about.
  A Keh’kitteh may pick up a smaller ‘kitteh by the scruff and carry them along, especially when upset at the smaller party. To carry or attempt to carry another ‘kitteh by the scruff is an act of dominance. To allow oneself to be carried or ushered along by such without a fight, is considered an act of submission. Keh’kitteh mentors will often use such treatment towards apprentices or newly named cells. 
  Keh’kitteh often have a fear of creatures larger than themselves, but it doesn’t mean they won’t band together to attack it. 

   A Keh’kitteh will purr when content. They also have a habit of grooming each other’s faces/heads and ears as a sort of friendly gesture. Keh’kitteh will often times lick their hand paws and any injuries that they receive. 

Environment
  Planet Shattermind is huge. The Keh’kitteh themselves live in a forest range with thick undergrowth and towering, vine covered trees. Some live high upon the mountainous terrain with a lot of rocky structures. Whisperpool lives deep within the forest where a lake and several small ponds dot the lands. In the heart of their territory are several connected caverns, some of which are partially flooded. Beyond the forest lands, are giant cities. Their brilliant lights never die down and the city is always alive regardless to the time of day or night. 
  It is very difficult to navigate where the Keh’kitteh live. Very few who enter the forest return whether from getting lost or by the plants and creatures that are found within the forest. The way is often very foggy and misty with thick tendrils and shallow waters. Many poisonous plants plague the entire area and many of them are alien organisms and thus are living…and dangerous. Those who do return are often not in very good health.  If these were not enough of a concern there is also the trouble from dimensional rifts. Very few have actually made it to where the Keh’kitteh bases are set up as most of the time their patrolling squads cross paths with the trespassers first.
  Shattermind is home to an abundance of minable minerals—although a lot of them lie deep within the forests and Keh’kitteh territory. 

Diet
    Carnivorous 

Mythology
The Keh’kitteh were considered a myth for a long time. They aren’t anymore as there is even a treatment for the damage their claws leave behind. However some still consider them mist cats of the forest as they seem to appear and vanish just like the morning mist. 

  At one point, Keh’kitteh were hunted in mass quantity by trappers who swarmed Shattermind from other planets. The Keh’kitteh later found out that their fellow Keh’kitteh had been taken away for use in exotic species collections for personal zoos belonging to wealthy aliens, while others taken to planetary science facilities. Not surprisingly, the smaller population of Keh’kitteh who still exist are very skeptical of visitors from other planets—especially those trying to gather resources. Keh’kitteh have also been hunted for their fur as it is of excellent quality and makes for beautiful, unique rugs and clothing.


History
  The Keh’kitteh were once a far larger species, however in their former days, before the factions were formed, they were hunted excessively by off-planet bounty hunters. Their species population plunged into low numbers and the survivors quickly decided they needed to find a new home. A leader quickly emerged and led the others into the dangerous forests of Shattermind, fearing their species would become extinct.

  More and more Keh’kitteh began to fall from sickness, injury, and the creatures and plants of the forest. Before long others began to question their leader and great opposition broke out between the Keh’kitteh. Fighting caused the death of even more Keh’kitteh. Eventually six powerful leaders emerged; each calling upon their fellow Keh’kitteh to follow. The remaining Keh’kitteh population split up and followed the leader whose views and ideals they most agreed with. 
  These leaders eventually settled into their current locations with their scraggly ragtag followers. Soon after they had somewhat recovered, fighting broke out over what land belonged to which Keh’kitteh section. Eventually they formed borders and agreed upon them. As time went on, the Faction Creed was eventually and gradually put into place as the need for various rules arose. 
   
 Religion/Beliefs
  Keh’kitteh are very curious about religion and beliefs, as they do believe there is more to life than that which is right in front of their face. They are also very big into sharing legends/mythology and finding out other species’ myths and legends. 
   
Generation-passed Stories
The story of how the factions came to be. 
They also like to share stories about powerful Keh’kitteh in history who have stood up to the ‘evil’ forces that plague their planet.

Money
  Keh’kitteh have no need for money within their own species. Each is expected to do their part to assist with the faction or they will be forced to leave the faction territory and live on their own. Regardless, they still utilize the basic money system that the rest of the planet does—this is easier for when they must make deals with the other species. Keh’kitteh also do a lot of trade work, offering their mechanical and technological skills in exchange for supplies. They also have a tendency to scavenge and steal if no one is watching them.

Living
  Keh’kitteh live in a variety of locations depending on their factions, thus it cannot be stated as a simple summary. See factions for a more detailed explanation of their living locations. Broadly speaking though, the location of the Keh’kitteh is very secluded, away in the foggy forestland, beyond the reaches of the major cities. They tend to make their bases by utilizing some of the natural formations. This not only helps it to blend in with a given environment, but also makes each unique to the region while allowing the Keh’kitteh to have constant training of how to deal with their homeland subconsciously on a regular basis. Thus diminishing the risk of injury when out on patrol or in battle.

 Conditions
  Many locals imagine the Keh’kitteh as some kind of wild, tribal cats, however, this is not an accurate image. Keh’kitteh have very elaborate living arrangements that just often times have a sort of natural look to them. The weather within the lands the Keh’kitteh live tend to be extreme. Although the Keh’kitteh possess military-like base structures deep in the hearts of their territory, a lot of Keh’kitteh will opt to sleep outside in a tree or some self-created little home if the weather allows. 
 

Population
  Small. Only six factions of Keh’kitteh remain, but the population of those factions combined is enough to create a small military. 
Medical:

  The medical set up of the Keh’kitteh is a bit odd in arrangement. They always have at least one medic, who usually has one to two apprentices, training to follow in his/her footsteps, but beyond that they rarely have any other Keh’kitteh whose sole roll is that of a medic. Some are multi-purpose. A defender with medical knowledge. A true medic however, is not to fight ever unless to protect one of their patients.
  Medics are exempt from the rules of border crossing, and also from that of faction friendship barriers. Medics are allowed to roam as they please between factions and partake in friendships with any of them, however most still keep to their own faction as the rest of the faction tends to frown upon a medic that is particularly friendly with another faction.

  Medics usually have no sense of the same hostility of faction boundaries that the others have. 

  Medics often venture out beyond Keh’kitteh territory to cross over into the ever infamous Bright Horizons to meet with the Symbol as well as Gravelurkers. 

  Keh’kitteh favor natural medicine not because they are too poor or unable to get their paws on other means, but they feel as if something created from nature is better utilized by an organic body and that things should be allowed to heal the natural way if it can be. They still use very modern facilities for the care and sanitation of their injured comrades though. Also as it currently stands, they have been incorporating more and more modern cures, using the natural supplementary along the side.
Restrictions
Keh’kitteh are to keep away from all strangers.

Keh’kitteh are not to form romantic interests across borders. 

Keh’kitteh are not to welcome or assist strangers. 

Keh’kitteh must never jeopardize the rest of the faction in favor of their own personal interest.

Leisure
  For fun, a lot of Keh’kitteh will hang out with the others, go on walks, explore the far reaches of their territory, etc. They have several little games they’ve created as well. A lot of the time they will challenge others to obstacle course races amongst their territory. They enjoy some of the local fruits that can be found in the forest as well. Some like to soak in the pools of water—although those who like such are few. Most do enjoy lounging in the sun when it breaks through the thick undergrowth though. They also like to play video games on their various electronics. Although technologically advanced they have no means of long distance communication thanks to the disturbances caused by the parallel planes.
  Keh’kitteh are great story tellers and creators of art. They have made some of the most outstanding fictional documents available on all of Shattermind, however getting a copy of it if you’re not amongst their factions can be a problem. 

Art
   Keh’kitteh are known for being incredibly creative little felines. They make all sorts of interesting constructs. Granted these constructs tend to be out of living plants and thus creep others out a bit. 

Laws
Keh’kitteh are not supposed to go beyond their boundaries unless ordered to by the Tsar for a specific purpose. 
Factions are not to set foot upon the other factions’ land so long as they have not been invited. If invited to, it is to be assumed a one-time event specific to that time and location.

First time offenders will be chased off with a warning. Repeat offenders will be attacked and run off or may be taken back as a prisoner. 

Leaders are allowed to cross the borders to speak to other leaders. Despite the levels of technology they have, the electromagnetic frequency distortions caused by the unstable parallel planes prevents them from working. 
Attacking another faction on their own land is punishable and may be retaliated by joining with another faction briefly to beat the offending faction into submission and chase them back to their own land. Often times the faction who was wronged will also take some of the offending faction’s land in retribution.

Involvement in the affairs of warring factions is not advisable, although there is no official rule against it if it still adheres to the other rules (which would in fact be rather difficult to do.)

Kittens, while expected to adhere to the laws, are not to be judged as harshly. A kitten is not to be refused help simply for being from another faction.

Leadership
  The Keh’kitteh have one supreme leader per faction. The six leaders have equal say over their faction and usually do not see eye to eye on a lot of things. They do all have a set of laws that they have agreed to abide by called The Faction Creed. The leader is called Tsar. Additional ranks exist within the Keh’kitteh hierarchy like Executioner, Medic and Medic Apprentice, etc. Each Tsar has a hand chosen successor to follow in his/her place with the title, War Master. 

Technology
  The technology level of the Keh’kitteh is on par with the rest of the planet and confusing at best. They seem to use a mixture of weaponry, and yet it is updated to negate a lot of the purpose of the original item. This could perhaps just be their creativity at work. Keh’kitteh weapon technology is usually stolen from others who have entered the forest and surrounding areas and then adapted to the Keh’kitteh’s personal tastes and likings. Although their technology is very futuristic, it rarely, if ever can be used to communicate from faction to faction thanks to the huge parallel plane disturbances that are constantly effecting the forests and other unguarded areas of Shattermind.
  Their computer and technology in general is very sleek and futuristic. A lot of their medical field knowledge likewise is very space-age. They have a lot of fixes for all sorts of things. 

  All things considered, their clothing is pretty simplistic and modern day in comparison to some of that of the others. A lot of it looks very military-like in nature as well as having some slight ninja-like tendencies and other cultural odds and ends. 

Holidays
  Keh’kitteh recognize various life events like, birthdays, marriage, etc. They also celebrate rank changes, especially that of a kitten going into training as an apprentice and an apprentice’s graduation into its official role. 

Naming
  The Keh’kitteh have a broad method of naming that often refers to either their personality, job or appearance. Other times their names seem to just be silly and random. If a Keh’kitteh falls from grace within his faction, his name will be changed to reflect such.

Education and Training
  A kitten is constantly learning from the time he can hear and see. Although they have specific parents (who they are generally very close to) the whole faction raises the kittens. Kittens are usually not trained by their parents as apprentices due to wanting to make sure each has an impartial learning experience. 
  Although there are some group learning experiences, most of the time they are paired one on one—once they have reached apprentice age—with a professional mentor/master. They do gather together in smaller groups with others for training as well though. Their instructors are to be referred to as masters or mentors. Those of learning age are called apprentices or subordinates. Apprentices are expected to refer to their teacher by their preferred title or sir/ma’am. 
  Once a kitten graduates as an apprentice, they are qualified as a full and official cell of their faction. 
  A kitten must reach the age of 10-12 depending on maturity to become an apprentice. 

  The age apprenticeship ends largely depends on their development, but may range from 16-18 on average.
 Once they are an official cell, ranks still apply and they will be considered a junior cell for quite some time. A junior cell does not qualify to teach an apprentice of their own. However once they have been a cell for a certain length of time, so long as they have proven themselves to be reliable, an apprentice may be assigned. A cell does not have an option as to if they wish to train an apprentice or not although most consider it an honor. 

Bonds and Work Relationships.

  A master and apprentice are usually quite close, whether on good terms or not is another story entirely. An apprentice will essentially follow in his or her master’s footsteps every day for several years though, thus they often form a strong bond. Kittens whose mentors have been killed whilst they were still undergoing training have been said to have a very hard time transitioning to a new mentor.

Jobs
  Keh’kitteh have self-sufficient societies and thus everyone within it must contribute to the cause if they are able bodied. The number of jobs and the descriptions likewise are numerous, but one can assume that they all either deal with defending the faction, providing for it, managing it, or keeping it healthy and well nourished. Like most militaries, the Keh’kittehs all specialize in specific tasks and likewise have titles for such, but to list them all would be an exhaustive list. 
Faction:
Whisperpool

  Whisperpool is considered to be one of the most peaceful factions. They are generally most tolerant of Outsiders. Whereas some of the other factions would attack and run them out with no warning, Whiserpool ‘kittehs will usually try to explain that Outsiders are not welcome upon their land and that the area is taken. It should be noted that not all Whisperpool ‘kittehs are like this. They do seem to be one of the more reasonable factions though. However they also won’t back down from a fight that they feel is justified. They have occasionally gotten themselves in trouble for sticking their faces in other factions’ business when it was unwanted. 
  Their range of land is covered by huge, towering trees and thick undergrowth reminiscent of a jungle-rainforest. Several caverns with deep pools of water, some running and some stagnant dot their terrain as well as a multitude of rivers, creeks and lakes. Their land is one of the best protected from the fierce wind. 

Windchill

  Windchill faction is known for being incredibly standoffish towards the others. They tend to be the most elusive of the factions, preferring not to make any contact with Outsiders. They have even been known to desert their own cells if they have come into contact with outside species. Windchill Keh’kitteh have been occasionally ridiculed for being scaredy cats and letting others tromp upon their land, opting to hide rather than attack. They are also by far the most paranoid faction in the group, quick to assume the others have ill intent against them. The other factions claim the windy ledges and open grounds have rattled their brains too much.  
  Windchill’s terrain is high up within the mountains and stony ledges. Their land is rough and rocky with huge ravines that one could easily be swept to their death within. The lower portion of their territory extends into the foggy marshlands, home to a dozen dangerous and poisonous creatures. It is said that Windchill’s territory lies where the parallel planes are thinnest, thus their weather is incredibly unstable, shifting from just windy to a full on blizzard almost instantaneously. 

Diamondclaw

  Diamondclaw is a very stable faction. They are not afraid to stand up for themselves and will run off any faction that crosses paths with them—whether it’s a fair fight or not. One can take a Diamondclaw’s word at face value. They tend to speak their mind very bluntly with no twisty, conniving secondary meaning like those of Shadowsky. They have always been a very honest, trustworthy faction.
  Diamond claw as well lives amongst rocky terrain, but much lower than Windchill, their land has been rearranged and uprooted by Earthquakes and volcanic activity. 

Shadowsky

  Masters of the darkness, Shadowsky faction is well equipped and accustomed to traveling in the night and fighting in total darkness. They train their cells to utilize sonar and night vision by far more than the others. They also tend to be more active at night than during the day.
Silverstorm 

  Silverstorm Faction is a considerably ‘nice’ faction. They don’t often quarrel with the other factions and usually take care of their own problems themselves. Silverstorm lives at a high elevation, snow is quite common. Their weather is more stable but reminiscent of Windchill none the less. 
Fallen

  Fallen faction, as its name suggests, has fallen from grace amidst the other factions. Fallen faction’s current Tsar sees no reason why her faction has to comply with rules she never personally agreed to, but was only a thought some future generation seemed to think was a good idea. They are known for breaking any of the rules as they so please, crossing borders, ignoring border crossing allowance laws, etc. They usually will attack with intent to fatally harm any trespassers with no warning. No one is totally sure where Fallen Faction considers their territory to be as they will tread upon other’s land as they so choose to and attack a patrol on their own land if they feel they can beat them.
Other: 

  Although Keh’kitteh are not known to be particularly aggressive towards others, they do on occasion join together to combat a common enemy or potential threat both on and off planet. 

Very rarely will one see the factions working together. The rare times they are it is usually against a common enemy or catastrophic event that has the potential to wipe out one or several of the factions.

Many have attempted to declaw Keh’kitteh in hopes of minimalizing injuries to tourists resulting from such. This is quite a complication for the Keh’kitteh as they can no longer climb. Their claws are also a great defense and attack method of theirs when in battle. Finally, it is considered a disgrace to lose one’s claws unless they have been torn free in battle.

