
Marika City - Expanded Lore
“Not everything has a price, but not everyone knows that.”
“Salt air in our lungs, salt blood in our veins.”

What is their Culture and society like?

- List of norms with examples

Marikans are hard workers at heart, but make no mistake they know how to have a good time too. Work
hard, play hard. Lavish parties are regularly hosted and coin must flow. In fact, you will often find
Marikans arguing over who can pay the bill. Their tenacity and love for coin extends to trading and
haggling and refusing to do so is seen as an insult. There is one notable exception. Marikans pride
themselves on their charity and ensure all their citizens are well taken care of. It is frowned upon to try
and haggle for essential resources and the Marikan government subsidies a lot of essential items.

Their appreciation for coin and hard work is founded in their worship of the Deep One. The Marikan
church is present in all aspects of their society and you will struggle finding a Marikan that isn’t wearing
their gold medallion. Gold offerings are often presented to the Deep One and aren’t limited to yourself.
You can also make an offering on behalf of a friend to wish them good fortune. You will find Children play
pretend with wooden discs painted gold to learn about how to appease the Deep One.

Marikans bury their dead at sea. Should you die on land, you get pushed into the sea with a certain
amount of coin. A priest will tell you how much to offer. Dying at sea is scarier, because you often can't
perform a proper burial and not every ship can house a priest. As such Marikans travelling by ship or boat
will take a good amount of gold with them to be safe, lest they upset the Deep One. Marikans are most
afraid of drowning at sea and will carry some gold on their person at all times should this dreadful fate
befall them.

- List of values with examples

Marikan values have been shaped by the Deep One resulting in a hardworking and flourishing society.
One should aspire to riches through hard work. Everyone should be able to contribute and enjoy their
lives as well as be able to bring offerings to the Deep One. As such, their core values can be summed up
as follows:
Charity
Dedication/perseverance
Ambition
Legalistic

A Marikan will always honour their agreements and loyalty is a trait that is greatly rewarded. Life,
however, should also be enjoyed and a common expression is: “Work hard, play hard.”



- How was their society formed?

The first fleets of people from the Frozen Wastes to discover the oasis on the Isle of Marika over 1000
years ago, at the time to be known as the “Settler Fleets” of Marika, discovered a being, and named it
“The One In The Deeps”. Uncertain months passed, before the great sailor fleets were able to
communicate with the “Deep one” and they found the beast had a strange obsession with Gold. As long
as they kept offering coins and valuables to the depths, It let them be, and even helped them by making
trade-winds more favourable.

As the oasis remained stable through aid of the Deep One and resources became plenty, Marikan society
kept growing. The inherent focus on offerings and gold to appease the deep one, meant the culture
logically focuses on wealth/coin.

- What strengthens their society and keeps them together?

On the surface a bustling joyful society without any notable hardships (no extreme poverty, etc) leaves the
Marikan people bonded strongly together. It’s inspiring to see your fellow folk thrive and it pushes you to
better yourself. Beneath this bluster lies a bubbling undercurrent of fear. With an unknown being to
appease, and terrible consequences should they fail to, a unity exists among the people that helps all
prevent the nation from getting out of control or becoming too focused on leisure.

They also know that if they die at sea without coin they will be returned as an undead, inflicting damage
on the society that they love. This fear pushes their society to stay together.

- What is the economy like?

Booming baby! Marika is the richest nation and has gold to spare. They have a booming trade and robust
social scheme. Large quantities of money flow in their shops and businesses. Building up large savings is
rare and money has a high velocity. It’s there to be spent.

They operate under a barter based economy. The government subsidises necessities, so you wouldn’t
barter for those. Bartering occurs on a small scale at your local market and on larger scales between
large companies and corporations.

Aside from companies, Marikan society also sports a large number of guilds, for both merchants and
crafts folk alike. These guilds were born from the conflicts in the year 420, and were once referred to as
Unions. Guilds allow Marikans and those from other nations to sell their crafts and services independently
from a large company. The guilds run more like advertisement firms. They collect jobs from people across
the realm and then will push their guildees to fulfil these jobs. Although the guilds take a cut of the
income, it is more profitable for most to be a part of a guild due to the bigger pools of jobs coming your
way as well as gaining from most guilds perks such as education, sharing of knowledge and protecting
each other physically and politically.

- Biggest imports and exports?



As is to be expected Marika has a large list of imports and exports. The flourishing and tropical nature of
the oasis has led to artisanal exports being a Marikan specialty. Specialty liqueurs, exotic fruits and
vegetables, intricate clothing and fabrics, detailed furniture and accessories leave by ship on a regular
basis. Extensive naval knowledge also makes Marika a known exporter of boats, ships and any
associated naval items. Marika also exports services, such as artisans, traders, and logistics and
management services.

In order to generate such artisanal goods, Marika imports a lot of building blocks and essentials. The
oasis may be flourishing but its size is limited and there isn't enough space for large stretches of
agriculture or livestock. Common imports include: wood, iron and steel, grains, and meats/cheeses. They
are reliant on other nations for the most basic necessities and it's in the best interest of Marika to maintain
favourable trade agreements with all nations.

- What are common naming conventions?

Marikan society follows a first name family name structure. It became quite important early on to know
which family owned which company so family surnames became the norm. Naval based ranks and titles
are common on virtually all types of Marikan ships.

Examples of some typical Marikan first names are: Elia, Wijbrand, Bartira, James, Albrecht, Alice,
Froukje, Tituba
Examples of some typical Marikan surnames are: Van der Sluis, Tamoio, Williams, de Jong, Aracruz,
Johnson

What type of government do they have?

- Where does their government meet?

The republican senate of Marika is housed within the grand structures of The Marble Isle. This enormous
set of buildings is truly spectacular to behold. Built on an entirely artificial island, this enormous white
marble citadel houses separate offices and apartments for each of the 100 senators, a grand senate hall
as well as numerous meeting rooms, guest chambers, eateries and officiant halls.

The prominent white structure is bound and roofed in gold and is one of the first things any ship entering
the capital will see, a projection of wealth, power and the Marikan way that none can fail to see.

- What type of government do they have?

The ruling body of Marika is the Republican Senate. This thalassocratic plutocracy is made up of 100
senators, each representing one of the current 100 wealthiest companies, guilds or organisations within
Marika. Each senator has the same voting power as each other and the senator is chosen internally by
their respective organisation. The senate is presided over by a publicly elected president. The president is
chosen by the entirety of the Marikan people by way of ballot every five years, and is allowed to preside
for a maximum of two terms. There are no such legal term lengths for senators, with senators from the
most steadfast and powerful companies often holding the role for many decades.



- List of Noble houses or seats of power

The current president is Christina Mobaley.

While the Marika 100 organisations are hotly contested and their ranks change every week, there are ten
groups that have come to dominate the top 10 spots without fail for so long that they are now collectively
referred to as “The Pillars”. These groups are:

Nuministic Order - The Gambling branch of Church of the Deep One

The commercial arm of the Church of the Deep One, this order of the church maintains the
Casinos, Gambling arenas and other places of chancery and worship within Marika. The only
aspect of the church officially within the 100 but not the only source of influence.

Fyne’s Freeguild of Silks

This guild has a near monopoly on both the exotic silk trade and the trade in luxury mollusk dyes.
Made up of a conglomerate of every major silk house and dye maker in Marika, its collective
wealth makes most noble houses look pale in comparison.

Two Moon link

At the heart of every supply chain, production avenue and guild enterprise you will eventually find
a consultant or manager in the employ of the Two Moon link. This company specialises in helping
other businesses run smoothly, and makes a handsome profit doing so. Famously the most
neutral and apolitical of the pillars, Two Moon Ink only ever votes for what is best for business
overall, favouring nobody.

Marikan League of Condiotorri

The official overguild to which every reputable Marikan mercenary guild belongs to. As such this
group represents the very heart of Marika’s non-naval military might. Closely watched by many,
the League is careful to stamp out anything that might suggest they have anything but the highest
loyalty to Marika.

Parel

The oldest fashion house in Marika, and the most prestigious. Fine clothing made by Parel can be
seen worn on Senators, Kings and supposedly even the Imperials. While many fashion houses
vye to get their designs into the height of the fashion industry, at the end it is Parel that really
decides what is hot and what is not.

Naomi’s Naval Niceties

Don’t let the whimsical name fool you, this company has an ironclad grip on the naval supply
industry in Marika. They are able to procure vital ship building supplies faster, cheaper and in



greater quantity than any other competitor and have a reputation for ruthlessly crushing any
competition that gets too close to beating them in any one of those three areas.

Van Wetering Shipping Company

The vendors of vice, as they are so often called, specialise in exotic and indulgent pleasure
cruises frequented by Marikans great and small. The secondary half of this enormous shipping
behemoth is its network of passenger vessels that tirelessly transport those without ships of their
own to major destinations across the world for a very reasonable fee.

Elysium

The head and face of this company is the ultra-elite and exclusive restaurant known as Elysium,
with reservation waitlists in the scope of years and the finest food available in the world (or so
they claim). The real money this company makes however is in its lesser known network of
eateries. These unassuming pubs, taverns and inns all belong to a so-called “franchisee”
network. Their cooks serve the same hearty foods and regional foods all over the world with
ingredients and recipes that are proprietary to the Elysium corporation. If you've ever enjoyed a
bowl of stew in a Lirian Inn and felt it reminded you of a pub in Marika, you’ve likely found yourself
eating at a quiet Elysium franchise.

Ulysses Aggregates

One of the largest imports into Marika is that of food. Abundant as the gifts of the Deep One are,
the small Oasis around the capital and fantastic fishing hauls are not enough to sustain the large
Marikan population, especially with the idea of starvation being anathema to the Marikan way of
life. With proprietary holdings in the breadbasket region and a vast network of nutritional contacts
the grain and produce barges of Ulysses aggregates keeps the entire nation of Marika well fed,
and has done so unwaveringly for generations. Nobody can imagine a time when the grain
barges stop coming, for it has simply never happened.

Clarke & Clarke

The legal backbone of the nation, every contract is eventually seen by one of Clarke & Clarkes
solicitors or underwritten by one of its insurance policies. This member of the pillars has long
used its legal prowess to push through laws that it (or others) would like to be passed with
minimal fight. So prominent is this legal wrangling that many of the other Senators keep a C&C
legal expert on retainer so that they are not caught out by deft legal wording.

- How does their government operate on a day to day?

The Marikan government is fairly hands off in day to day operations. The government focuses on
international relations and matters such as healthcare, education, and infrastructure. Out of fear for the
Deep One, laws exist for businesses/merchants/guilds that ensure business/ or trade does not interfere
with religious practices for the average worker.



It has a roster of on salary privateers in lieu of a navy (rigger contract) paid for through taxes. They patrol
the Marikan seas in defence of the island when instructed to do so. They are however not on duty at all
times, but are rather called upon when needed.

Due to the requirements of the Marikan parliament, the 90-100 seated companies flow in and out quite a
lot.This helps regulate the government, because in order for votes to get a majority, laws are often set up
to be fair for all as it can be hard to predict which companies will be able to vote on it.

- How long does it take for laws to get passed?

Anywhere from a couple of weeks to a couple of months. Laws can often be rushed in order to get
through while there is a majority that will vote for it. Every company in the parliament does get to review
the law before it is voted upon, however the notice for this can be extremely narrow at times, sometimes
even as short as a few hours.

- What form of peacekeeping or law enforcement is there?

There is a national level “navy” made up of salaried privateers, as mentioned above, that deals with
external threats. This navy is made up from ships donated by each of the 100 top companies in the
senate. In peace times they may protect envoys. There is “regular city police”, many of the administrative
and officer positions are held by those employed by the senate, but the majority of work is subcontracted
out to mercenary groups. Each Marikan sergeant will be given command of a mercenary unit. Civil non
violent disputes between shop owners get settled in local court and there is an extensive judicial system
to accommodate this.

The HMRC (Haven of Marikan Revenue & Customs) body carries out checks on all employers to ensure
health and safety is up to snub, folks get paid a fair wage, and religious practices are maintained. They
also have a subsection that investigates corruption, protects national security and carries out the top
secret jobs for the protection of Marika.

For settlements outside of the Oasis, out in the harsh relentless desert, each village has a sheriff that is
assigned. However these towns are often filled with unsavoury characters and often ruled by their own
sense of right and wrong. The sheriffs are the last bastion of Marikan hope for these outposts. Criminals
captured in these outposts are to be transported to Marika City for trial and sentencing.

On ships, a captain’s word is law. As long as it's in accordance with senate laws of course.

- Are laws decided regionally, or nation wide?

Laws are decided upon nationwide. Each law must be passed with a majority vote through the senate,
although the president does have a certain amount of executive power. They can veto and can push
through executive laws when needed. Laws that pertain to basic necessities or have very wide reaching
implications need a ⅔ majority to pass. This has led to some laws being presented as less impactful than
they really are.



What style of clothing do they wear?

- What do people wear day to day?

The day to day clothing of a typical Marikan highlights the “work hard” half of their ethos. Each Marikan
tends to wear sensible, well made clothing that is generally tailored to their chosen profession. Whether it
be business cut tunics and pressed linen of the bankers and merchants, the leather aprons and sturdy
shirts of the crafts folk or the loose, sun shielding fabrics of a professional sailor.

Such function does not come at the cost of drab utilitarianism however, for even the lowliest Marikan
gravitates towards fine, quality clothing in an assortment of pastel colours the islands’ many tropical fish
and sea creatures provide dyes for.

Of course no Marikan would ever be caught without their gold medallion. Essential to every Marikan this
gold piece threaded onto a piece of string is the last line of defence should they suffer the worst fate
possible and be lost at sea. While it does nothing to preserve their life, having a coin for the deep one will
at least preserve their death - safe from eternal damnation as an undead.

Gold is of course the lifeblood of Marika, more than even the other nations of the world, Marikan clothing
generally features numerous pockets, both plain and hidden, within which to stash coins. This is prevalent
to such an extent that Marikans will often have clothing they've acquired in the other nations shipped back
to Marika to make sure a suitable number of pockets and pouches are tailored in.

- What do people wear for special occasions?

Marikan evening wear is the very forefront of fashion and design in the known world - at least according to
the Marikans. The exact fashions of Marika change each season, as new companies manage to push
their own designs to the forefront of Haute Couture. Common themes tend to be a high level or wealth
and ornate design being put onto display.

Garments are often made of the sheerest and most luxuriant silks, dyed with the finest mollusk dyes and
trimmed with gold, gems and as much lace as one can procure. Marikan high fashion revolves around
displaying as much wealth as mortally possible and revels in being impractical. Often outfits will be
designed and themed for just a single event, never to be used again.

- What do people wear to battle?

In warfare, the Markians practical side and naval heritage sits at the forefront. Any armour worn by a
Marikan will be light, agile and importantly - easy to remove should the wearer fall into the ocean. The
distinctive Marikan naval uniform is easily recognisable, and notable for a design which allows the
Marikan to safely wear a gold coin corded around their neck. Essential for the grim realities of war. The
uniform sports a lightweight pale shirt with a high and tight neckline, an orange overcoat with red/fuschia
lining and orange trousers. Although some branches of the military can differ from this design, this is the
uniform worn when going into conflict for the majorrity of navy soldiers.



- Is there a difference if you are from a different part of society?

The divide between rich and poor in Marika is far less visible through clothing than it is in many other
nations. While a poorer Marikan is more likely to be seen in their practical workwear than an evening
gown they will still likely own and wear such garments often. The “gems” might be fine glass but the look
and effect will still be similar. Likewise even the wealthiest Marikan will swap to practical wear if there is a
job that they need to do. As folks often say: “You can’t judge a Marikan by their cover”

- Is there a difference based on region?

The heart of Marikan civilisation is the city, where almost all marikans hail from and live. As such style,
while very changeable as a whole, does not change by region. Of course marikans may adapt their
clothing for less pleasant climates than their own. Desert travellers are likely protective clothing and those
in colder climes are likely to don furs but the style ethos of a Marikan will always remain rooted in the
capital.

Views on faith?

- How does the faith operate?

The Church of the Deep is Marika’s established faith and religion. It operates in conjunction with the
Marikan government, although it does not have any direct power over the government's processes.
Rather it takes on the role of advising the government on The One That Lurks In The Deep’s will and
wants.

The Church passes its teachings onto the Marikan people through sermons which take place every day,
so Marikans can fit it into their busy weekly schedules. There is no set day to attend, only to make time for
it when one can. Many of the churches also double up as casinos. Allowing Marikans to feel the blessing
of the deep one while hearing its teachings while a member of the clergy preaches from a stage. It is
purely coincidental and part of The One That Lurks In The Deep’s will that jackpots are often won at
some point in a sermon.

The Church of the Drowned’s Clergy ministers the faith of the Deep from behind deep-set burlap hoods
soaked constantly in seawater. To the common folk of Marika, the whole of the sea is God or at least The
One That Lurks In The Deep's domain. They adorn their home with trinkets from the shoreline, or even
better from the deeps, and cherish all items the sea sees fit to scatter on the shoreline.

- Is it an organised religion?

The Church of the Drowned is the main, organised religion of Marika City and surrounding towns.
However calling it just an organised religion is understatement, as it is run more like a company. Different
denominations of the faith are seen more like subsidiary companies that have different beliefs.

This is helped by the fact that 90% of the Marikan population live within Marika City or the oasis. This
allows the regulation of a standard dogma between all branches of the church.



Since the church operates as a company it allows it a single seat on the senate. Even some views that
are seen as heresy by the Church have been forbidden law thanks to the churches position, for example
lifting the hood of an upper cloister priest is illegal. Even with this political power and sway the church is
only one vote, and often abstains from any vote that does not involve The One That Lurks In The Deep.

- How does it help people?

It is clear for all to see the help the church and the faith in The One That Lurks In The Deep give to the
Marikan people and society. The geological impossibility of the island existing in the first place, least of all
such a huge oasis existing on it, shows how The Deep One helps maintain mortal inhabitance on the
island.. The very paradise the city is built upon is The One That Lurks In The Deep's blessing. The
Church then helps the Marikan people maintain and keep The Deep One's blessing and favour. For
without their favour, all the work could literally sink beneath the waves.

The church of the Drowned also plays an important role in Marikan culture, helping to maintain balance of
the "Work hard, play hard" mentality. Helping guide those who are working too hard to go out and spend
their hard earned money, while encouraging those who are perhaps playing too hard to remember their
work responsibilities.

The church also takes on an active role in distributing wealth such as running the lottery, taking donations
and helping those in need or have fallen on hard times.

- Why do people care about it?

Much like before, the reasons for Marikans to care about their faith are very evident. A simple saying
sums it up " The Deep One provides". A reminder that the Marikan people will be provided for, as long as
they maintain their offerings. It would be very odd for a Marikan to not care about their heritage's faith in at
least some way. Many see that kind of mentality as inviting crops to wilt, business profits to crash and to
come back as an undead as if they drowned at sea. That would not be The One That Lurks In The Deep's
fault or the church's, it would be yours.

A very well known fable among Marika tells of the woes that befall those who steal from The One That
Lurks In The Deep and how any can receive their blessing in "The Trawler and the Trove". In this story a
Marikan fisherman casts out his net, and when he pulls his catch onto the deck he discovers that he had
caught a large offering of gold. Instead of sending it back to the deeps he selfishly took it home. No guilt
went through his mind, only how he could use it for himself and his family. How it would take him to a life
of luxury and never have to work a day again. That is exactly what he did. Quit his job, bought frivolous
gifts and let the wealth change how he acted. The next day he found that his friends no longer knew who
he was. He pleaded with them to stop this cruel joke and that he would buy them any extravagance they
wanted, but they just thought him mad. He looked to the gold, but thought nothing of it. The next day his
husband went very ill. He pleaded to the doctors and priests to help him, but nothing they did changed it.
He looked to the gold, but thought nothing of it. The next day he got the worst news any parent could ask
for. His daughter's navy ship was sunk by corsairs. He cried and screamed to the stormy sky but no one
listened to his agony. Just the feeling of rain water pouring down. He looked to the gold, grabbed all that
remained and returned it to the sea. As he did the storm subsided and the light of the sun broke through
the clouds.



- Who runs the faith and who gives out guidance and teachings?

The faith of Marika is run by “The Church Of The Deep”. Those who have dedicated their lives to spread
the word, teachings and faith of The One That Lurks In The Deep. The Church is split into two sections,
called cloisters. The lower and upper cloister. The lower cloister runs the daily ongoings of the church.
Most of the public appearances of the church are performed by the lower cloister members such as
sermons, city tours and events. They also act as the public face of the church and are those who most
Marikans will grow up knowing as their guides of the faith.

Not much is known about the Upper Cloister, only that they are the ones who keep the church running,
and decipher the messages from The One That Lurks In The Deep. The sheer power from The One That
Lurks In The Deep is often too much for people to handle without going mad, and so it is down to the
Upper Cloister, those who are closest to it to work out its messages. They very rarely make public
appearances, but it is a crime punishable by death to lift the hood of an Upper Cloister member.

- What are the teachings?

Deep beneath the waves dwells an Elder being; from the dawn of time it has made its home at the
darkest points of the ocean. At the bottom of the deepest trenches lives a creature with dominion over the
sea, and the crushing depths. Upon a desolate and barren island It created an oasis suitable for
inhabitants and life to flourish, even against all geological odds. As long as mortals kept offering coins and
valuables to the depths, It let them be, and even helped them by making trade-winds more favourable.
Crops grew exotic and bountiful, with swollen yields that made them more valuable to trade with other
nations and this compounded the good fortunes in Marikan pockets even further. When the citizens and
priests of Marika did not provide enough offerings, great sea monsters would rise out of the ocean and
wreak havoc across the whole of City Bay. They found quickly that those who died at sea and did not
have money on them would return from the deeps as undead monstrosities and used to harass their
family and friends.

There are hundreds of teachings from the church, but core and most common teachings are:

Give to the ocean and the ocean will give back.
Charity is essential for a safe life for all. To ignore this is to bring harm to you and your loved ones.
A hoarded coin is a stagnant coin. Do not let your wealth turn to bilge!
It is a waste of all riches given to not keep working. Does the tide ever stop? Neither should a Marikan.

Geography of their land?

- How is the land split up between people?

Marika is a large isle located north of Asuaine and to the left of Esca. The majority of Marika is desert with
only a small portion in the South East being a lush tropical oasis. It’s in this oasis that you’ll find most
Marikan people living in the capital city. Just off the coast of this city, appropriately named “Marika City” is
a small island that houses the Marikan Parliament. That doesn’t mean the rest of the isle is uninhabited.
You can find a handful of folks that live scattered around the isle in desert enclaves called “Outposts”.
Although this way of living is extremely harsh and difficult for those who choose this way of life.



- What is the geography like in different regions?

The great Isle of Marika is desolate and sandblasted, or covered in scree-slopes with jagged rock forms.
There are volcanoes at the centre, and many faces of the land are slopes of uninhabitable basalt scree.
There lies however, on the south-east side, a small oasis of verdant green.

- What flora is common?

The oasis bears a subtropical to tropical climate, which is reflected in the flora found there. Some
examples of trees and plants found in that area are olive trees, pineapple bushes, coconut trees, and
(water) melons. Colourful flowers are commonly seen and the tropical waters around the oasis show a
magnificent display of coral reefs and seaweeds.

Away from the oasis very little plant life can be found. Sparse and coarse plants and grasses can be
found on the jagged rocks near the volcanoes. If you’re lucky, you may be able to find glistening minerals
and gemstones near and on the volcano slopes. Desert flowers bloom but once a year and any Marikan
daring to take a trip into the desert will require a guide to which cacti can be safely eaten and drunk from.

- What animals and wildlife are common?

There is a clear divide in wildlife on the Isle of Marika inside and outside the oasis. Thriving sea creatures
of all kinds can be found. Fish near the oasis are more tropical in nature and often very colourful, whereas
away from the oasis the sea creatures are more accustomed to colder waters. Here you may find tuna,
seals, sea bass, sturgeon and trout. There is also an unusually large concentration of octopuses and
squid in the waters around Marika. Other larger creatures include dolphins, orcas, and whales. Commonly
spotted tropical sea creatures include clown fish, anemones, seahorses, starfish, jellyfish, blue and yellow
tang. Crabs and lobsters are a common sight and coconut crabs terrorise the local population, and are
sometimes considered scarier than some undead. There are many a story of the waters of Marika being
home to some unsightly sea creatures.

Looking toward the land, the Oasis also contains turtles and tortoises, many varieties of tropical birds,
such as parrots, toucans, and macaws. Near the outskirts of Marika City one can spot peacocks strutting
around the streets. In the deserts on the rest of the isle, animals have grown accustomed to hard to find
water. Here you might spot sand cats, scorpions, spiders, fennec foxes, rattlesnakes, geckos, iguanas.
Many of these animals can be quite dangerous and it’s considered best practice to enter the desert with a
guide. It is most common to travel by camel. Their acidified spit makes for a great deterrent to other
creatures. Just make sure to keep them as your friend.

- What unique and rare creatures are there?

Most of the unique and rare creatures found on Marika are in its waters. It is said that in the warm waters
of the oasis a single Rainbow Fish swims. See it and you will have good luck and fortune for a year. If you
sail to deeper waters you might spot a gigantic Mola Mola. It takes centuries for them to grow to their
enormous size. They are curious creatures, sometimes to the detriment of some of Marika’s smaller
sailing ships.



The Deep One doesn’t operate all alone and crab-like people have been spotted on the shores of Marika,
presumed to be operating per the Deep One’s will. The biggest mythical creature to the Marikans is the
Kraken which dwells underneath the island, or so they say. Marikans are well aware that fellow people
who die at sea without an offering will likely return as undead, but from time to time they are accompanied
by undead sea creatures. Undead sharks, fish, and octopuses have all been spotted in Marikan waters,
particularly if a large number of people die without offerings.

That’s not all Marikans have to look for. Any Marikan who is too greedy or weak-willed might be lured into
the waters by anglerfish dangling gold coins in the shimmering waters.

In the depths of the dry desert is a tortoise. Ordinary in appearance and never appearing in the same spot
twice, it provides wisdom and guidance of an otherworldly nature. So far each account of this being in
recorded history has taken place during a new or full moon.

Notable wars and conflicts?

- Stories of the conflicts

Frozen Waste Raids - Descending from the North comes the very real and ever present threat of the
Frozen Wastes. Although these people are often seen as savages and unaligned groups without unified
leadership, they are very dangerous when they set their minds on a goal. Flotillas are often found raiding
the shores of Marika and making off with Marikan gold. Mainly targeting small shore waytowns, corsair
encampments or trading ships. The navy and mercenary guilds do a good job at keeping them at bay and
pushing them back when they can be caught. After all that is what they are being paid to do. But much
like the troublesome pirate flotillas that emerge from the corsair camps, this is a pyrrhic victory. Since
those from the frozen wastes either do not understand the Marikan teachings of the Deep One or do not
care, when they are defeated they are added to the Deep Ones undead legions. This has led to a saying
amongst Marikans when fleets of black sail are spotted on the horizon; “The outsiders will breathe salt
twice before the moon rises.”

Corsair attacks - Corsairs remain a constant threat across the realm, but nowhere more so than to
Marika. These ruthless Marikan turncoats choose to disregard Marika’s lores and customs and embrace a
life of crime. These corsairs take to the sea, living on ships or in waytowns avoiding detection. They will
take any and all opportunities to make their riches by lying, stealing and murdering.

This was made very clear in the tragedy of 693 where the president of the time Jullian De’brose and his
aids were kidnapped and ship sunk on their way back from a diplomatic visit to The Westfell. These
corsairs held the president and aids to ransom, with extraordinarily high demands. The Navy, thinking that
these Corsairs are clearly trying to haggle like any Marikan would, tried to lower the ransom amount. To
the Navy’s shock the corsairs followed through with their promise, murdered the president and aids in
cold blood, and fled never to be seen again. This grave day for all of Marika taught them a valuable
lesson, never underestimate a corsair.

Money owed - In the Year of 896 Esca had taken out substantial loans to build upon their expanding
territories and grow their university. The repayment rates for such loans were very reasonable, yet Esca
still failed to meet the deadlines for each quarter. Being understanding of the young nation, Marika offered



a reasonable repayment scheme. The intention being a mutually beneficial arrangement in which Marika
would assume control over modest parts of the Escan islands, help build them up to be profitable, and
assist Esca in repaying their debt. The idea being that this would build Esca up and give it industry,
Marika would eventually get its investment back, and upon completion Esca would get its land back which
would have been made more profitable than ever. After a petulantly and bluntly worded refusal from the
Councils on Esca, which almost certainly contained the words Firestorm and dockyards, Marika
magnanimously decided to pause its acquisition plans. This however did not prevent Marika in its ultimate
goal to recover its investment and money owed, and was the first scheme of many.
In the end, negotiating terms with the Escan’s became exceedingly difficult and other business ventures
were sought after.

Unionising of Marika:

The rise of the people - In the year 480 the people and leaders of the nation learned of the Deep
Ones love for gold, and to maintain their paradise of a home, they had to provide a steady flow of
it to appease The One That Lurks In The Deep. To do this Marika’s industries had no choice but
to be as profitable as possible, making the workers on the ground go around the clock to meet
harsh and continuous deadlines. Although these workers were paid handsomely, as is the
Marikan way, they did not have any time to use their money. Days off were a rarity and this left a
tired and burnt out workforce. Left frustrated, the workers grouped together between companies
and formed Unions. The purpose being as a group they might be able to get those at the top to
listen. After years of growing, and much political manoeuvring, the unions finally launched a bid
for fair workers rights into the Senate. However it was unsuccessful as the proposal was voted
down 99-1.

The Time of Protests - The loss of this vote left many in the unions deflated and defeated, but
the vast majority felt rage and anger towards the Senate. Seeing them as the representation of all
their frustrations, the Marikan workers took to the streets. Protesting and causing disruptions to
impact the nation's leaders and their way of life similarly to how the workers felt their lives had
been. These disruptions were kept safe. However Marikan industries began to suffer as more and
more workers took to the streets. The pressure was mounting. As a show of force the Senate
ordered for crowds to be dispersed, thinking by quelling these gatherings people would lose the
drive and return to work.

The Time of Riots - The dispersion of the protesters was going to plan until tragedy struck. A
young woman by the name of Tina Dock, from a family of dockyard workers, was bludgeoned to
death. This fact is fiercely debated as to whether she was resting and hostile, or that she was
defenceless and was murdered. Either way this was the moment where a fire was lit under the
union workers. In their eyes the Senate had drawn first blood. One of their own was killed fighting
for a better and brighter future for all.

The workers took back to the street, this time with weapons and violence. The shock of this
change led to much of the army fleeing and giving up defensive positions, too afraid to kill other
Marikans. The unions trapped the Senate inside The Marble Isle, along with their aids and a small
force of the army. The Marikan profits continued to sink.

Victory and the rise of the Guilds - After weeks and weeks of being forcibly contained within
The Marble Isle the running of Marika city was becoming increasingly difficult. That combined with
rumours of the League of Condiotorri, the largest mercenary company in Marika and the only



company to side with the people in the historic 99-1 vote, swapping sides and aiding the people in
a possible coup led to the Senate relenting and giving into the unions demands. The people that
night put down their weapons and took to the street to celebrate. This was the first time in
Marikan history in which the people's power was truly shown and led to the rise and political
prominence of unions which went on to be known as guilds. These laws have now been into
place for centuries and the Marikans don’t know it any other way. After all, you gotta work hard, to
play hard.

Senates Top dog - Once upon a time, in the year 812, the identical siblings Clarke & Clarke together
lead one of Marika’s most wealthy companies. But one day it all fell apart as Clarke and Clarke had a
heated disagreement and all looked for worse as the company was heading towards a split. This would
lead the company to public and political ruin as by splitting the company in half would have them plummet
out of the top 100 companies and leave the Senate. Clarke started plotting against Clarke. Secrets were
formed, poisons were spread, allies were gathered. Slowly the Clarke conflict grew and grew, dragging
company after company into their mess. Clarke Assassination attempts grew bolder and at one point led
to all out fighting in the streets. Then one day one of the Clarke brothers was dead. Clarke had won, at
great cost. Ironically, after a century of Clarke dominance, the last Clarke of the Victorious line died
leading the company being inherited by a pair of Clarkes from the Losing Clarke side, being branded once
more as Clarke & Clarke.

- Any notable heroes

Clarke (or was it Clarke?) - The victor of this political and high end societal dispute went on to lead
Clarke & Clarke company into the “The Pillars” of the Senate. The company continued to flourish and
earn higher and higher profits until his death in 863.

Head of the lower Cloisters - Adrian Adel Adiboe is the current leader of the lower cloisters. His duties
keep him very busy running the public facing side of the church. Ensuring teachings of the sermons are in
line with the messages from the Upper Cloisters, the running of the casinos and public appearances to
bless new boats in the name of The One That Lurks In The Deep and the navy for safe returns.

The Voice of the Tide - A legend within the Marikan church tells of a being who walks the depths of the
sea, escorting souls down to the deeps to meet The One That Lurks In The Deep. Some say a
messenger, others a guide and saviour for lost souls, or a bad omen of what is to come. What is certain is
when this being is spotted undead follow in its wake.

Denival, Head of the League of Condiotorri of 480 - Denival went down in history as on the side of the
people. Even though he could have voted against the proposed law like all other companies, he saw the
bigger picture and voted for what he believed in. This put the League if Condiotorri in great light of all of
Marika and many flocked to his company for jobs. This only made the company stronger. Some see his
vote as taking a gamble, others see him as a shining example of what the Senate should stand for.

Captain Ryder - Marika’s greatest naval captain, who sails the seas of Marika hunting Corsairs and
fighting raiders from the Frozen wastes. Currently of the age of 42, he rose to the position of captain from
the young age of 26 after his ship's former captain was slain in the chaos of battle. Ryder was able to
gather the crew, rally them, and repel the Corsair attackers with a tactical counter offensive and
spectacular ship sailing. Saving the crew's lives in the process. Upon returning to Marika city the navy
tried to position a new captain to the ship, but the crew refused. They would only follow Ryder into battle.



So he was prompted, the navy making very clear that they were taking a risk on him. Since he has not let
them down, adding victory after victory to his name.

7 years ago, in the year 1015, during the Convergence a large maelstrom appeared directly in front of
Marika City. The church took to the streets claiming that the Kraken was coming. During this panic
Captain Ryder and his crew sailed into the harsh conditions to combat this great beast. No one knows
what happened during this fight. Captain Ryder refuses to talk about what he and his crew saw that day,
only ever saying “We sorted it”. But it is believed the Kraken was sent back to the depths of the seas, to
rise once again one day…

Recreation

- Sports

As a very naval based society, a lot of sports around Marika are water based. Sailing competitions are
very common and you will find people betting on the outcome. There is an annual sailing race around the
Marble Isle.

Raft racing is done by the villages more inland with river ways. Rafts are created to support local
businesses and raise money for The Deep (with the support from the church) for the inlanders it is harder
for them to regularly bless their lands and people due to being further away from the coast.
Rafts are created (usually by the teens/young adults) in the villages and then the journey begins between
the valley villages seeing whose raft can get from one end to the next. Commonly these are beautifully
decorated and adorned in many bunting and bells. Teams are made of these bands of Marikans and
much merriment often ensues in the form of singing, drinking, dancing and chanting on these rafts (many
of which don’t get very far) to the spectators amusement.

Once a year Marika holds an epic sports event lasting a handful of days. The games run varied and have
various numbers of followers engaging in them. All sports are observed and the outcomes are
documented by representatives of the city in vetted locations. Cheating is not tolerated and will result in
heavy fines if caught or further actions, as deemed necessary.

Some common sports include:

MAJOR LEAGUE - Only sponsored participants can take place in these sports. They must have taken a
fit test before participating and are often sponsored by local gambling houses in the city who help train
and support them throughout the year through rigorous training even in the “off-season”. Bets for these
games are often larger and these games are what draw in folk

from further afield.
● Dragon Boat Racing.
● Windsurfing
● Diving
● Surfing
● Swimming
● Tight rope walking (between masts of ships)



MINOR LEAGUE - These games are accessible to anyone and everyone regardless of origin/skill. With
low entry fees most people will “have a go” at least once in their lives at one of the following “sports” just
for the sheer experience of it. It is not uncommon for visitors to take part in these minor leagues out of
curiosity. Children’s leagues within the Minor League are free to enter and the youths are encouraged to
take part annually for fun and the encouragement and practice of resilience and teamwork.

● Spoons
● Toads
● Staring contests
● Slaps
● Egg and spoon racing
● Dwile Flunking
● Sack race
● Toad in the Hole
● Darts
● Bowles

Smaller scale equivalent events may take part in towns/villages across Marika during a similar period.

There can be quite a bit of wind on Marika from time to time, so you may also find people partaking in Kite
flying across Marika’s beaches.

- Entertainment

Marika has a live large attitude and grandiose parties are common. Its nightlife is bustling and there is a
big culture of going around town with your friends. Casinos can be found quite frequently and many
smaller gambling games are often set up in the streets or pubs. Live music is another common thing
found in establishments and on the streets.

To counterbalance these types of entertainment Marika also boasts a thriving spa and bathhouse
economy. Leisure yachts can be rented to tour around the isle.

There are a variety of religious days celebrated on Marika, the biggest of which is the Day of the Deep.
There is a day where if you happen to be in Marika that all the Marikan’s will clean and change the water
within the fountains/wells turning it anew/fresh for folk to drink from. Wells/fountains will then be scrubbed
and cleaned leaving the water yet again pure and safe to drink. Donations that would have been made
during this time are collected in buckets and donations found in the wells in the land are then donated to
the churches associated with The Deep in an attempt to continue to keep good favour with them and it.

Day of the Deep can also result in evening festivities being supported by the Church of the Deep yet
again (attempting to raise further funds). People will paint their faces in various colours and dress up as
garish attires mirroring that of the sea creatures in the waters that surround Marika. Many folk fengage in
this event keeping their masks/outfits for years adding detail to them year by year ever improving their
likeliness to the chosen sea creature. Walruses walk the streets, Orca’s mingle with Limpets and so on it
would seem on this night, at a glance. Without understanding this tradition or the customs of this holiday
may seem altogether unnatural and unsettling, the thing of nightmares.

Most Marikan’s will also fill their windows with sea creatures (cut out from paper and/or card) and
mounted in their windows. In the evening a candle will be placed a fair distance from these cutouts to
enable the sea creatures shadows to appear as though dancing upon the streets below. When done as a



community the cobbled/sandy streets might mirror that of the lively depths, populated with all manner of
marine beasties (schools of fishes, swathes of seaweed etc).

Marionette, shadow puppet and story telling shows will fill town squares and folk will be seen collecting for
the church. Tales shared are often cautionary and reminding the folk of Marika of why donations are so
invaluable in ensuring the safety of the Island’s folk from those that walk from the depths onto land, in an
altogether unnatural manner. (Families occasionally mirror these moral/cautionary tales in the home using
shadow puppets/puppets to remind young Marikan’s of core values held by the folk of this land. To help
them heed the warnings given by the Church in honour of the Deep. This of course varies household by
household.)

Strong followers of the deep will often be at the edges of these story displays attempting to collect money
for the Church. In some cases, they will even go door knocking to acquire further funds. Phrases such as
the ones listed below will commonly be heard on this night. All donations collected will rightfully be given
to the Deep with every intention of preserving favour for the town/village or city partaking in these
festivities and donations.
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