Saga Of The Seven Tribes:
Worldbuilding

Original Work - No Fandom - Koraz - Spiripa - Not Rated - 2366 words

by Arukir

FicSpark - A Fanfic Foundation project
Shared under the creator's rights. Personal copy; please don't redistribute without permission.




Contents

Saga Of The Seven Tribes: Worldbuilding.........cccccceeeiieeiieiienieniieceenieceecrencenceecnes
Chapter 1: History: Origin Of The SpiriPa...cc.cciceeeeiiiieieiiiiieeieeireieeeeeeneeneeneenesnsenesessnnses

Chapter 2: Footnotes FOr Chapter ONe ....ciiiiiiiiiiiiiieiiriieeieeieeeeneeneeneeneneesesnsnesensennes



Saga Of The Seven Tribes: Worldbuilding

Saga Of The Seven Tribes: Worldbuilding

Fandom: Original Work, No Fandom, Koraz, Spiripa Rating: Not Rated Category: Gen
Warnings: Creator chose not to add warnings
Words: 2366 Chapters: 2 chapters Status: In progress Published: 2024-10-31

I plan to write a novel series someday. This is where I'll be sharing the worldbuilding for it.

I don't mind if anyone is interested enough to write a fanfic based on what's in here, but
this is completely original content, so please do not try to claim it as your own nor try to offi-
cially publish something from it.

It will be a long time before the books are ready for publishing, but I just really want to
share this fabulous species/culture I created. Hope you enjoy!

This 'fic' is specifically about the Spiripa, a species in a larger world I've spent years building up.
This world is called Koraz.

Chapter 1: History: Origin Of The Spiripa

Originally in four parts and half the length it is now, as it was once in my notebook.
Footnotes are too long to put in the end notes (though I'm working on shortening them) and so
shall be in the next chapter instead.

Long ago, a group of humans were trapped in a valley, surrounded by mountains too
steep to scale. It is unknown why they were in the valley or how they became trapped,
though scholars think they might've been lured there by some powerful being for one
reason or another, citing modern day examples of such happenings as evidence.

Whatever the original cause, they were trapped there for many generations, surviv-
ing mostly on switfrat! and in regular contact with large amounts of Inrjim Stones?.
Over time, they began to change into something not quite human, evolving to fit their
isolated environment.

In that age, Spirits and Nisprit® rarely interacted, and yet these not-humans found
themselves allied with a Colony of Life Spirits* — this earned them the title of "They
Who Are Friends Of Life' It is not known for sure how this friendship came about, but
some Life Spirits occasionally talk about a child from the village, thought to be the one
that started first contact with the Colony. Being Spirits, it's entirely possible they are
just messing with historical researchers, and it developed in a completely different
manner.
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It is said that Intrap Crystals® formed naturally within the valley, causing great dis-
tress among the members of the Life Colony, who were growing weak from energy lost
to the Inrjim Stones and yet were unable to distance themselves from the danger with
so many of their kin imprisoned. According to the myths, the not-humans were the
ones that rescued the imprisoned Spirits, thus cementing their still-fragile bond.

Centuries were spent in peaceful coexistence in the valley, until the day of the Quak-
ing. Earthquakes shook Ménland® and beyond, opening a path through the mountains
for the first time in millennia. Some say it was the Spirit Strénj” being freed and cursed,
or the binding of the Shadowlight armies®, or the very first Great Migration®; none
know for sure what caused the Quaking, but one thing is certain — the valley villagers
were finally free!

Unfortunately, though perhaps not, they were as well doomed.

With wagons loaded and animals leashed, the once-humans started their journey
out of the valley that had been their home for so long. The Life Colony gathered, per-
haps to join them, maybe just to say goodbye. Whatever their reason, those Spirits bore
witness the tragedy that followed an unexpected aftershock.

The villagers and their animals were crushed in a great landslide, every last one per-
ishing beneath the rocks, perhaps a final attempt by the mountains to keep them con-
tained. But cry not, for what happened shortly thereafter lessened this gruesome fate.

It was lucky beyond measure that some of the foremost Servants Of Life were
already close by. In grief and urgency, the Life Spirits present joined their claws togeth-
er, performing the single largest Revival Ceremony in history. So much Life Energy
was used, it forever bound itself to the villager's blood; to this day, their descendants
serve Life nearly as much as the Life Spirits themselves.

The Inrjim Stones within the mountain rocks were caught up in the Revival, making
the changes that came with it more extreme than perhaps they might've been. The an-
imals that belonged to the villagers changed greatly, becoming Sprithorses'®, Flash
Rabbits!!, and other such creatures. The people, however, hardly seemed the change
physically at all.

Their changes were on the inside; soulsight!?, greater senses, changes that went to
their very bones and cores. They truly no longer recognized themselves as humans, so
took on the name of Spirikin — "They Who Walk With Spirits'3.
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The gift of rebirth was grand, certainly, but barely affected them. They still went
about their regular lives, albeit with the addition of their new skills, most days seeming
almost as the humans their lines once were — until the first new birth, when they real-
ized their transformation wasn't quite over...

A girl who had been in the womb at the time of rebirth was the first Spirikin born
with a Bracelet — her outer soul'. Energy crackled as she left the safety of her mother's
body, forming a jeweled ringlet on her wrist, one that grew as she did. She refused to be
parted from it, becoming anxious and unreasonable if forced to. Though she was kind
and gentle, she became violent if her Bracelet was chipped even slightly, avoiding oth-
ers until it healed. This was common among the new generation, as each babe born had
a Bracelet, and was soon thought of as normal behavior.

The Bracelets were unusual, and very pretty, but mostly didn't affect the Sprikin's
lives too much. Until one day, when two men fought viciously, and one destroyed the
other's Bracelet. The second man's soul disappeared in the eyes of onlookers, yet he still
lived. It was a horrifying sight, but not nearly as much so as when he killed the one who
had destroyed his soul, becoming the first Spirikin to violate Life.

Though his fate was never recorded, modern examples tell us the second man be-
came an empty shell, living only to talk of his Bracelet, feeling nothing but depression
and longing. There is no known cure for Bracelet Madness or being 'Soulless®, and
bracelet shattering is considered worse than any murder short of killing one's own kin.
No curse or device can stop a Soulless from killing the one that Shattered them, not
even their families will matter to them anymore, they will think of nothing else until it
is done — one of few fates the Spirikin truly consider worse than death.

Many Sprikin removed their Bracelets after learning of Bracelet Madness, hiding
them away in safety, but all retrieved them in the end. The longer separated, the more
agitated, anxious, and irrational they became — some were even driven to insanity,
and most could last but a few days before putting the Bracelet back on. It seemed they
were stuck with their curse, naming forced separation a cruel torture unfit for even the
worst criminals'®.

But the 'curse’ would soon be revealed as their greatest blessing.
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Ironically, not much is known about one of the most pivotal and important figures
in Spirikin history; a young girl of the family Stargem, her first name lost to history.
What is known about her, however, is that she changed the course of her entire species.

One day, this little star got lost in the woods and was attacked by beasts — most
likely wolves, though some argue that wild Gryphons may have been more likely for
the area at the time — with no way to escape and too deep amongst the trees to call for
help. Fear consumed her then, along with the desperate desire for rescue, the strong
and instinctual intent to escape. Her Bracelet began to glow, piece of her very soul split-
ting off and flowing through it, forming a new being to protect her; the first of the Cas-
ted, the Great Spirit.

Strong emotion, desire, intent: these are the things necessary to Cast, to split one's
soul, to let it heal stronger than before. As time went on, more and more Casted Spirits
joined their families, and the Spirikin became more like Spirits themselves. How
strange it must have been to adapt to having such peculiar beings as part of their
households, though they did have practice living among Spirits already, thanks to the
Life Spirits — a lucky happenstance, or a small part of some powerful being's larger
plan? Scholars aren't sure.

Together, the Casted and Spirikin became known as Spiripa. They were led by Ms
Stargem and the Great Spirit, supposedly fair and skilled leaders. The Stargem line con-
tinued to be rulers, with one of her descendants still on the Great Council of the
Stargem Tribe today. Even now that the Tribes number seven, varied and unique, they
all share this origin — they are all Spiripa, descendants of the stars, servants of Life.

They Who Walk With Spirits.
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Chapter 2: Footnotes For Chapter One

1: Switfrit is a type of fruit that grows abundantly in specific areas only. It is incredibly
sweet, to the point that most humans have difficulty eating it, but is so nutritious that
one can live healthily on it alone. It has the unusual side effects of decreasing sugar tol-
erance over generations, leaving modern-day Sprikin unable to eat most sweets besides
it (which is unfortunate, considering their large sweet tooths).

2: Inrjim Stones are a type of gemstone known for storing, amplifying, and emitting
different kinds of energy. A vital necessity for alchemists, low-tech inventors, and
Frilled Rockeaters.

3: Not Spirits, Non-Spirits, No-Spirits, Nosprit, Nisprit. Get it?

4: Life Spirits are a subgroup of Spirits strongly connected to the element of Life.
They are capable of reviving the recently deceased, though who they save is always
changed in some way. They are peaceful beings, but causing too many crimes against
Life (AKA: senseless, large scale murder) will earn their wrath. Most wars on Koraz are
entirely or near-entirely non-fatal, with enslavement or such being more popular op-
tions to execution.

5: Intrap Crystals are perfectly harmless to the vast majority of species. Unfortu-
nately, Spirits are immediately drawn into them upon contact, trapped inside until a
Nisprit with the knowledge to do it lets them out. There are different strengths of In-
trap Crystals (most made on purpose by alchemists), with strong Spirits able to escape
the weaker ones. Many devices, including orbs and lanterns, are created using them.
Strangely, most Spirits don't find them at all uncomfortable, and a few have been
known to use them as sleeping zones. Sensation-sharing experiments have shown that
Nisprit do not feel the same way about it, instead developing extreme but (mostly) tem-
porary claustrophobia and disorientation.

6: Ménland is the single biggest landmass on Koraz, and the home of some of the
most advanced civilizations on the planet.

7: Strénjling Strénj is the Spirit Of Life And Creation, one of the most powerful Spir-
its to ever be. He was a tyrant, once upon a time, and heavily punished by a group of
Witches. Begging to be freed from the weak form he'd been trapped in, after suffering
for a hundred years, he was freed and put under a lesser (but still terrible) curse. One
Witch, wicked unlike the rest, used this as an opportunity to seal away his ability to Re-
vive others. It is said the land itself protested the loss of the Spirit Of Life's most innate
ability. For thousands of years he had to watch others die without being able to stop it,
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breaking him in ways no mortal can comprehend. Luckily, he eventually got the ability
back and is doing much better now, though he's still scarred.

8: The Shadowlight were horrible warriors and conquerors, unnatural in a way that
frightened even Tech Elementals. They ruled the land for a long time, stealing people's
minds and making more of themselves from their bodies and souls, but we're eventu-
ally overthrown and banished to the Voids (empty pocket Realms). In recent years, a
small number have been freed, causing havoc despite the advancement of magic and
technology to fight them.

9: The Great Migration is an inexplicable gathering of thousands of creatures living
and traveling in peace. Spritwhales, Icebeasts, Shadowlight Hounds — some of the
world's most aggressive and dangerous creatures coexisting with some of its weakest.
Animals that normally don't leave their homes, ones that normally live alone, ones that
normally are hunted by the others; it matters not, they still travel on a set cycle across
the world, for reasons no-one can figure out. It's quite a beautiful sight, though getting
too close is very much NOT RECOMMENDED.

10: Sprithorses are Spirit Animals that resemble horses, capable of switching
between a Small Form (lapdog sized) and a Big Form (horse sized). They come in three
main breeds (War, Companion, and Work), and range the Elemental Spectrum.

11: Flash Rabbits are unusually intelligent, mischievous, glowing rabbits with a
knack for teleporting in big flashes of light (hence their name). They are known for be-
ing independent, easy to train so long as they find a trick fun, and enjoying stealing
things.

12: Soulsight is the ability to see souls. This is useful for knowing when someone is
pregnant, fighting in the dark, spotting invisible beings, and knowing whether
someone's really dead or not. Spirikin have the additional ability of being able to in-
stantly recognize whether someone is family or not (within a few degrees of relation to
them, anyways), making familial imposters impossible and paternity tests unneces-
sary. A few very special people have the ability to tell a lot about someone based on
their soul, but these people are completely incapable of causing harm (including self
defense) and usually have minor mental issues from brain overload.

13: Sprikin is the name they tell everyone else. Their actual name is kept secret like
most of their language, with the only thing known about it being its meaning: They
Who Walk With Spirits. So Spirikin does not translate to that phrase, but represents
something that does.
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14: In modern days, Soul Bracelets are called Soulets, as some take the form of things
other than bracelets (depending on the tribe). Those who can see souls say that soul en-
ergy, though not quite a soul, gathers in the Soulets.

15: The Soulless are called such because their souls cannot be seen. However, ad-
vancements in the past few hundred years have taught us that they do still possess
souls — they're just hidden, weak, and already halfway in the place beyond this one.

16: Forced Separation is legally considered brutal torture, but before widely-avail-
able techniques to block Casting were widely available, it was sometimes necessary to
do so anyways. A high-up official would have their own Soulet sealed away, and the
prisoner would only be separated from their own Soulet as long as the official who re-
commended it could — this kept the rare sadist that managed to get into a position of
power in line, as they couldn't cause pain without receiving it.

— end of “Saga Of The Seven Tribes: Worldbuilding” —
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