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Introduction and Summary 

This document has been compiled and published by the scholars of the Shakor Clan as 

a means of introduction to the structure of the clan. While among the Minmatar 

people different clans have different organisational structures born of various 

circumstances, they do share some common traits. This document hopes to provide 

both a historical basis for the social evolution of the Shakor Clan as well as a 

sociological outline of how the traditional clan structure has both survived modern 

society as well as coexisted with it. Also, to help provide a brief perspective on how 

modern society and traditional clan organisations are not exclusive from each other 

and compliment a civilisation such as the Minmatar. 

 

The key areas of the Shakor Clan have been covered in detail below, including the six 

families of the Shakor and their individual traits in Shakor society, the leadership as 

represented by an Elder council and a Clan Leader, an introduction to the religion of 

the clan, rituals, legal practices, marriage and banishment from the clan. After reading 

this portfolio, you should have a better understanding of the practices and organisation 

of a typical Minmatar Brutor clan. 
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The Six 

Among the Shakor clan, there are a total of six families. Besides the Shakor family 

themselves the remaining five are the Koude, Iirwahan, Arodghar, Vestiar and the 

Helgaard. Each of these families, with the exception of the Shakor, has a family Elder 

that holds a position of authority in the Clan. The Shakor family have their own 

position in leadership with one person who is deemed as the Clan Leader. This is 

further described below in the sections ‘The Elder Council of Five’ and ‘The Clan 

Leader’. 

 

The early Shakor Clan scholars contemplated that the clan was formed before known 

documented history by a migration from a larger clan somewhere on the planet. More 

modern anthropologists now know that the Brutor people originated on the mainland 

of Matar and branched off from the Starkmanir people when they settled the island 

chains in the south. This migrating population was selected based on the speciality of 

each family trade to ensure a broad range of needs could be covered in a small body. 

As a matter of tradition, these specialities have carried through the ages in each family 

in some form or another and were thought to be restricted to each family bloodline 

much like a caste system. Though, in these modern times, they are less persistent 

among the family population as skills and crafts have become more widespread in 

demand as the clan has grown, and the need for larger manpower broke the barriers of 

who could train in what field. 

 

However, with each generation there has been a form of apprenticeship within each 

family that has not died out. It has become more of a symbol of ceremony for that 

family. Even though, in modern clan society, any member of any family can train in 

any craft he is able to, training under a master of the family arts is still reserved for 

interfamily education as they are revered as being the best. As an apprentice hears the 

call of the family tradition, they accept that the future of their family heritage rests in 

their hands. This demands the deepest levels of commitment and selflessness. For this 

sacrifice in the pursuit of the perfection of their hereditary art, they are viewed with 

high regard among the clan. From an early year, these apprentices in the family are 

instructed by masters of the art known as an Imashen. Over the generations, the 

Imashen are held in high regard with the Elders of their family who admire and 
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appreciate their efforts to maintain traditionalist values within the clan. This has 

become even more true in the modern era as clan Elders become more concerned with 

the loss of tradition. 

 

While you would expect to see descriptions of these family traits in the Shakor Clan 

society housed neatly in this section, they are actually described better in conjunction 

with the tattoos later in this document. This is mainly because the tattoos have some 

common ground with the nature of the family art, so describing both at once is more 

appropriate. 

 

The Elder Council of Five 

Out of the six families, the five that are not the Shakor family have a voice of 

representation in the form of an Elder. This council of five Elders act as an advisory 

body to the Clan Leader as well as bringing the concerns of their family to his 

attention. The Elders also oversee disputes from within the clan itself, either between 

their own family members or between the families. It is thought that the elder council 

was born of such conflicts and academics in the field of social evolution agree that a 

council to oversee disputes will have emerged as a reaction to early upheaval as a 

means of keeping stability and unity. In fact, under such circumstances as the 

formation of a small social body a great distance from all known support, a clan 

would not have survived without such clear channels of communication for ironing 

out disputes. Typically, these Elders have a reputation of being sages of the ways of 

the Clan and represent a living history that is often used to subtly steer the clan as 

much as their own families towards each other. 

 

Succession to the Elder council by a new Elder takes place when the old Elder dies, as 

the position of Elder is that of lifelong service. When an Elder from a family reaches a 

certain age in their position, usually between the ages of 70 and 90 years, they are 

required to take on a young apprentice to replace them when they pass away. 

Apprentices must be selected from those that have just come of age within the family 

and show great promise and integrity. Once accepted, they function as an aid to the 

Elder who nurtures them in the way the council of five works over the many decades 
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of their life as well as revealing much of the history before them as a means of 

keeping the lessons in perspective. 

 

Another important job of the Elders is to preside over the various ceremonial aspects 

of the clan and their family. These range from traditional holiday festivities, religious 

matters, marriage and the Coming of Age ceremonies where young members are 

inducted into the clan. (Explained further below) An apprentice to the Elder will also 

take part in the ceremony as an assistant if the proceedings call for it, and gives them 

a more hands on education in the ceremony itself. And linked with religion, the Elders 

are also the priesthood of their family, which is explained in more detail in the Clan 

Religion section. 

 

The Clan Leader 

The Clan Leader is the hub of the clan. As long as can be remembered, the Shakor 

family have been the leaders of the clan and were thought to be the pioneer family 

that created the expedition to the island chain now inhabited by them. Since those 

days, the Shakor have always been in a position of authority, and little question has 

been raised as to how they came to be there. When new laws are passed within the 

clan, when rules are set forth that affect the families and when ventures are approved 

for funding by the clan treasury, they are done so by the Clan Leader, otherwise 

known to be called The Kinja in history of the clan. 

 

A recent example of rules that the Clan Leader has authority over was given earlier in 

the families section where it was mentioned that specific families used to hold 

dominance over specific crafts and trades. This was known to be an edict that was 

passed down from an old Kinja in the distant past of the clan when the Shakor settled 

their home island. Originally, and according to surviving records, the Kinja of the 

time – known as Mhakrot Shakorii – made such a measure to ensure early prosperity 

for all the families within the colony by cutting off the possibility of internal 

competition. However, after the liberation of Matar during the Minmatar Rebellion in 

23216 AD (old calendar) and the liberation of the home island of the Shakor by 

Gol’dar Shakor who lead an invasion force, Gol’dar foresaw a serious problem with 

the loss of the arts due to their low numbers – and as such the identity of the clan and 
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a key piece of history that explains the formation and structure on the whole – because 

of the damage done to the routed clan structure. While he worked diligently to reform 

the clan, he emphasised to the reformed council of Elders – that worked slowly in 

exile or under whip during the occupation – that traditional bindings should be 

dropped to better serve the survival of the clan. With much resistance, the Elders 

reluctantly approved his motion and opened the learning process of their heritage craft 

to all members of the clan to ensure a quick rebuilding. 

 

Also a Clan Leader is the diplomat of the clan itself, and serves as its external 

representative body. This has born from the old adage of ‘If you want something done 

right, do it yourself.’ Where the Kinja’s of old would take matters of diplomacy and 

contact under their own steam to ensure things were done right and to their 

satisfaction. And with their direct line to the families via the Elder council, the Clan 

Leader was in a better position to know the needs of the families and the clan as a 

whole than any appointed representative could be. And as the Elders themselves had 

more functions within the clan at home, their time to spend away was short. 

Remember that in these days, transportation was still slow and ungainly, taking the 

form of sea going vessels, and in later years subsonic powered flight. In a modern era 

with shuttlecraft and faster than light communication, this does not matter as much. 

However the role of individual clans in the running of Minmatar society as a 

collective has also diminished over time meaning Clan Leaders have less of a role 

themselves and allowing for wider exploits on behalf of their clans. 

 

Clan Religion: A Simple Introduction to the Orcius 

The religion within the Shakor Clan is that of ancestor worship rather than a 

traditional monotheistic approach. The philosophy is that souls are born of natural 

energy that is drawn to organic vessels such as humans and animals. This virgin 

energy craves the exploration of life and all that it can hold. When it has exhausted the 

body, it leaves once more to join another flow of energy with life experience. This 

energy flow is called the Orcius. This is the object of worship within the clan as the 

lessons and history within the Orcius are respected with reverence. In the history of 

the clan, actions that would affect the future were often contemplated in deep 

meditation by the Elders and the Kinja himself in an attempt to consult this vein of 
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energy in the belief that the mistakes and successes of the past can temper the actions 

of the future; a sentiment found echoing through most cultures in EVE though not 

taken quite so literally. 

 

An interesting difference between this religion and that of most others is that such 

knowledge and beliefs are passed through the ages as fables, stories and encounters 

with prophets that are to be deciphered over time, by which time the message can 

become something else based on modern interpretations. And such messages usually 

come to others rather than them actively seeking such knowledge. To the Shakor, the 

knowledge gained in consultation with the Orcius – though very rare to achieve – 

holds more meaning in fact than parables written many millennia previous. 

 

The attempt to achieve a commune with the Orcius was from the early belief that the 

life energy within ourselves is constantly tethered to it, and a channel could be opened 

at the grace of the Orcius should the right rituals be performed. These rituals are 

careful to plan and can only be performed between the hours that the sun sets and 

rises again. Tallow candles with fragrance are often used as a centre of focus to 

achieve meditation, and an offering of an herbaceous grass local only to the home 

island of the Shakor called Jazei. The Jazei must be dried for three weeks in the sun 

before it is then burned in the flame of the candle. The ritual is dangerous and the use 

of too much Jazei grass has been thought to anger the Orcius flow, causing those that 

seek council to be snatched away as punishment for their lack of care and they have 

never woken from their slumber. 

 

Overall, the Orcius is viewed in the same light as most other religions view their god. 

The difference is that this God is created and nurtured by man and their experiences in 

life. And, thought consultation with the Orcius, it shapes us in turn. The fluidity of 

this symbiotic relationship is not as stoic and rigid as a monotheistic religion allowing 

for change in both society and religious beliefs that parallel each other in action and 

intensity. As such, it is viewed by academics within the clan as being the reason for 

the religion being widely practiced in modern society, and is not mutually exclusive 

from science which can be explained as being nurtured by the experience of the 

Orcius. Also, this is a good reason for the lack of secularisation in modern clan 

society, as the evolution of such a religion allows for it to hold true to current life. 
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Shakori Tan: Coming Of Age Initiation 

Among the Shakor a tradition has emerged that, until reaching the age of 13 years, 

you are not officially a member of the Shakor clan. The attachment to the clan is 

through parental bonds and bloodline alone. Normally, such restrictions are thought o 

come from the fact that, until a certain age has been reached, a young person should 

not have the same position as an adult. However, this is more born from the Shakor 

belief that adults have no right to place bonds on unwitting youngsters. The decision 

to become a full clan member is entirely the choice of the initiate. 

 

The coming of age ceremony is known as the Shakori Tan, and is presided over by the 

Clan Leader and the Elder representative of the initiate’s family in witness of the first 

family members from all six and the remaining Elders. The Clan Leader in power at 

the time delivers a speech while the initiate is given the marking of the clan in the 

form of his family tattoo. Until this day, young family members identify themselves 

and their lineage at ceremonial events only in the form of face paint, fainter than an 

actual tattoo, mimicking the shape of the current family tattoo. These tattoos are 

covered in more detail below. 

 

The initiation takes place on the home island at the clan hall. A below ground 

chamber covered in a thatched roof serves as the venue and the ritual is conducted at 

mid day. The only lighting in the room emanates from the hole in the centre of the 

roof as the sun casts its hot rays down onto the centre of the room where a stage 

stands surrounded by a circular trench filled with flames. As the initiation begins, 

young family members appointed by the Elders spread herbs and dried grass into the 

flames that fills the air with a bitter sweet smoke. The young initiate kneels on a small 

stump in the centre of the stage, that was once the base of a great tree growing in this 

cavern and stretched high above the ground before this place was chosen for 

initiations, and faces the front half of the room that is dominated by a large podium of 

carved stone adorned with the symbols of the six families and the crest of the clan 

carved into the rock. There the clan leader stands presiding over the ceremony, and 

several rows of seats ascend the sides of the wall behind him where the remaining 

members of the Shakor family observe. At the initiates back are five more segments 
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like these covering the rear half-circle of the room where the immediate members of 

the other families sit. Above each section a ledge runs around the back half of the 

room along with an upper wall. The wall has large animal skins stretched along them, 

covering large bowls carved into the wall and forming drums. These drums play a 

hypnotic rhythm throughout the ceremony as one drummer from each family plays 

their piece in a carefully practiced orchestra. At the foot of each section, the family 

Elder and – if present – his apprentice would sit and observe with the exception of the 

initiate’s Elder who’s task it was to apply the family tattoo during the ceremony. After 

the speech from the Clan Leader, and at the conclusion of the tattoo ritual, the 

inductee is presented with his own Khumaak, engraved with the family symbol; a new 

piece of the tradition introduced after the rebellion. 

 

An important part preceding the ceremony is that the initiate undergo the Voluval 

ritual first, and receive their mark of destiny at the hands of the Vherokior Shamans. 

Should the mark prove to be shameful, they would suffer the humiliation of being cast 

out of the clan. 

 

The speech that the Clan Leader gives is not so much a request that the initiate 

pledges themselves to the clan, but rather that the clan pledges itself to the initiate as a 

whole.  Many nations require that people express their desire to join their ranks of 

society with a vow to uphold and to serve. For the Shakor, the desire to join the ranks 

as a full member is all the affirmation required and goes unsaid. And what is usually 

unsaid in other cultures is what the society pledges to those willing to join. 
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The Clan Tattoo 

Every family in the Shakor has an individual theme of the clan tattoo. While they all 

follow roughly the same lines as each other to distinguish themselves as from a 

common clan heritage, details are different on each family tattoo. As mentioned in the 

Shakori Tan ritual, the Elder must apply the tattoo when a member of the family 

participates in the coming of age ceremony. Such details have been passed down 

through each generation of the Shakor Clan and, while showing a common bond to 

the Shakor, it also allows each family to individualise themselves and keep a sense of 

identity within the whole. 

 

Below are images showing each different family tattoo. 
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The Arodghar family tattoos are typically thin with very few thick and dark sections. 

The barbs and talons in the tattoo are wispy and thinly tapered when compared to the 

remaining family tattoos. Being the farmers of the clan, it is speculated on that the 

thin and wispy lines of the Arodghar tattoo are representative of strands of wheat. 

However, since wheat is not a traditional plant found growing on the islands of the 

Shakor Clan, and they also specialise in the cultivation of livestock and floral 

displays, no one is entirely sure how the Arodghar tattoo came to shape. Especially as 

their Elders will not reveal the story to anyone but their apprentice either. This has led 

to a rise in many schoolyard jokes at the expense of the Arodghar based around the 

belief that one of the Elders of old was applying the tattoo to his named apprentice, 

and ran short of ink before finishing. There may yet be truth to these jokes, but 

evidence has not been found or even proactively sought in any serious manner either. 
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The Helgaard have enjoyed an unassuming and ordinary role in the Shakor clan 

society, taking the role of carpenters and builders. Oddly enough this is reflected in 

their tattoos as well, as they prefer simple thick and dark lines with little by way of 

added decoration. However, their works are anything but ordinary and bland, and their 

mastery in furniture design as well as innovation and attention to detail in the creation 

of buildings – the Shakor Clan Hall chief among them – is widely revered by the 

entire clan. This alone has made the family very wealthy as the high demand for their 

arts has spread to other clans in recent years, and as they know well, everyone needs a 

roof over their heads at night and a place to sit and eat their food through the day. 
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The Iirwahan enjoy their fine art reputation among the Shakor Clan and their master 

craft is desired by all. So it is fitting that their family tattoo be the most decorative of 

all the families incorporating large section of double lines and dots through the tattoo. 

It is thought that the very first tattoos to emerge in the Shakor Clan came from the 

influence of the Iirwahan and their passion for decoration of all things. While a 

common pattern has emerged from the Shakor family tattoo shown below, the clan 

owes its origins in tattoo instruction to the Iirwahan family. 
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The Koude were originally the warriors of the Shakor Clan in the early days of Shakor 

history. Their family tattoo is regaled with many sharp barbs depicting the favoured 

melee weapon of the family; a long and crooked pike of rough wood and hook-like 

points on the end called a Mast’oba. The more conservative of the Koude, especially 

those on the path of apprenticeship in the martial arts under the Imashen, still prefer to 

carry a Mast’oba over the more recently accepted Khumaak while attending 

traditional ceremonies. They are also the only family that refuse to have their 

members presented with a Khumaak during the Shakori Tan ritual, insisting on a 

Mast’oba and pointing out that the ritual presentation of a Khumaak originated with 

them in the distant history of the Shakor, while the other families had nothing else to 

give their new initiate. In these modern days with wars between the clans being a 

thing of the past, many of the Koude have entered military service with the Republic 

Navy as Marines, and those that remain are renowned as the clan security force on the 

home islands, taking the role as bodyguards for the Elders when they travel on their 

business. 
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The Shakor have a more dominating presence in their tattoo, incorporating the thick 

and dark lines with elaborate barbs and points along the main stem of the tattoo. There 

is little more to say about the tattoo of the ruling family of the Shakor, except to 

mention that all of the other family tattoos use the Shakor family tattoo as a baseline 

for their design. As such, it appears that the Shakor family tattoo is a blend of all of 

the other family designs that were modified by them as a mark of individualism. It is 

unknown how long these designs have taken to evolve to this point, however, records 

in very old texts of the Shakor archives that survived the Amarr occupation and 

subsequent rebellion show that little variation of the current form can be found over 

the last 1500 years. Though this may be that much of the line was broken during the 

occupation’s 736 years as tattoos were frowned upon by the holder in charge of the 

home island, and brutal punishments were administered to those that broke the rule. 
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The Vestiar family tattoo is second in its decorative prowess only to the Iirwahan 

tattoo. And, in an odd way, the family heritage of excellence in food preparation 

parallels the Iirwahan in their talent as artists. It can be argued that a meal prepared 

and presented by a Vestiar master is a work of art in itself. So it is only fitting that 

their tattoo is an elaborate display of stripes and curls. And the distinguishing marks 

of their tattoo means that when guests are being entertained by the clan and one of the 

Vestiar who prepared the meal brings it to the table, the guests know they are 

receiving nothing but the best. The family tattoo is more a mark of revered identity for 

them than any of the other families, where as a Koude may walk into the room and the 

guest would wonder if they are about to be ejected from the hall by force. 
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Law and Order 

Historically, before the unity of the tribes that formed the Minmatar Republic after the 

rebellion against the Amarr, the Shakor Clan had to have their own judicial code that 

was decided upon by the Kinja and the Elders. This entered the scope of the Elders 

and, as was mentioned earlier, was a crucial part in early clan history that enabled 

them to keep the peace between the families. Unlike most other clans in the Minmatar 

who came to absorb smaller families into them by force, or through more amicable 

means that later proved fruitless resulting in a civil war, the Shakor has always been 

one and internal violence as not marred its lineage. 

 

In the modern society, Minmatar law is overseen by the Republic Justice Department 

and has become a more centralised concept and more uniform through the Republic. 

Many of these laws have coincided with traditional Shakor law and, as such, have 

been no problem to absorb within the clan. And those that have not been accounted 

for within the common law of the Republic have not proven to be mutually exclusive 

or conflicting with the standard law. This allows for the remaining part of that justice 

code to be enforced in modern Shakor society. 

 

As mentioned in the description of the Koude, they have become the security force of 

the clan and the enforcers of this law by tradition. They are the police and jailers of 

the home island and the body guards of the important members of the clan. If a law 

breaker is found within the clan, or out of it within clan jurisdiction, they are more 

than likely to be dragged into the local cells by a Koude Enforcer. The island also 

maintains an official Republic Police presence as well; however, their participation in 

inter-clan issues is rarely pursued by them. To give an example, if a clan member has 

a fight with another clan member over one reason or another, the Republic Police will 

be happy to let it slide and the Koude Enforcers to take the parties into custody 

pending a hearing before the Elder council of the clan rather than being taken to an 

official court. And in most accepted cases such as this, if the Republic Police get there 

first, they are usually turned over to the clan anyway. And if not then the clan only has 

to request custody from the Republic Police garrison on the island and, if the incident 

is not too serious, they usually grant this. This process also works both ways as the 

Republic Police can also request custody of a specific case. However, in these 
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situations, the request is more of an official order that the clan has no legal rights to 

contest. 

 

Naturally, the Republic Justice Department draws the line somewhere, and more 

serious offences that have wider implications out side the clan are taken over by them. 

An example of this would be murder, even within the clan as killing a fellow clan 

member carries with it the punishment of being outcast if proven. As such, the clan 

wish little to do with murder cases given the terrible stigma that is attached to a guilty 

verdict. 

 

As far as the procedures go within the clan for solving disputes and fights, the Elders 

are usually the first port of call if the situation does not get resolved quickly. Sticking 

with the fight example, it is usually driven by alcohol and over something that 

amounts to little in the end and both parties return home content after a night in the 

drunk tank. If the fight has come from deeper reasons and is not resolved quickly, the 

Elders intervene in an attempt to council the grievance. However, not all situations 

can be solved as quick either and inevitably the Clan Leader must step in to issue the 

final say. During the time of his deliberations the aggrieved parties are isolated from 

each other should that be needed to keep the peace. In cases of individuals this is 

usually done in the security block on the home island. However, larger groups of 

people are issued with a restraint order baring them from leaving a specified area to 

avoid mixing with their rivals until a verdict is reached. 

 

Marriage 

With a clan system such as the Shakor, marriage into and out of the different families 

and to other clans can become a complicated affair when taking the family identity 

into account. As such, in the past, marriage was restricted within the clan itself 

allowing only for one family member to marry a member of another family within the 

clan. However, this was rescinded in the years after the rebellion by the new Clan 

Leader, Gol’dar Shakor. 

 

This led to an uproar that families would eventually lose their identity under the 

traditional system of marriage into the husbands family. So, again, the rules were 
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changed to allow people not only to marry out of the clan and into another, but to 

allow others to marry into the Shakor clan through one of the families. And this was 

not just decided on as being the husbands family, but could also be done for the wife 

as well. So as an example, a woman in one of the Shakor Clan families can marry a 

man from another clan entirely, but would not have to migrate to that clan and the 

husband would have the option to join the wife’s family instead and become a Shakor. 

He would also have to take the family name he has married into as well, to ensure the 

line of the family is not broken. This is entirely at the decision of the individuals and 

is no surprise that it rarely gets put into practice where outsiders will not join the clan 

unless they are women and required to do so by their own clan rules, similar to the old 

laws of the Shakor. 

 

Outcasts 

Minmatar society as a whole has a history of outcasts, where a member is rejected by 

their families for several reasons, and the Shakor are no exception. The most widely 

known reason for someone to be cast from their family and clan is a bad mark in the 

Voluval ritual, and the outcasts are destined to wander without home and contact with 

their own kind. As mentioned above, the Shakori Tan ritual is performed only after 

the initiate undergoes the Voluval ritual with a Vherokior Shaman. Besides the 

reasons already mentioned above, there is a darker reason for this as well that involves 

the outcasting of members. Until a member passes this first hurdle with the Voluval 

ritual, the Shakor do not induct new members in case they prove to be unworthy so 

the clan does not officially and spiritually share their shame. 

 

There are other reasons for being outcast from the Shakor too. Some of these reasons 

can be appealed by a family member and will be heard by the Elder council and the 

Clan Leader in a closed session. 

 

A recently introduced method of banishment that has adopted by the Shakor at the 

request of many families, and approved as Clan law by the Clan Leader Darius 

Shakor, is where members of any family including the accused can petition for the 

member to be outcast. If approved, the Clan Leader and the Elder council will declare 

the member as being banished from the clan. 
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As mentioned above, if a clan member is proven to be a murderer – especially of 

another member - they will be cast from the clan and the family have no means of 

protest or appeal. 

 

One area not covered in this document is feuds between the Shakor Clan and other 

clans. This is because there are none in current days, and there has not been a war or 

feud with another clan since the end to the great war with the Raven and Kashvar 

Clans in 19963 AD. However, it was known in those days that speaking out against 

the position of the clan in the feud, or to speak in favour of the enemy clans carried 

the penalty of banishment from the Shakor. This has not been known to happen since 

the days after the war ended and the island chain was at peace once more. However, 

this is still a law among the Shakor but in modern society it becomes hard to quantify 

the severity of speaking out against the clan. Again, this could be appealed by the 

family at the time. However, in recent years after the rebellion, family appeal was 

allowed by Gol’dar Shakor. 

 

The final means of becoming an outcast from the Shakor emerged during the years 

under the Amarr occupation leading to the rebellion. If anyone within the clan was 

found to be in consort with the Amarr or the Nefantar – now known as the Ammatar – 

they were considered as banished by the rest of the clan. Needles to say this is still a 

strong law within the Shakor Clan and also falls into the category where there is no 

appeal available for the family members. Thankfully this has not been exercised in the 

history of the clan, and the law emerged out of pure hatred of the Amarr. 


