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Please note that the following is my personal opinion only.  How anyone chooses to run their own game is their own business. 

In the following essay I drift from the Zandir Guilds to the Army to the Serparians (did I get that right?  I meant the beggars) as I try and explore my ideas on how Zandir Society, or at lease the underworld might work.  

::::::Warning::::::It's a tad long =) 

>3.)  All petty crime is controlled by the beggars.  If it's a mugging or a con, it's their >show.  Failure to pay your due may quickly end your life.  The beggars are not highly >organized, but are especially effective and have a definite structured culture of their >own.

>>         Probably something akin to the traditional Thieves' Guild of D&D, with a Master/Journeyman/Apprentice structure.  Freelancers are frowned upon.

... Or the Thieves Guild of Anhk-Morpork where it is necessary for a burglar to leave a receipt. =)

I hate to mention this, but wouldn't that be reason enough to avoid setting things up like this.  I've read the AD&D/Leiber/Thieves World and don't get me wrong (for the most part) I enjoyed them.  However, I started playing Tal to get away from these types of cookie cutter fantasy scenarios. 

My problem with some of this is that much of the Dark Zandir material that I'm reading doesn't seem to mesh with the image of Zandu that I have within my own mind. 

Personally I see Zandu as a city, with all the dangers that such a term implies, but it is a city based on the principles of individuality and personal expression. 

Guilds, is they existed at all, would be nothing but glorified social clubs where members gather to tell tall tales and drink.  That level of organization, indeed even the desire of the everyday Zandir person to join a large organization and become yet another faceless member in the crowd would seem to go against everything that they are taught to believe in from childhood.  In their views, such large, conformity demanding groups with union dues and secret rituals and funny hats, would seem to more like part of the ultimate sin, Orthodoxy.  

Take the example of the Army, in the real world, the best example of conformity behavior  (my apologizes to any members of the armed services on this list).  Basic training is designed to break down existing personalities and replace them with a soldier's discipline, nerve and commitment to the unit.  Hence the unifying haircuts, uniforms and  elaborate rituals. 

In Zandir it would not work like that. Individual soldiers are encouraged to design their own uniform (the only requirement that I use in my games is an arm band with unit crest), question orders, make suggestions to superior officers etc.  What the Zandir army provides is basic combat training and a chance to serve their country/religion (perhaps the only true unifying force in the entire Kingdom) I see the ranks filled mostly with young men and women who signed on in a whim, simply because, at the time, they thought it might be fun. 

Terms would have to be short (to prevent boredom), no longer than a year.  The organization of the army is a complex system of ranks and awards. 

"You are hereby promoted to Senior Corporal, Master Junior rank, Second Class, and awarded the Medal of the Spice Trees for your valiant efforts in helping to organize shelters for the recently homeless following last week's Night of Fools." 

Now if the army cannot instill a lasting sense of conformity, what chance does a Guild have?  This stretches into the realm of organized crime as well.  Even in the modern world the term is something of a oxymoron and plays more upon our Romanized ideas of the gentlemen gangster or powerful Yakuza boss than reality.  Mostly they are just a bunch of uneducated thugs.

It wouldn't occur to a Zandir to try and organize anything like the Mafia, it requires too much of a group mindset.  They are much more likely to try and become the best cat burglar or yet another romantic highwayman.  However there is no reason why an outsider couldn't try and organize the underworld in Zandu, but the chances of such a venture lasting over the long term seem unlikely. 

This Boss, coming in from outside would initially see his ranks swell as the Zandir criminals, enamored with all those ideas of the Romanized gangster would rush to join up.  And then a few months later the same boss would see his organization shrink to almost nothing and attacked on all sides by independents as the Zandir members simply drift away as they get bored, become disillusioned with the process once they realize that they have to surrender a percentage of their take or find other things to occupy their interests. 

The closest the Zandir have ever come to such an organization are the beggars and the Sultan of Beggars.  Why? 

The beggars, the street hookers and the homeless children, like in all societies, are seen as failures and the unwanted.  Reminders that the system doesn't always work, and that the Romanized idea that most Zandir have of the universe would be shattered is they saw a ten year old girl shivering in rags and trying to sell her body for enough money to feed her sick infant on a cold winter's night.  When such illusions are shattered the newly awakened individual rarely reacts well and the unwanted would quickly find themselves ignored, neglected and persecuted. 

So what the Serparians (I completely forget the actual term, so I'll just use 'Beggar's Guild') provide, at least to the general public is that sense of romance, the idea of a vast network or beggars and other charming street people that lies across the city like a spider web, listening to everything that goes on.  Even the concept of the Sultan of Beggars acts a figurehead, a romantic figure in the center of the web, sitting on a pile of secrets and treasure stolen from the streets.

Armed with such a mindset the everyday Zandir citizen can drop a coin into the crippled beggar's bowl, not because they would be helping out a downtrodden individual, but because then they too could be taking their own small part in the romantic underworld. 

How based in reality is that?  Probably only barely. 

Despite itself or its motives the Beggar's Guild probably succeeded on a few levels.  It provides the illusion of protection (like an empty video camera in a convenience store) for beggars and hookers and street kids who might otherwise become prey for the truly twisted or desperate. 

Now in this somewhat longwinded essay (my apologies, again =)  I might have come across as portraying the Zandir as flighty,(just count the number of times I use the term "romantic") and not behaving like otherwise normal human beings. But to me that is what Tal is all about, exploring the unknown and new concepts.  Yes, no "real world" human would act like that, in most societies belonging to a group is the ideal.  But that is why I enjoy Tal so much, for the "what ifs?". 

What if there was a society that stressed the individual, not the group?  One with a religious doctrine that promoted free thought and curiosity, not blind obedience to scripture and doctrine. 

That is what I want to explore with the Zandir, and I would be truly upset to see it turned into yet another "Thieves World" clone.

But hey, that’s just two yatmas... =)

_____________________________________________________________

'I think,' he said slowly, 'that the only reason people think you can't kill a vampire by shoving its head up its own arse is because nobody's ever actually tried it.

What do you think, guys?'

                   (Tom Holt, "My Hero")
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