Dark Zandir:  Part 3

From: Monk <jdmccart@ouray.cudenver.edu>

To: The talislanta-l mailing list <talislanta-l@mars.galstar.com>

Subject: talislanta-l] Re: Dark Zandir

Date: Monday, January 19, 1998 4:00 PM

I really like the idea of Dark Zandir.  Here are some thoughts:

1.)  I picture that Paradoxism has a definite dark side to it.  A healthy bit like voodoo.

Remember that the Charlatans are actually taken seriously in Zanth.  Here they would actually hold sway over people.  Charlatans would perform rituals for people, such as coming of age, infant "baptism", marriages, middle age ceremonies and all sorts of blessings.  Conversely, some Charlatans may curse and otherwise try to hold sway over people.  Incidents like these are well documented, from African witch doctors to Navajo skinwalkers.  Just the belief that these people have power seems to affect people greatly.  Uttering a curse may well bring misfortune to those who believe such people have power.  (I know there are those on this list that think that magic is real in our world and people can actually curse others.  You may believe what you will, it matters little to game mechanics.

Paradoxists may easily form "mystery cults", around gods that are either obviously malevolent or even seemingly harmless.  These cults could be quite dangerous, as their members would seem like ordinary people.  Furthermore they could hold powerful positions in the government or business sectors.  Members, of course, are obligated to always help each other.

2.)  I see many illicit activities codified by the legal system.  Prostitution would require licensure, which comes in degrees.  The more expensive your license, the better neighborhoods you could work.  Licensure's supposed purpose is to control venereal diseases.  Child prostitution is still illegal.

Drugs would be similar, taxed heavily but permissible.  Making the drug smuggling trade akin to running cigarettes over state lines, tax evasion more than anything else.

Gambling is rampant, and controlled by unscrupulous characters as gambling always is.

All crimes may be taxable.  If someone commits a crime, they must pay a tax or face additional punishment or slavery.  It sound's odd, but makes fiscal sense.  Here in Colorado, there's a marijuana tax in the form of a stamp people buy to put on a bag of marijuana.  If your caught possessing marijuana (already illegal) without a stamp, you are fined extra for the lack.  (I know this from reading the paper, really).  Of course, all illegal income is taxable too.  I picture criminals in Zanth actually paying these taxes regularly.



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.

All organized crime (and some not-crime) is controlled by mob-like entities.  These organizations vie to control prostitution, racketeering, hijacking, high stakes robbery, assassination and so on.  I'm picturing many "families"   fighting for constant control of their territory.  Rarely are they united, and shifts in power bases are common.

4.) Finally, I see law enforcement split into small precincts that are run by entrepreneurs as businesses.   Local residents and merchants within a precinct pay a fee for such legal protection services. Similar to the way it used to be done in San Francisco.  These, of course, are open to all sorts of corruption and protection rackets, although some are perfectly honest.   A player inheriting a precinct that used to be corrupt would be a good hook.  Even if they try to run a crooked show, mob bosses telling them what to do would cause any party I know to fight back.

Just a few odd thoughts.  Good luck
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