Dark Zandir:  Part 8
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Hello Matthew, it looks like we completely disagree again.

On the whole Zandir personal freedom/individual mindset:

I think the argument that Zandir are too individual to form groups is largely one of semantics.  It makes sense on paper, but not in reality.  People are individuals and members of groups all the time.  In fact, it's inescapable.  You really, really, have to try hard not to be a part of a group, like the Unabomber guy,(and he still had a family he expected loyalty from.)

Let's take your military example.  Although military training and lifestyle consists of rigid conformity, one could argue that it produces a more pronounced individuality.  Certainly ex-military on this list would agree that some of the most memorable and unique people they ever met where in the military.  Certainly somebody like General Patton, who believed he was a reincarnation of a Grecian warrior, would make a good Zandir.

Two literary examples close to the heart of Zandu would be Cyrano de Bergerac and the Three Musketeers.  Both are flamboyant, unique "swashbucklers" that were part of exceptionally rigid military organizations.  They love their country, operate as members of a group and are still dashing individuals.  

I don't see a problem with this. I don't think that group behavior on the part of Zandir makes them any "less fun" to play.  It does make them a little more 3-dimensional, which is what I like in a character. Someone can still be their own person and part of a military, government, guild or whatever.  In fact, it's inevitable.  Gamers love to say they are "loners".  So much it reminds of the scene of Monty Python's Life of Brian, where Brian tells a crowd "You are all individuals" and they repeat "We are all individuals".  Of course, a gamers favorite hobby in entirely social in nature.  Go figure.

Granted, and as you have said, Talislanta is fictional and can break the rules and make extremes.  But if there where a race of fierce individuals unable to form cohesive groups, Zandu would be a different place.  There would be no central government, no economy past immediate bartering, no family structures, etc.  Just because they have a lackadaisical government, little or no regulation and a general permissive attitude doesn't they can't form groups.  Hell, the previous sentence pretty much describes Texas for most of it's history.  

Finally, whether people like it or not, humans are inherently social creatures.  The list of universals between all cultures is quite extensive (if you wish, I could refer you to a couple of books).  The Zandir are Men, presumably human, and follow the same rules.  Even if they weren't human, they are the same stock as the Aamanians, who certainly are capable of group behavior.

As for the slave thing, it's obvious that you are making an unsupported argument and haven't checked the text.  Your basis was that the Zandir sense of personal freedom would preclude slavery.  This is not necessarily the case.  Even in countries with well codified freedoms (such as, oh say, America), slavery and denial of rights can happen in the long term.  In Zanth, freedom is likely only to apply to Zandir.  Any non-Zandir or perhaps non-Paradoxist can be enslaved, although civilized allies (such as the races of 7K) are probably given a miss.

Legalized slavery does not lead to a slave state, there are many examples to the contrary.  Such as Mexico under Spanish rule, where slaves where a higher social class than the common worker.

In the unstructured Zanth economy, as has been pointed out, there are probably lots of poor.  This means that there is a sufficient labor base to exploit without slavery.  A "wage slave", who is paid only enough to get by, is much cheaper than an actual slave.  Contrary to popular belief, slavery does not provide cheap labor, it provides abundant and dedicated labor.  Slaves in Zanth are likely to be specialized professions, such as courtesans, cooks, craftsmen and so on.  Not heavy labor, there are serfs aplenty for that.

Enough for now.  I've a few ideas on what I call Protodoxism, but that'll have to wait.

Deus tibi adsit,

Monk    (")
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