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---------------------------------------------------------------------

JHANGARANS

First, some basic notes about Jhangarans.  They are a primitive people who have developed a caste system with five distinct levels.  The hunters, the miners, the mercenaries, the shamans (new) and the outcasts.  Depending on which caste you are in, will determine which caste is highest.  The hunters and miners despise one another and will not even live in the same villages as one another.  The hunters consider the miners to be cowards and traitors to the old ways.  While the miners consider the hunters to be fools, to risk their lives fighting the Raknid and other swamp creatures for very little reward.  The miners and hunters come from distinct families.  The color of leg and arm wrappings define what caste that Jhangaran is from.

Green = Hunter


Red = Outcast

Gray = Miner

Yellow = Mercenary 



Indigo = Shaman

(Steve was this some sort of foreshadowing that the mercenaries are all yellow!?)

Jhangarans in general are everywhere in Tal.  The birth rate of the Jhangarans are such that the small inefficient villages cannot support the constantly growing numbers.  The population was kept under control before because of village raids and fights, while these continue they have subsided a great deal.  The children are named after the mother (hunters and miners).  The mating process of the Jhangarans is strange, the males are allowed to choose a different mate after the fifth born is accepted as a member of the tribe (around age 8).  Females can give birth to up to 5 children a year.  It is a social blight to sleep with sisters or first cousins.  But Jhangaran memories are short and close records are not kept.  It does happen.  There are certain members of the hunter caste that can have several mates at once (the Shalv).  This will be discussed in more detail.  This high birthrate also explains why the Jhangarans are some of the cheapest slaves in Tal.  The Imrians sell only sterilized Jhangarans, but keep a breeding colony of them on Imria.  The only common enemy of all castes are the outcastes.  For all purposes the outcastes are invisible to all other Jhangarans.  If a band of outcastes walks through a village a tribute will be left out that night for the outcastes.  The outcastes will generally only be around any one village for a couple of days before moving on.  Because one night a year all non-outcaste Jhangarans can attack and kill any outcaste.  The night is the first night of full moon of Jhang.  All non-outcastes paint themselves red and go out into the swamp to slaughter outcastes.  They believe Jhang's light protects them from the eyes of the Horag.  This is the only night hunters and miners can and will come together without even a brawl.

The hunters are a nomadic group, but generally have a village in their staked out territory.  The females, older Jhangarans, children and a small militia of the mercenaries stay in this village.  The hunters roam their territory in search of various creatures and caches of scintilla.  The older Jhangarans sell captured beasts, the skin of slain beasts, and scintilla to Kasmirans (or agents of Kasmirans) at the border of Jhangara.  The hunters have developed a certain group system for defeating Raknids and other nasty swamp creatures.  This will be covered in greater detail in a later post.

The miners generally return to their village every night.  They have an area of the swamp they dredge for a while and then will move their entire village.  But tapping out an area may take several generations.  This is not done lightly, and there is an explorer miner that is sent out to find the new location.  All new archetypes will be listed with the post about that caste.   The only time the miners leave for any length of time is to sell their wares to the more civilized races.  This done by the one member of each family having a representative go to the border with the villages wares.  This is a position of honor and usually held by the leading male in the family.  Each miner family also has their own personal set of mercenaries, and some of each family's mercenaries are sent on this loose caravan.  The village and the miners out in the swamp are protected by a small militia made up of alternating mercenaries contributed by each family in the village.  Generally led by the strongest mercenary to have been born in that village.

The mercenaries are hired by each group to protect the village and even run raids on the hunters or vice versa.  This is by far the largest caste in Jhangara.  The mercenaries on the other hand do not even have a family name and simply take on the name of the village as their surname.  If they move to a different village they simply take on a different surname.  The mercenaries wear different colored arm wrappings to represent the group they work for.  Green arm wrappings with Yellow leg wrappings is a mercenary working for the hunters.  If the mercenary takes a job outside of Jhangara they have a first name, a second (that of their original village) and the last name "Jhangal."  This simply tells other Jhangarans about their current situation.  This can be quite confusing to other Talislantans.  The mercenaries are the largest caste by far.  And if the village they are born into cannot support more mercenaries the child is trained and sent to fight in the various Tal armies that will have them.  These mercs that work outside of Jhangara are suppose to send home money and come home to mate, but it does not usually work out this way, and most of these mercs simply travel from fight to fight spending their money on liquor.  These mercs wear all yellow wrappings and this illustrates a freelancer.

Another part of the caste system are the outcasts.  These are Jhangarans that are members of the Horag's tribe, and this is why they are considered cursed.  The Horag represents to Jhangarans the total evil of the swamp, an ever changing hideous death.  The Horag's tribe includes outcasts, Water Raknid, Imrians and all the other vile creatures that spell unpleasant death to Jhangarans.  The outcasts become outcasts in several ways:  1) if another outcast touches a Jhangaran, 2) if a Jhangaran has dealings with an outcast, such as a miner selling goods to an outcast, 3)  if a Jhangaran survives the Septenarial Concordance in the swamp, because he/she could not have survived except the Horag excepted them into its tribe.  Their are three ways to become a non-outcast again:  1) to be slain on the night of the first night of the full moon of Jhang, 2) bring a dual Raknid egg on that night to the celebration (very hard to find and not get killed while walking in with the egg) and 3) bring the heart stone into any village at any time.  The heart stone as it is known is the egg of the queen water Raknid.  This has never been done.

-----------------------------------------------------------------------------

JHANGARAN SHAMAN

The Jhangaran shaman came about because as the mercenaries continued to go to Aaman, a few of the Jhangarans became curious about the priesthood.  And some were allowed to become basically choirboys, but could rise no further in the church.  But some listened secretly and learned.  They thought about it in there chambers. And quite a few have stayed.  The work is not as hard and the accommodations are better than for the regular mercenaries.  But some were not satisfied.  If they could die for the religion they could learn for what it is they and their brothers laid their lives down for.  These few went back to Jhangara, disillusioned.  In the swamps they lived and soon a vision came to the leader, Leetnam.  He saw the presence of the great swamp spirit, and as he had more visions, he learned that this swamp spirit was the nature god, Karzon.  And to his closest followers he grants powers to defeat the Jhangaran enemies.

Karzon chose the Jhangarans because they have reached that point in their spiritual evolution to be shaped by the correct person.  Also they are people of the swamp, Karzon's original territory.  These shamans are more akin to druids or witchdoctors.  They dance and sing and perform rituals for life, death, fertility, and various other spells.  The shaman have acquired many followers especially in the mercenary caste and the hunter caste.  Anyone, except an outcast can become a shaman but so far only the mercenaries have actually become shamans, even though the religion has followers from every caste, except the outcasts.  A Jhangaran becomes a shaman by surviving in the swamps for one full month.  And then it is a known fact Karzon has accepted the tested Jhangaran.  Karzon represents all that is alive and gives life in the swamp.  At least this is the way it appears to the Jhangarans.

The Aamanian Priests and Witch Hunters are rewarded handsomely for capturing or killing one of these shamans.  They have become a threat to the one of the largest or potentially largest group of loyal followers their religion was getting.  Now a number of the Jhangarans are following Karzon and his priests.

The archetype of the shaman is as follows:

Jhangaran Shaman Priest of Karzon:

INT: +0          PER: +1

WIL: +0        CHA: +0
STR: +1         DEX: +1

CON: +1        SPD: +0
Skills: Secondary Combat, Secondary Magic (Shamanism or Invocation), Wilderness Survival (swamp), Stalking, Hunter/Gatherer, and Herb Lore.
Generally only the best and the brightest have the wits and spirit to become this archetype.
-----------------------------------------------------------------------------

Drohem (11-03-2010): This article by Patrick Cunningham was posted to the archived Talislanta Central website.
