Xambrian Discussions:  Part 1

I always thought it unfortunate that more hasn't been written about Xambrians and their culture. 

I'm looking for any ideas you guys might have about their social structure, family life, personal habits etc. 

Specifically I'm looking for stuff about the Xambrian's relationship to the Omen.  Benevolent early warning device against malevolent spirits returning to the mortal plane ... or collection of P.O.d and twisted spirits manipulating a dying race to extract revenge for crimes committed in antiquity?  Any thoughts? 

I've written down some ideas of my own, feel free to pick at them.

--XAMBRIANS--

A sense of profound sadness overlies everything about these noble people.  Their tragic history has left them hard and unforgiving, but also with a strong sense of honor and justice. 

They dislike relying on others, viewing charity as an insult and placing a high priority on individuality.  Large groups and crowds make them uneasy and they will go out of their way to avoid cities, only entering to trade for supplies or as part of a mission.  These traits have caused them to be labeled secretive and unpredictable by other peoples. 

--FAMILY--  

Xambrians tend to have children later in life, usually after many years spent roaming alone over the continent.  The parents rarely stay together and break apart soon after the child is born - their ingrained sense of solitude preventing the formation of any lasting bond.  The child is raised by a single parent, though the duties are often spread out over other adult members of the band.  There is no difference in the treatment of the sexes, women are expected to be just as self-reliant as the men. 

The children are taught few things directly. Instead they are encouraged to spend hours in private meditation (hence their Secondary Magic Field of Mysticism) or out in the Wilderlands working on their survival skills. 

As they approach adulthood, the young Xambrians start to spend more and more time away from their bands, until one day they simply pack up their belongings and begin their journeys across the continent.  There is no ceremony, they simply say their good-byes and depart.  The bands have learned to save the celebrations for those who return. 

--BANDS--

Made up of a number of family groups (2-10) and a few Xambrians who have made it into old age, these nomadic bands are found drifting over the Wilderlands, Desertlands and Plains of Golarin herding small bands of livestock. 

They rarely go near cities or other heavily inhabited areas, preferring to trade with Orgovians, Djaffir or native tribes.  Xambrian bred greymanes are famous for being superbly well trained and are a favorite amoung the Za and Danelek, allowing them to pass through the Banditlands and Barrens with little trouble.

Decisions are reached by general consensus.  If the band is divided on an issue, it will simply split in two, the livestock being divided fairly.  Hence bands commonly fade away and are replaced by new ones thought a small number have been around for hundreds of years.   

Justice is also reached by a band vote, the most common penalty being direct retribution to the offended party. In serious cases like murder or crimes involving violence the offender is put to death, as banishment isn't seen as much of a penalty. 

_____________________________________________________________

"The acceptance of corporatism causes us to deny and undermine the legitimacy of the individual as citizen in a democracy."    

                                          Matthew Webber

                http://www.geocities.com/Area51/Cavern/2295/ 

