Xambrian Discussions:  Part 12

On Thu, 5 Jun 1997, Andrew Ross wrote:

> I disagree.  Their culture IS dead, not dying.  They were wiped out and are now spirit- > driven by the angry dead to seek eternal revenge.  The tragedy is that the Xambrians    > (when they are not on full spirit override) are completely aware of this, and that's why > they are such gloomy bastards.  They KNOW that they keep living and dying and        > living, and will keep on doing it until they somehow break the cycle of Incarnator        > rebirth.  That is the hook that drives the Xambrians in my game.  They hunt the            > bastiches down, but in their "down time" they delve into the mystic arts and whatever   > else they can find to try to find a method of keeping the Incarnator's dead once and for > all, because once the Incarnator's stop coming back, the Xambrians can finally rest.

Oh, well, that's cool.  This works.  The Xambrians have an out to their prime motivator.  I am going to be presumptuous and lump this view with John Harper and Goblin's story.  Unfortunately, there is no way to marry the two ideas, bands vs. eternal avengers, but either is viable on its own.  

The difference between the two goes back to the question that started this all.  Is Omen benevolent or malevolent?  In the bands example, it's probably benevolent.  In the eternal avenger version, they are horridly malevolent.  The distinction could also be are the Xambrians cooperating or being coerced into vengeance.  Another distinction is dying culture versus dead culture.

Here are some advantages of your Eternal Avenger model:

1.)  Very mythical.  Always a good thing and makes for good, straight forward story telling.

2.)  Allows a good and interesting player control that the player cannot really resent, since they know what it is going into the deal.

3.)  Player death has safety net.  He will be reborn.

4.)  An odd one.  Looking at Rahastrans, notable similarities come up.  Both races are obsessed wanderers.  Any cultural strategies will be very similar between the two.  By removing this element from the Xambrians differentiates the two nicely.
Here are some potential Problems and definite Questions. (Mind your P's & Q's)

Problems:

1.)  Does the player retain experience when reborn in Omen?  If so, this means there really are no low-level Xambrians.  Good for background (all Xambrians kick ass), bad for role-playing (all Xambrians kick ass).

2.)  Total dehumanization of Xambrians as characters.  Xambrians have no concern for others or for themselves, causing potential party problems.  But some people really thrive on this sort of thing.  Xambrians have no defining culture.

3.)  Also denies any other character based storyline other than revenge.  Albeit revenge is a goodie.  

Questions:

1.) How did all this come about?  When did Xambrians stop being regular folks that are born, breed and die and become magical constructs born in Omen?  This needs a detailed, story-like answer.

2.)  Just how magical are Xambrians?  Are they otherwise just regular folks? Do they eat, sleep, etc.

3.)  What happens if a Xambrian dies of old age?  Or do they age?

4.)  Do the Reincarnators have a similar or dissimilar process?  Why?

It's a usable idea, which warrants a less fractualized write-up then we've provided here.  Please, give us more.  Personally, I still like the bands, but all opinions are valid and useful.  And the Golden Rule of Talislanta has always been, "Whatever goes in your campaign, goes". 
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