Xambrian Discussions:  Part 13

On Fri, 6 Jun 1997, Monk wrote:

> On Thu, 5 Jun 1997, J. Dring wrote:

> 

[my stuff on Xambrians as perpetually reincarnated hunters trying to break the cycle deleted]

> 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.

I'm not sure it can be qualified like that.  I see it as neutral, neither good nor evil, just dedicated to a specific task:  revenge.  The further complication in my game is that the ancestor spirits themselves do NOT want the cycle broken, because they LIKE making their ancient foes suffer death again and again.  They think final death is too good for the

Reincarantors, so they oppose the Xambrians efforts to end it once and for all.

> 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).

Depends. It never game up in play, but I assumed that some kind of Will roll possibly would be required to see how much of his last life the Xambrian recalled.  Given their solitary life and mission, I figured the "weakest" Xambrian had to be at least 8th level or so, which was okay for us since I was running a high-end game anyway. 

> 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.

Au contraire.  Xambrians care a LOT about themselves.  Just because they know they will eventually come back does not make them suicide machines.  Dying hurts, and they don't always remember everything when they come back (especially anything they've learned about how to break the cycle since the ancestor spirits tend to delete those memories before sending the Xambrian back).  The Xambrian culture is the hunt.

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

Not true.  Xambrians are detectives, trying to solve an ancient, mystical puzzle (how to stop Reincarnators from coming back).  After all, when a Reincarnator is detected, it’s the ancestor spirits who move in, take charge, and kick ass.

> 

> 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.

> 

The Xambrians only think they are a race/descended from the originals.  All of the original Xambrians perished at the hands of the Reincarnators.  Their hatred, anger, and pain combined with the magical energies around them gave them the power to create their avengers.

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

They do because they think they do.  I used this as GM fiat to allow the Xambrian the occasional unexplained ability or resistance.  The spirits do not want the Xambrians to think they are not humans, so they cover it up as best they can.

> > 3.)  What happens if a Xambrian dies of old age?  Or do they age?
Nope.  Given their lifestyles, it’s not a problem, but there are rumors about Xambrians who have lived centuries (now THAT'S scary).

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

> 

No.  Reincarnators are born, live, and die as normal for the species they are born into. Now, since all are powerful mages, they tend to live prolonged lifetimes which are inevitably cut short by the nasty Xambrians.

I should add that my game was designed largely around the Xambrian character and his mission, which the other PCs went along with.  In a "normal" game, I don't see the Xambrians as working well as PCs given their focus.  They don't like groups, they work best alone, and EVERYTHING they do is devoted towards two goals (1) learn how to stop the Reincarnator cycle of rebirth and (2) find and kill Reincarnators.  Going off to save the kingdom from sub-men really does not fit into that, unless the GM does a lot of work to make every adventure have a Xambrian hook in it.

Andrew Ross
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