Xambrian Discussions:  Part 19

Monk  on Gatherum

>>A.)  Omen is not without power.  The spirits of Omen would want to protect their avengers.  Other entities, both spiritual and physical, would have to contend with the awesome power of spirit collective.

Yes but the Omen doesn't contain only Xambrian skulls/spirits.  There could easily be dozens of spirits trapped inside that want to get out.  Perhaps gone mad trapped forever with these vengeful spirits whose passions keep all within trapped in the Material plane. 

Over time these spirits may attempt to plot on their own, perhaps making a pact with other extra-dimensional forces in an effort to crush or drive out the spirits from Omen. Thereby allowing them to become free and drift away to their proper resting place.  Or maybe they process a lone Xambrian and twist his already fragile psyche  transforming him into destroyer of his own kind.  (could you image the damage done if an Xambrian where to visit Omen, commune with what he thinks is his ancestors only to be told that everything he has been taught is wrong.) 

>>B.)  The Xambrians are a force to be contended with. Period.

What does this have to do with anything?  So is everybody else in the Wilderlands ... and there are usually more of them.  No matter how good they are, they are a small force, usually working alone (and  three mounted Araq are gonna spoil ANYONE's day.) and also they are specialized to fight Magic Users.  Their spells are normally counters and 

hence pretty useless when dealing with none mages (no good casting Anti-Magical Barrier if there's no barrier to begin with).  Which puts them at a disadvantage when fighting bandits, wild creatures, and anyone who has devoted their lives to fighting. (Primary Combat) - in my campaigns they shun all combat that isn't directly related to 

what they're doing.  This made sense as they are already small in number and wasting you're life in a tavern brawl would be utter wasteful

>>C.)  The Xambrians have magical training.  If there is such a thing as collective, ceremonial magic, then there could be formidable protections put up.

This might work.  But isn't ceremonial magic supposed to be physically draining, and people intensive.  Remember that you could potentially be dealing with some pretty heavy Extra-dimensional forces here and if you have half your force  putting up magical barriers to stop random Spiritual forces, what do they do in case of an attack by a pack of 

omnivrax or Za bandits? 

>>D.)  Only half the nation shows up, instead of all of it.  People alternate years going to Omen.  Thus, only half the race is at risk at any time.  Even in the worst case scenario doesn't knock them out.  This allows them more wandering time as well.

Why not knock these down even more, having small bands and individuals stopping by throughout the year, each proceeding through the ancient rituals and ceremonies. Small bands might not attract the notice of more the more powerful spirit forces that could overcome Omen - and superstitions keeping away bandits and raiders - who might be convinced to overcome their  fears for a larger prize.

Monk on Marriage

>>Arranged marriages are often the rule in cultures, even today.  For a race preoccupied with their continuance, I don't think they would have a problem with it.  It's the single most important element in the survival of their race.  Nothing to be trifled with.  Furthermore, given their rarity, random encounters would be few and far between, and then there's the good chance your potential mate is related to you. Furthermore, the mother would not have the support of a band during pregnancy.  The random method leaves the woman holding the bag, completely.

>>Also, people who lived in bands would be likely to mate, which produces the inbreeding problem.  As you have said, people aren't always that picky.  However, the Xambrians need to be.  If mating is a formal event, the problem is lessened.

The bands are extremely flexible and in a constant change of flux as young Xambrians grow up and leave, mother arrive to bear and raise their children, older Xambrians coming together in order to share the knowledge and tell their stories.  The groups are so ever changing that the same band might have a completely different set of Xambrians from year to year.  The bands are small, (5-30 members), extremely mobile and primarily comprised of Older (old and  venerable)  and younger Xambrians (children to early adult).  In other words, all those Xambrians who would have a hard time protecting themselves (crippled and handicapped as well - a lame Xambrian could still caste a spell). 

When a woman gets pregnant she would join up with a band just long enough to have and raise her child (the younger mothers might even leave the child to be raised by the elders once it was weaned).  Mating inside the bands is unlikely (old timers, kids and pregnant mother generally make poor sex partners) 

The random method explains the low birth rate. Going along with this, a low birth rate means that you're actually unlikely to meet and mate with a relative - if you haven't got any brothers or sisters and blood cousins would be rare, not to mention that they're spread out all over the continent - make the chances of meeting with a relative with whom you might mate with unlikely. 

>>As for the elders proscribing mating, by producing a large council pooling the knowledge of everyone's ancestry, they would be able to maximize genetic diversity.  That's the whole idea.  I'm presuming that this method didn't always exist, causing the inbreeding problem to begin with.  Even the random encounter method would eventually lead to inbreeding, because the Xambrians would be limited to their range.  

Such wide spread genetic mixing would eventually, within such a small population, produce a society in which everyone would become related, in some way,  to everyone else.  Random encounters are exactly  that  ...  hit or miss opportunities that allow for proper genetic distribution.  Sure there might be the occasional  (how to put this delicately) misfire, but so what? It's not like it has never happen before.

Andrew & Monk on All This Junk:

>>t;  The Xambrian stuff has been interesting but I think some goes a bit far trying to make the Xambrians a "regular" people with a culture, structure, etc. Recall, these are people driven by the very vocal spirits  of the dead to kill. That's it.

>>I don't really buy that.  If that was the complete case, then they wouldn't really last beyond one generation.  Of course, you  have the solution to that below.  

Also leads to a pretty flat character and game play. They would quickly turn into mindless, spirit killing automations with only one goal.  I love it as a generally held myth about their race thought. 

>> One of the Tal books (forget which) mentioned the theory that Xambrians emerge from Omen full-grown and ready to go whenever one dies, keeping their numbers constant. 

I can't find this reference in either the WORLDBOOK, GUIDEBOOK, or CYC III.  Could someone see if it's in the CHRONICLES or SMR?

Andreas 

>>An example how I picture the meeting of two Xambrians.  When Xambrians met they raise their hands, touch each others hand and silently nod.<snip> 

This makes a great visual, but I think they might talk, if only to share a small piece of advise or news.  "Don't travel through the Serpent Pass. Bandits have made an ambush near the north exit."

J.Dring on Omen

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

How can something be dedicated to revenge and remain neutral?  Revenge motivated by what?  Justice - vengeance - insanity?  It cannot stand alone.  Something is keeping those spirits on this plane, and whether good or evil it has enthralled the race of its ancestors to accomplish its goals.  What you've outlined here is an scenario for an EVIL Omen.  If  its likes seeing it's foes suffer, over and over then it has become blinded by vengeance

>>[Immediate Reincarnation] 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. 

But not for those of us who like low level campaigns. -  this creates the kind of 'super-character' that in  -- my opinion - completely ruins game play. 

It removes any shred of humanity from  the character, capable of killing anyone who stands between them and their mission and without any way to properly re-act with the outside world (no social skills what-so-ever).  I think that in the long run, Xambrians of this type would eventually become unwelcome and forcibly driven out of  in every civilized section of Talislanta.  

>>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, its the ancestor spirits who move in, take charge, and kick ass.

You are given to much power to Omen.  If they were indeed this powerful, they would have quickly wiped out all the Reincarnators (which btw you've made the Xambrians).  I see Omen as fairly impotent, the only way it can re-act to the outside world is through its pawns. 

_____________________________________________________________

"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/ 
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