Xambrian Discussions:  Part 22

I'm loving the discussion on the Xambrians, who happen to be my favorite NPC characters in my games as well as one of my favorite player character types.  Here's my 2 cents on a few issues:

> As for the runesword and its name.  I don't like the idea of a simple bonus, that makes  > it a little ordinary.  I would prefer that it possibly had anti-magic capabilities.  Or that    > the Xambrian wielding it could "charge" it with counter-magics, this would be valuable > enough. 

In my game I give the Xambrians anti-magic abilities when on a "mission" to kill a Reincarnator, instead of giving those powers to a weapon.  I give them a natural magic resistance of 5% per level, a +3 to their will, +2 to perception, and a +3 that they can use once per day to any roll they want (Although they have to decide whether to add it or not BEFORE they make the roll)  I do this because if you consider their attributes from the guidebook, they aren't that powerful, and if they are going around assassinating all these incredibly powerful evil wizards, well, they need a little edge to let them live up to their reputation.  These powers are granted by the spirits of Omen, and only last until the Reincarnator is killed.

> As for the name, the value of the word "runesword" is that it is very visual.  But it        > already has other associations and Tal is always an original.  Thus, I think Soulblade    > would be good, or another one.  If the sword is coated with ideograms, then Runesword > may not be so appropriate.

I like the idea of a Soulblade.  As a matter of fact my two NPC Xambrians have similar items; one uses a spear, the other a dagger.  I never did explain where they got these items though.  The idea of Omen enchanting them only for their quest is perfect.  This whole idea is very similar to the morganti weapons from Steven Brust's Vlad Taltos series, which I'm sure all you Brust fans have realized.  Anyone know how Morganti weapons were created in that series?

I don't like the idea that Xambrians are created at Omen fully grown, but it does make a great myth that would justify the mystery surrounding their past.  I like to think that they do have a clan society similar to the Patryn in the Labyrinth, from the "Death Gate" series by Margaret Weiss & Tracy Hickman, when not wandering or on a quest, and that they long to rebuild their great cities and beautiful hanging gardens that were once the most exquisite of all Talislanta.  In my campaign, one of my players has devoted his character to rebuilding Xambria, and is well on his way. 

Makes for some great games, negotiating with the inhabitants of the Wilderlands, setting up trade, hiring an army to protect the city while under construction, etc.

Enough for now,

Wade Durant

--- 
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