Xambrian Discussions:  Part 36
Just a little note on the "runesword" name and status.  Does it have to be a sword.  Someone suggested a spear and dagger.  If any blade would do, then blade should be in the name.  Either "Soulblade" or "Spiritblade".  Soulblade sounds good to the ear.

I like the blade and not the person being possessed of magic powers, since this makes it (to use Champions terminology) an obvious, accessible focus.  The sword can be taken away and even used against the character.  This makes for more GM story control and allows a limit if the sword proves to be too powerful for any one adventure.

So, no one liked the secret society idea.  Oh well.

Now onto the Gatherum/Elder debate, all those tired of this, please hit 'N' or 'Next message' or whatever: 

On Sun, 8 Jun 1997, Matthew Webber wrote:

> 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. 

Although there may be odd mad spirits within Omen, this doesn't nullify its collective power.  Furthermore, even foreign spirits would be motivated to bring justice to the Quarans that killed them.  What could any minority of spirits do in the face of thousands or millions that compose Omen?  And if one did possess a Xambrian, they would certainly be prepared to deal with that.  This falls into the interesting scenario category.

> 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

Anything along this line is a War scenario.  Certainly the entire Xambrian race could handle three Araq.  It is well possible that we are seeing different numbers here.  I am assuming that the Xambrians are more than a thousand, since they are not qualified as "a few hundred" in the text like Kharakhans and Callidians.  If you think the Xambrians are fewer than this, when then no wonder you think this is a bad idea.

You could take this argument to other races for perspective.  Should the Cymrilians stop the Magical Fair because the Tanasians might attack?  Should the Clash of Champions not be held because one side might attack the other?  If they did, the outcome would be

uncertain and falls under politics.  Furthermore, the only people really motivated to attack them they are equipped to handle.  Would the Za raid the most vengeful race on the planet for a few equs when they can trade?  They might raid a band, but to disturb the Xambrians holy ceremony is another deal.

Also, Omen has the power of prophecy.  Thus, the Xambrians would already know ahead of time if there was going to be a problem.  How could anyone get around that?  Remember the Xambrians are uniquely qualified to deal with any magical monkey wrenching.    

(on separating force)

> 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.

For the very reasons of security you have already brought up.  The entire race plopping down all at once is pretty secure for force of numbers.  If Omen was the place of regular visitations by small bands, then these small bands become a regular food source for various critters.  Omen would be the equivalent of a watering hole and staked out for the chance of a meal.  I don't see how the Gatherum would be considered a prize or likely target.  Bandits tend to choose targets they are certain they can overcome with little difficulty.  The Gatherum is certainly not that.

> 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.  

You are forgetting such considerations as range and work load.  There would have to be a population of adults to care for the children and elderly in bands.  You are also presuming enough range that every Xambrian has access to any other Xambrian and is not limited by distance or geography.  Bands and individuals would fall into ranges they are familiar

with.  These ranges, overlapped, might spread over the continent.  But the available population to breed without the Gatherum becomes limited.  Wandering the breath of the continent is a little much to ask of anyone.  Low birth rate also means fewer people in the gene pool which means less genetic diversity which again means inbreeding.  More on healthy gene pools below.

> 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.

Everyone being related at some level is not bad, as long as there are enough individuals to prevent recessive genes becoming the norm.  You would be surprised to find out how closely related that guy in the urinal next to you is, no matter his race.  If the gene pool is so small that recessive genes are a problem no matter what, then it doesn't matter, although arranged breeding gives them more time.

The random model, considering range, increased likelihood of inbreeding, fertility timing and general defense means a viable generation becomes a miracle.  And then the impregnated female, a delicate condition even early (40% of pregnancies spontaneously abort, often without the woman knowing, it appears as a menstrual cycle), must wander for who knows how long to find a band.  This seems outright wrong.  

It could also be considered sexist.  The male walks but the female raises the baby.  I am presuming that adults spend some time in bands, and that men would share responsibility to raise children in their band.  Not their own children, but in the overall scheme they are pulling their parental weight.

The point of the Gatherum is to maximize genetic diversity amongst a population smart enough to do so.  They get 100% genetic efficiency this way.  They are a fractualized population unable to enjoy things like genetic drift and other methods of genetic exchange between smaller populations.  The Gatherum nips all the classic small, dispersed population problems in the bud.

In conclusion:

The Xambrians would follow the very basic rules of cultural adaptation and form social groups, maximize genetic diversity and have a hierarchical structure.  This means some mechanic to overcome their small and widespread population and someone who would make big decisions that others would follow for the good of all.  
The Xambrians form into bands for protection of the aged and the young.  These bands serve to educate the young of their culture.

The Gatherum is both for cultural exchange but mostly to make the most out of a limited gene pool. 

The Elders make these decisions and perhaps many others.  They are the best qualified to do so.

That's about it for now.

Monk
--- 
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