Xambrian Discussions:  Part 4

On Raising Livestock:

>I think this is fine.  Vengeance cannot be all that profitable.  They have to make a living >in some way.  Raising well trained equs seems perfect.  I like the idea a lot and gives >them something to trade with the Orgovians and Djaffir that is valuable.

Which makes travelling through the Wilderlands that much safer.  While the Xambrians probably fear little, they are probably immensely protective of their children. and if the bands are made up primarily of the young and old members they would be prime targets for Za, Danalek, Orgovian and even Djaffir raiders.  Giving them something to trade makes them welcome into the territories.  I can't image the excuse 'we were just passing through' would work that well with the Za. 

On Gatherum:

>I considered the security risk of it, but thought that a gathering to serve as a cultural >baseline was needed to maintain cultural identity.  Also, the image of hundreds, even >thousands of Xambrians moaning at the foot of Omen is pretty cool.  I perceive that >both Djaffir and Orgovians would be present, on the periphery.  This lessens the >security risk, as anyone targeting the Xambrians would be dealing with two larger races >as well.

It is a cool image, but this still bothers me.  Take for example the Tirshata and the SMR (which I don't have so if I get some of the details wrong let me know)- I don't know what part the Xambrians played in all of this, but I'm sure the Za at least approached the Xambrians with an offer to join.  But if the Xambrians turned them down (which seems 

likely), then with the Za attitude of if you're not with us- you're against us, puts this the Xambrians in grave danger, especially if they know of the Gatherum. 

Also, what about vengeful spirits? I'm sure that during the course of their adventures the Xambrians would have managed to stick their black booted feet into the business of pretty much every single major extra-dimensional entity out their.  Having the Shaitan -who's son you've killed - knowing where to find you could be hazardous to your spiritual health.

On Mating Ritual:

>I think that Xambrians probably have a high infant mortality rate.  A combination of >nomadic lifestyle and high expectations for learning combat.  Xambrians, as a rule, kick >ass.  This means they have some sort of rigorous training, which would increase infant >mortality.  Remember that children living for a change is a product of the industrial >revolution.  

 I agree with the infant mortality rate (I'm not going to debate the consequences of the industrial revolution, but low infant mortality was never a direct result) but having extremely fit adults isn't going to produce that, in fact it would stimulate healthier children and easier childbirth - fit people have an easier time conserving and having children as their bodies are healthier and can take the strains easier. 

A more likely cause could be their constant exposure to strange magics, other dimensional beings, and dangerous, possibly toxic environments, exposing them to strange radiations causing lethal mutations in their reproductive cells. 

Also, if you decide not to use the Gatherum, and use random chance encounters in the wilderness, then you've got less children being born, adding to the tragic aspects of race.

On Death Duel:

>This is possible.  I am going under the presumption that Xambrians really don't value >their miserable lives that much.  This is what makes them so dangerous, they don't mind >dying.  However, I had not considered the spirit angle.  This idea could probably be >dropped.  I like the code of assistance idea.

They may not value their own lives, but they probably value the survival of their race, at least until their enemies are finally wiped out.  Which is difficult considered that no matter how often you kill them there's no guarantee that they won't be back in a few years.

On Elders:

>I think that elders wouldn't make all decisions, but would be major counsel.  I'm not >sure that loner = exclusive individuality, Xambrians give up everything for their culture.  >I feel the elders would be constants, since they are always with the bands, who would be >repositories of cultural knowledge.  

Interesting distinction.  I think you're right that Xambrians do suppress a great deal of their individuality in order to continue with their cultural mission.  Their loner tendencies are an outgrowth of the cultural value placed on self-reliance.  Ingrained so deeply that they become reluctant to spend much time with members of their own race.

While I'm sure that elders' advise is listened to (any Xambrian that makes it to old age has gotta know what he's doing), but what I don't think they would except is others telling them who and when to mate with.  This seems almost an Aamanian thing to do.  

As for the Mating Ritual, the elders would the …
>best, consistent, stable person to know the genetic history of individuals and bands.  >Thus, the best qualified to make that decision.  All this relies on the presumption of >inbreeding, which I think would preclude random pairings.  Any hint of incest would be >extended to any near relative, even distant cousins.  I think that arranged matings would >definitely be the order of things.   

As you said, Xambrians all have extensive knowledge of their ancestors.  I included a step in their highly formalized mating ritual in which both parties state their ancestral history, which would allow them to make sure that they weren't closely related.  But remember that earth history, most cultures aren't that picky about mating with close cousins. 

You also brought up the fact that Xambrians look the way they do because they did suffer from interbreeding.  How did they wind up like that if they're so careful about it? 

On Love:

>Deep down, I think the Xambrians are passionate.  But not cerebral, not sensual.  The >concept of romance would have nothing to do with procreation.  More of a "Courtly >Love" idea that love could exist between two souls, not bodies.  Xambrians might fall in >love with almost any race.  

I think that deep down, Xambrians are a very emotional, passionate people.  It is the constant suppression of these emotions that lead to the bouts of madness and extreme emotional outbursts that plague these people (and gives them such a low CHA rating). While this could very easily lead to the development of an unrequited 'courtly love' it could also erupt into passion, a passion that would quickly die as their emotional checks and loner tendencies reassert themselves.

>Torquar question:

>An SMS question.  I read somewhere on a web page the plan to change the name of >Quaran (which could offensively be taken as 'Koran') to making the name of the >Necromancer class 'Torquar', which the Rajans copy in the modern day.

That makes sense.  The Rajans are probably emulators of anything Quaran - which would not endear them to the Xambrians in any way - and may mistranslate the meaning of some words.  All this  begs yet another question.  How would the Xambrians be involved in the Dracartan-Rajan war? 
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