Xambrian Discussions:  Part 40
>> 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.

The odd mad spirit?  The whole mountain's looney (though this is a matter of opinion). 

>> 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.

I didn't mean a small force of Xambrians, I meant  that one lone Xambrians is as vulnerable to the dangers of the Wilderlands as a Cymrilian Warrior-Mage or Phantasian Guardian. Well ... sort of ... the Xambrians have a few things going for them 1) they _know_ the Wilderlands,  there not as likely as a Cymrilian to wander into a dangerous area.  2)  the aura of danger and unpredictability that cloaks them.  Other races avoid and fear them.   But this doesn't mean that a hungry Araq or greedy Za wouldn't take a crack at one if they thought they stood a good chance of winning.  

The matter  of numbers is interesting,  I  pictured about fifty thousand which is probably at the upper end of the scale, but this also goes along with my idea that Omen is a little flakey and out-of-touch.  A LOT less than fifty thousand escaped the fire-pits, but over the millenniums they've been slowly re-building, trying to forge a new place in the world. But Omen keeps them on this mission of vengeance that is actually holding back any cultural development and killing their children by the hundreds.  No wonder they tend to be out of sorts. 

Granted all this is my own campaign world, I'd like to hear how things work in others, especially those with fewer/more Xambrians.

>> 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.

Granted, a Za tribe wouldn't likely try to attack an entire nation - but the SMR might, especially if they thought they might fight against them, or a Reincarnator could gather up a small army and take a shot, or a Cabal of evil wizards, or a Shaitan,- Zahur  army of devils, or a Void demon could accidentally come through at Omen (it is an area of fairly 

thin reality), or  a freak storm,  or a plague, or a stampede of megalodonts, or a swarm of chigs, or an attack by a bunny with big pointy sharp teeth. 

My point is that besides being vengeful, there are also extremely paranoid.  Any or all of those reasons would keep them from gathering at one place .... Gathering at one place is what almost got them wiped out all those millennium ago.

>> 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.    

Prophecy is far from an exact science, especially if a few hundred thousand, insane spirits of a dozen different races are only looking for what they wants to see.   

>> 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.

Teacup answered:

Do you eat in the heart of  "Bad Magic" territory?

I don't think that any sane wild animals would go within miles of Omen, but there would be the occasional malavrax sure.  Small time bandits wouldn't either, there is to much superstition wrapped up around Omen and Xambrians to convince a bunch of illiterate, not-to bright bandits to ride up to a mountain of skulls (with weird voices on the winds and in their minds) and go looking for a small group of chaotic, well trained wizard-killers who may or may not be around at the time.  The treats are all LARGE scale, war-scenario type stuff that the Xambrians would be worried about.  And if the occasional band of twenty gets wiped out by whatever, it’s not nearly as damaging as if half the entire population went.

>> 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.

Older Xambrians  those entering into old-age, a few adults, and the older children would raise the young  (were not talking about hundreds of children, at most ten between the ages of two and thirteen in a large band at one time)

The bands would follow familiar 'safe' paths through the continent, but most would stay within the Wilderlands, maybe venturing north and west slightly.  They would  know many secret safe paths that would avoid cities, areas of major population and known dangers.  And most people, caravans and natives would leave them alone, Xambrians are FEARED and distrusted, throughout the continent.    

But the band's ever changing membership might mean that one year they use one  path to go south, the next they head west into Sindar, the year after into Golarin.  Fairly  random to avoid being pegged down or tracked.  

>> 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 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.

This all depends on you're estimates of the number of Xambrians, I tend to favor the high end (no particular reason) so this is not so much of a problem.  Yes certainly in smaller pop. scenarios genetic distribution would be a major obstacle.  I'm not certain how that would be handled, I'll have to see if I can find any examples of  'human historically' cases.  

>> 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.  

Only individuals wander the continent (few Wizard hunting jobs are going to be in the Wilderlands - they'd be more common in L'Haan, Cymril, Zandir, Farad, and other such places)

It’s the bands that would  concentrated within the Wilderlands, it has the space and  the freedom they need, and most importantly it’s close to Omen.  Despite being loners at heart, they often wander from band to band, spending a few days with every one they encounter; exchanging news and goods,  meeting other Xambrians... this would be a prime meeting place for  couples to meet.  And after they spend a year alone together 

out in the wilds until she winds up pregnant.  She follows a known path, then she would likely come across a band sooner or later.  The father would accompany the woman at least until she found a band to stay with.   

And I'm sure that in an emergency most 'civilized' races would take in a pregnant women in distress, no matter what her race.  The Maruk would do it because they'd think it was bad luck not to (especially with a upset pappy standing over them), the Danuvians would be sympathetic to any woman warrior, the Hadjin would do it if you paid them enough and the Dracartans would do it because it would be the right thing to do. 

>> 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.

In my scenario the women, especially young ones walk too, leaving the baby to be raised by the band as soon as it’s weaned.  (who said life wasn't sexist anyway?)

The children are taught to be self reliant and non-dependent and not having prominent parental figures would go a long way in developing this.  

In conclusion:

>> The Xambrians would follow the very basic rules of cultural adaptation and form social groups, maximize genetic diversity and have a hierarchal 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.  

How is this rectified against their anti-social cultural make up?  Xambrians, unlike humans, are not true social animals and so the basic rules go out the window.  They do have genetic and basic survival factors pulling them together, but an entire history,  upbringing, and life-time of being alone pulling them apart.  Think tigers, not lions.

>> The Xambrians form into bands for protection of the aged and the young.  These bands serve to educate the young of their culture.

I've always thought this

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

But goes against their anti-social  and paranoid tendencies.

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

This I really have problems with, the only authority I can see a Xambrians following is that of Omen.  They give out their trust VERY rarely and I don't think they would respond well to having Xambrians they don't know telling them what to do.  Elders guide and teach certainly.  Lead?  Never.
_____________________________________________________________

"The acceptance of corporatism causes us to deny and undermine the legitimacy of the individual as citizen in a democracy."    

                                          Matthew Webber
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