Xambrian Discussions:  Part 47
> It's easy to break the rules to be creative, it's harder but more satisfying to see what you > can do with them.  As it stands, the are more bizarre societies than the Xambrians        > existing.  We're talking basics, here. It's not a limitation, but a consideration.                  > Something you have to account for, not dismiss.

As I said, -some- of the rules can go out the window.  But hey, if I could think of a reasonable way to dismiss them all, then I'd do that too.  As for more bizarre societies existing, you're probably right, but how many of them are being manipulated by a mountain of vindictive and insane spirits?  Or how many have solitary individuals as the norm?  Sounds like a few unique points right there that aren't covered by your basic Anthropology text to me. 

It's easy to break the rules!?  Since when?  How many authors/movies/TV shows have you seen were the aliens/races are so completely alien that they follow _none_ of these 'cultural rules?'

>> From this and other posts I think you are misunderstanding culture.

> Culture is not about loud opera, overpriced art and bad poetry.  Those are merely parts > of culture.  Culture addresses basic needs and survival.

> It's how groups manage to survive.  The Xambrians have basic needs, like anyone else. > They have need of weaponry, clothing, food, shelter and reproduction.  In order to meet > these needs, they have to participate in culture.  Even if they get them somewhere else, > it's still culture.  If this had stopped, the Xambrians would now be no more.  Culture is > always evolving, you can't just turn it off.  

I can't, you can't and no other human could either ... but maybe Omen could.  Again I'm arguing this is a unique situation, Omen doesn't want them evolving, they will (at least in my campaign) eventually, the artist soul is too strong, but Omen is going to fight it every step of the way. 

I'll stand corrected here.  Xambrians do have a culture.  But I'm going to summarize why I think it's so twisted at the end of this post. 

>> Paranoia was your word.  So I'm not sure what you're arguing anymore.

Don't get me wrong, I still think they're paranoid, 

>> I'm going to try and put a different tack on this and approach it from an individual    >> perspective.  It's easy to lump people into extreme categories and never let them out.  >> But this is a trap.  All it creates is a reliable cartoon.  People are more three-             >> dimensional than that.  Yes, the Xambrians spend most of their miserable lives in     >> solitude.  For balance, it makes perfect sense that they would gather together in a      >> "purely social event".  This makes them more interesting and answers a lot of           >> questions about their culture.  This sort of dichotomy is ever present in people, as      >> individuals and nations. 

-- You could argue that an individual exists only in reference to his allegiances, but that is a whole other thread, and not one suitable for this list.  A nation of individuals has not and never will exist.  The term could even be taken as an Oxymoron

> I personally challenge you to find a case study of "overwhelming cultural overload".     > MTV doesn't count.

Just one? It is such a common occurrence that there is even a term for it; Culture Shock. 

People re-act badly to sudden shifts in their environment.  No matter how trained the anthropologist, they will suffer some sort of 'culture shock' when immersed into a new culture.  Now take an emotionally twisted individual who spends about seventy-five percent of his time alone, has never been surrounded by more than fifty people before in his life and throw him into a situation where they are surrounded by thousands with some old guy they don't know telling them what to do?  I don't think they're going to re-act well.

This is also a reason why other people dislike Xambrians - They (Xambrians) only venture into cities when they have to.  They are already paranoid and then tack on easily freaked out by the crowds and rules. 

>> People love to argue "Xambrians (or Thralls, Arduans, whatever) aren't people".  But >> that's not the point.  They ARE characters, and all characters should be three-           >> dimensional. 

I think the fact that we're having this discussion, or the older discussions on Thralls and Parthenians proves that there is plenty of room for complexity in the races. 
And I don't see the connection between 'not people' and flat characters.  I've played many an interesting alien in my day, often from nothing more than a few lines in a manual.  A flat character is the fault of the player, not how the race was set up.   

I have not once said that Xambrians are one sided, in fact I can recall a number of instances where I tried to draw them as a complex people.  They are a race of artists twisted by a malevolent entity into single minded killers.  Plenty of room for contradiction and complexity. 

> Nobility and murder are not exclusive.  From Samurai, Medieval Knights, and Native   > Americans one can be noble and still slaughter innocents. 

>
>In searching my material, I never found a noble reference either, although I thought I    > had (King Dingbat strikes again).  I didn't find a paranoid reference either.  

Oh a romantic! =)  You're confusing Noble with Nobility.  The two are rarely compatible.  I for one have never thought slaughtering innocents a noble thing to do.  

And you think other people don't like having them around because of their poor after dinner conversation?  They have been taught to think of everyone of being a Reincarnator or a Reincarnator’s agent, not to do so means getting a knife in the ribs.  Sounds paranoid to me. 

>> We simply disagree on the danger level involved here. 

The level of actual danger is unimportant, its the level of possible danger.  Something I don't think the Xambrians are going to take lightly.  There's a remote chance for another genocide, for them, that is enough. 

>> Let me use a modern example derived from the inspiration material.  Israel was        >> formed in the wake of the holocaust.  It is quite vulnerable for many of the reasons   >> you listed.  The Hebrews could easily visit Jerusalem in small bands (it has been open >> to "People of the Book" throughout most of history).  But the Jews claim what they >> feel is theirs, despite the consequences, and defend it through vigilance.

The Hebrews' strength has always come from their togetherness.  A trait that seems lacking in the Xambrians.  There is another key difference in your analogy, the Xambrians aren't fighting for land.  

To use this argument, and if there is not a large threat - why don't the Xambrians just band together all the time?  Why do they spend so much of their life alone?  (Again, see the bottom note before answering)

>> And we aren't even talking about something as life changing as marriage.  We are    >> talking arranged one-night stands.  We might think that's terrible (well, not all of us), >> but it's not that big of a stretch.

We've covered this, we both agree that Xambrians are far from the marrying kind. 

> This is semantics.  Furthermore, you are arguing that they don't have a complex culture, > yet that they have specializations like researcher or antiquarian.
Semantics was my point, Elders is the wrong connotation.

As for the second bit you clipped the bit that explained why I agreed with this ... not all Xambrians are going to be born strong enough to lift a sword, or smart enough to cast a spell.  Some are going to go about their 'mission' in different ways as befitting their individual strengths.  This archetype (which I think should be used very rarely) allows for those on the far ends of the curve.  You could even draw up an archetype for a Xambrian Warrior who relies on combat.  Still think I'm drawing the Xambrians in one dimensional terms?

> The idea that old people spend all their time sitting around just being old is a modern   > one.  Old people are capable and have a place in a culture and society.  My original      > logic was that the old we able to devote full time to research and study because they     > can no longer carry on missions.
> This would not be the only thing they do, making them a better balanced and versatile   > archetype than "Researcher".

For an Xambrian to live to old age there are going to have to be very, VERY good at what they do.  Physically feeble or not, they are going to be really high level mages by then, not a great starting point for a new archetype.  I thought the archetype was for new, young characters.

Nor did I say the Elders just sat around, they teach and protect the young, herd and care for animals, you could even throw something in there about creating those silver gloves or (if you decide to use them) the Soulblades. 

Matthew--

>> As long as they are removed from a  position of authority I have no problem with this

Ohoh, I just contradicted myself.. Teachers are a authoritative position ... okay instead of authority, lets try leadership.

***

AND NOW THE MOMENT YOU'VE ALL BEEN WAITING FOR!!  My Interpretation of  Omen and its relationship to the Xambrians.

***

Through all of this, a question has been nagging in the back of my mind; why didn't the Xambrians form a cohesive solid culture? 

To use the Jewish example, they where never stronger as a culture than the years following the holocaust.  They used it as leverage to displace an entire people and establish a homeland on a claim that was over 2000 yrs old.  AND they managed to conquer a good chunk of the surrounding real-estate as well.  Now why didn't they Xambrians come together, it would be the sensible thing to do, think about it;

-  It would allow the population to grow at a faster rate.

-  It would give them a home city and a viable culture.

-  If, as has been suggested, that Reincarnators are surrounded by an army of evil spirits, wouldn't it make sense to send in an army after them? 

-  They are not spread out in an attempt to find Reincarnators - Omen tells them where to look (paraphrased from the Guidebook- "here Omen will instill the knowledge of how to locate the enemy"). 

-  Nor can the whole race (a few thousand at least) be looking for Reincarnators, there is just not that many of them out there.  They take jobs a bounty hunters because of this.  

-  Now if they were to band together as an army, and if Omen can locate the enemy, just march the army up to his doorstep.  Much quicker and much more efficient.

I couldn't think of one good reason why they a race of artists with strong cultural roots would suddenly flip-flop into a race of unstable killers.  Why did they degenerate so completely?  Usually survivors of genocide form tighter cultural bonds.  Why didn't the Xambrians.  Until I came up with: 

-OMEN doesn't want them too.-

Xambrians are artists and mystics in spirit, left to their own devices, they would likely settle some forgotten plot of land and try to rebuild their culture/city.  A small army of Wizard-Hunters to protect the city and hunt down any Reincarnators.  But then they wouldn't need Omen anymore. 

Omen knows this, and doesn't want it to happen.  Blinded by hatred, sorrow and the horrors of the past, it keeps its children under its thumb to wage its war on an ancient and vanishing enemy*.  So it keeps them apart, sending them on suicidal missions and squashing all resurgence of the artistic spirit.

This hatred and overwhelming desire for vengeance has imprinted onto the already sensitive Xambrians, it sits on their souls like oil on the ocean.  For an artistic and gentile people to have these feelings, no wonder they've gone a little 'chaotic and unpredictable'.   

* All this begs the question; just how many Reincarnators are there?  A few thousand or so to start, and through the millenniums whittled down to maybe a few hundred?  Its not as if they’d be that hard to find, just look for the six-year old child who has started conquering the neighbourhood.

Omen, as unstable as it is, is having a hard time coming to terms with this, once you've hated for so long its hard to give it up... so its started imagining enemies to fill the gaps... any Disembodied spirit or Incarnator or Spiritform is a possible target.  With Xambrians being sent out to destroy innocent and (sometimes)peaceful spirits.  

Comments, criticisms, flames? 
_____________________________________________________________

"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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