Xambrian Discussions:  Part 8

Matthew Webber sez:

> On Gatherum:

> It is a cool image, but this still bothers me. Take for example the 

>
[snip]  

> 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.

There are reasons why this could work.  

A.)  Omen is not without power.  The spirits of Omen would want to protect their avengers.  Other entities, both spiritual and physical, would have to contend with the awesome power of spirit collective.

B.)  The Xambrians are a force to be contended with.  Period.

C.)  The Xambrians have magical training.  If there is such a thing as collective, ceremonial magic, then there could be formidable protections put up.

D.)  Only half the nation shows up, instead of all of it.  People alternate years going to Omen.  Thus, only half the race is at risk at any time.  Even in the worst case scenario doesn't knock them out.  This allows them more wandering time as well.

With these in consideration, any attempts on the Xambrian race fall into the category of interesting scenario and adventure material.

Matt on Elders:

> 

> 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 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? 

Arranged marriages are often the rule in cultures, even today.  For a race preoccupied with their continuance, I don't think they would have a problem with it.  It's the single most important element in the survival of their race.  Nothing to be trifled with.  Furthermore, given their rarity, random encounters would be few and far between, and then there's the good chance your potential mate is related to you.  Furthermore, the

mother would not have the support of a band during pregnancy.  The random method leaves the woman holding the bag, completely.

Also, people who lived in bands would be likely to mate, which produces the inbreeding problem.  As you have said, people aren't always that picky.  However, the Xambrians need to be.  If mating is a formal event, the problem is lessened.

As for the elders proscribing mating, by producing a large council pooling the knowledge of everyone's ancestry, they would be able to maximize genetic diversity.  That's the whole idea.  I'm presuming that this method didn't always exist, causing the inbreeding problem to begin with.  Even the random encounter method would eventually lead to inbreeding, because the Xambrians would be limited to their range.  

Matt On Love:

>  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.

This is a good take.  I like this.  Does give credence to the random encounter and allows for a romance storyline with a Xambrian.

Benjamin on Gatherum:

> Do the Xambrians really want Djaffir and Orgovians there?  They surely wouldn't need > them for protection. You'd need a regular army before you want to mess with hundreds > of Xambrians.

Good point.  The Orgovians and Djaffir would love the trade opportunity, but may not be able to stomach the proceedings.  And the Xambrians may not deal with them anyway.  Perhaps they would show up at the start then leave as things got underway.

Benjamin on Love:

> Yeah.  The Xambrians' low CHA is due to their, by most standards, dangerous and        > unpredictable behaviour.  That kind of guy usually have no problem getting girlfriends  > (at least if he looks good, and the Xambrians look awesome).  Girls of many races        > would probably feel attracted by the romantic notion of heroic avengers, but couldn't   > live with the lunatic in the long run.

This is not exactly what I had in mind, it's better.  I hadn't even considered that Xambrians are excellent parallels to rock stars.  Allows for more romantic drama.  I can see a Xambrian PC hounded by a Sawila but not interested.  He just want to kill his Reincarnator and get outta town.

Andrew on All This Junk:

> The Xambrian stuff has been interesting but I think some goes a bit far trying to make   > the Xambrians a "regular" people with a culture, structure, etc.  Recall, these are people > driven by the very vocal spirits of the dead to kill. That's it.

I don't really buy that.  If that was the complete case, then they wouldn't really last beyond one generation.  Of course, you  have the solution to that below.  

> One of the Tal books (forget which) mentioned the theory that Xambrians emerge from > Omen full-grown and ready to go whenever one dies, keeping their numbers constant. > That's how it worked in my game.  The spirits told the Xambrians everything they        > needed to know (mostly how to kill very efficiently), and I allowed for communing      > with the spirits as a chance to learn information.  A Xambrian could care less if he ever > saw another of his kind, he hunts, he kills, he hunts.  That's about it, and that's why      > they're so scary, because even the Reincarnators know that if they manage to kill the    > one hunting them, another will shortly be along in his place until they finally nail the   > sucker.

This is doable on it's own.  It sets up an eternal war scenario, which is cool.  I don't like the simplicity of it, and it makes Xambrians not into people, but beings made from magic or a magic process.  I sounds like a myth someone else would have about Xambrians.  I would prefer my players to play a character that is part of a nation and culture.  But these

Xambrians are really just machines.  This removes the tortured element which seems central to their character.  The sadness of their culture dying is their prime motivator.  

The Xambrian Avenger idea essentially turns the Xambrian from driven for revenge to harassed into revenge.  It may play a part, but the former is more classically tragic.  To it's merit, the spirits make a good player control, always a help to motivate adventures.

Also, the eternal war doesn't make for the best storytelling.  The Xambrians eventually need a way out.  Their story must end.

I do really like the idea of Xambrians consulting the spirits for information.  It's playable.

On a final note.  I like Goblin's story.  Lots of ellipses usually make me wince, but this always kept direction and how can you not like a short read?
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