Xambrian Discussions:  Part 9

On Thu, 5 Jun 1997, Monk wrote:

[my take on Xambrians as driven killing machines deleted]

> 

> 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.  

I disagree.  Their culture IS dead, not dying.  They were wiped out and are now spirit-driven by the angry dead to seek eternal revenge.  The tragedy is that the Xambrians (when they are not on full spirit override) are completely aware of this, and that's why they are such gloomy bastards.  They KNOW that they keep living and dying and living, and will keep on doing it until they somehow break the cycle of Incarnator rebirth.  That is the hook that drives the Xambrians in my game.  They hunt the bastiches down, but in their "down time" they delve into the mystic arts and whatever else they can find to try to find a method of keeping the Incarnator's dead once and for all, because once the Incarnator's stop coming back, the Xambrians can finally rest.

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

They do have an out, find a way to stop Incarnator reincarnation.  Not easy, they haven't managed it yet, but that does not mean it isn't possible.  Any hint of a clue as to this is enough spur any Xambrian into action like you would not believe. 

I also think there is more than enough "tragedy" if you want to emphasize that.  Actually, I think my take provides more.  As a race/culture, the Xambrians are just another race, with their "hook" being that they seek revenge (just as the Zandiran hook is that they are nuts, etc.)  In my game, there are only a few Xambrians (can't find my notes, but I think it was just over 100).  When one dies, he is reborn (NOT reincarnated, reborn) at Omen after a certain period of time and sets off again.  Most recall their prior lifetimes which makes them even more moody.  Grim bastiches who know that they can't even die (for good) until the job is done, and they've been doing the job for centuries with no end in sight.  BUT, they can't just lapse into apathy because the spirits of their ancestors give them a serious kick in the ass anytime they slow down or slack off.

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

Very much so, as long as you remember that the spirit's entire world view is killing Incarnators, so any information wanted has to be related to that purpose.
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