RAHASTRANS

By the Monk

Rahastrans are seen in almost every corner of the continent.  They seem to penetrate anywhere there are people congregated, gambling and telling fortunes for money.  Most do not know anything about these mysterious wanderers, who always seems harmless enough.  The Rahastrans constantly live on the fringe of other societies, plying their trade with their precious Zodar cards.

RAHASTRANS IN HISTORY

Not much is really known about Rahastrans in the past.  They claim they once had a great civilization that was taken away from them, perhaps during the Great Disaster.  The Rahastran civilization, by their account, was peaceful and prosperous.  They tell of many great feats of architecture and art.  Indeed, in the Wilderlands, there are some scattered, three sided pyramid tombs the Rahastrans claim as their own.  The markings on these tombs include some images that seem like Zodar images, so this claim may be true.  However, the bodies inside the tombs are of a rather short people, unlike the tall Rahastrans.

RAHASTRAN PROFESSIONS

Rahastrans don’t just gamble and tell fortunes for a living.  These wanderers, with their experience in many cultures and languages are sometimes hired as diplomats and mediators.  People like the capable and calm Rahastrans who are neutral to almost everyone.  The Rahastrans learn diplomacy as children, and are told that these skills were important to their past history.  It was how they maintained their past peaceful civilization.   Curiously, most major treaties have a small clause allowing Rahastrans free passage.  Even in Quan, the Rahastrans don’t have to pay the fee for traveling papers.

Rahastrans also work as couriers.  In their constant wanderings they are amenable to going anywhere for money.  They commonly carry messages and letters for the affluent, wealthy and powerful.  Their discreteness in such matters is famous, and they have a reputation for being trustworthy in this regard.

In cities (see below), Rahastrans have a cottage industry making Zodar decks for others to play with.  These come in all types of quality, from bland ones to customized ones.  They have also been known to paint Quatrillion decks and hanged artwork.  Typically, city based Rahastrans develop a clientele of customers they give readings to.

RAHASTRANS IN CITIES

In every major city on the continent, with the probable exception of Irdan, has a small Rahastran ghetto.  Sometimes this is nothing more than a single building.  Here are the settled members of the race, the elderly and the young plus any visiting adults.  Note that visits may easily last a decade.  Note that gardens are often kept on roofs, window boxes and lots to help with food expenses and raising plants to use in paints for Zodar cards.

It is here that children are reared.  A Zodar deck made of wooden pieces is a traditional newborn gift.  They spend their childhood learning the myths and stories behind the figures and images of the Zodar, purely an oral tradition that is never written down.  Magic is also taught at this time.  Many games are played around the Zodar theme as well.  Not all involve the cards directly, such as Phandir, where a green marble is hidden on a person or in a room and the other must guess were it is by asking a limited amount of questions, or Find the Wanderer, a game of tag in reverse.

At adolescence, the children are taught how to draw and paint their own cards.  They make many practice decks before the coming of age ritual.  The ritual consists of the child being secluded with water, blank cards and paint but no food.  They are expected to paint their deck during this time.  This deck will be used throughout their lives as their personal deck, although individual cards may be replaced from time to time due to wear.  An elder's deck may not have any original cards left in it.  There are no standard images, the individual Rahastran is expected to make her own as she sees fit.

At full adulthood, the child is expected to leave the ghetto and walk the earth for at least 10 to 20 years.  The Rahastrans believe this journey is necessary to complete yourself as a person.  The experiences of the journey are important to understanding oneself, the world at large, and ones place in it.  Of course, the Zodar deck will be there to guide one the whole way.  When traveling, Rahastrans will always refer to their city of birth in their name, such as I am Meandra of Cymril or Wokear of Zanth, at your service.

Rahastrans are welcome within the ghetto of any city they visit.  They are always given food, shelter and hospitality as long as they like.  Rahastrans love to hear all the news, and are often the best informed of international matters by virtue of their well-traveled company.

After some years wandering (men more years and women less), the Rahastrans will come to a city for the Rite of Age.  Women always return to the city of their birth, while men always go to a city other than the one of their birth.  Here, they will spend some time, months or even a year, just visiting.  Then, when they take the Rite, they are secluded for three days without food.  After this time, they will decide whether to settle or to keep wandering.  

Those that settle marry almost immediately and begin having many children, often four or more.  Rahastrans never have twins but paternal triplets are common.  The females stay fertile into quite late in life, and gray haired pregnant women are not an uncommon sight.  Note that the men always settle outside of their city of birth while women always settle within their city of birth.

As for those that wander, see below.

Elders form a council that make most decisions, mainly handling the ghettos meager finances and ensuring hospitality for visitors.  In times of crisis, the Zodar is consulted to name a leader for the duration of the emergency.  Oddly, everyone’s Zodar deck will agree on a candidate.

RAHASTRANS AT LARGE

Rahastrans wander the continent seemingly at random.  They are, in fact, guided by readings from their Zodar deck.  The deck is their constant companion, telling them where to go and giving advice on travel and survival.  

Abroad, the Rahastrans make a living giving readings, gambling, acting as couriers and sometimes arbitrators (see above).  They never end up making much money, just enough to get by as a rule.  The Rahastrans don t seem overly motivated by greed as they are by the possibility of new adventures and experiences.

If a Rahastran never settles, he will wander until extreme old age or death.  The Zodar deck will tell a Rahastran when his natural time has come, and they will go the nearest city with a ghetto in order to die.  For death rituals, see below.

RAHASTRANS AND RELIGION

For Rahastrans, their religion consists of the mythology and ritual centered around the Zodar deck.  For Rahastrans, these cards are sacred.  The reading of the cards and even gambling are religious rituals.  Wandering for years is very pivotal to the Rahastran religion.  They believe that a soul transformation occurs during the experience of wandering.  This is what they desire the most.  The Rite of Age allows people to choose whether to be content with their experiences, or to keep looking.

After death, Rahastrans are cremated to a fine ash.  This is traditionally mixed with paints used in the Rite of Passage to make someone’s personal deck.  The Rahastrans are not overly concerned about an afterlife, although their myths indicate they believe in spirits that can visit with the figures and the locales in the Zodar.  They believe that death is what makes life precious, since it is finite and every moment, even the worst ones, should be valued.

Drohem (11-03-2010): This article by John McCarty was posted to the archived Talislanta Central website.
