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Cartomancy and the Zodar


The Zodar deck is the constant tool of the Rahastrans, although less personal decks are made and sold to the general public. The Rahastrans secretly hope that others will catch on to the more important ideas behind the cards, but in fact they are simply being used as playing cards. The descriptors of each card as well as methods of reading and games are given below.

The Cards

1.) Zar (The Dark Moon): An ill-aspected card signifying evil, conspiracy, black magic.

2.) Laeolis (The Blue Moon): Sorrow, disappointment, heartbreak

3.) Jhang (The Crimson Moon): Rage, violence, dark passions

4.) Ardan (The Purple Moon): Romance, passion, desire

5.) Phandir (The Green Moon): Mystery, things unknown

6.) Drome (The Amber Moon): Peace, repose, relief

7.) Talisandre (The Silver Moon): Good Fortune

8.) The Lesser Sun: A matter of little importance

9.) The Greater Sun: A matter of great importance

10.) The Charlatan: Deception or deceit discovered

11.) The Rogue: Loss, thievery, distrust

12.) The Warrior: Confrontation, conflict, vigilance

13.) The Assassin: Treachery, betrayal, death

14.) The Peddler: Opportunity, the chance for profit or loss

15.) The Wanderer: Travel and adventure

16.) The Wizard: Sorcery, chance, uncertainty

17.) The Mystic: Hidden knowledge, secrets

18.) The Alchemist: Change, transformation, the unexpected

19.) The Reaper: Inevitability

20.) The Archon: Victory

Methods of Reading

Standard: The Zodar deck is shuffled and the top two cards are drawn. The two cards are combined and interpreted into a single reading of the fortunes of the querant.

Pyramid: A good general reading of the overall state of the questioner. The reader shuffles and lays four cards out in a pyramid. The first one is placed on the left, broad side to the reader. Then the second is placed to the right of the first, pointing towards the reader. The third goes to the right of the second, broad side to the reader. The final card goes on the far side of the second, broad side to the reader and flush with the far edge of the second card.


The first card represents the past sphere of influence, the second is the present sphere of influence and the third is the future. The fourth card either represents the reader or the final outcome of the sequence of events shown in the other three cards, at the reader’s discretion.

Seven Month Reading: More of a straight fortune telling reading. The cards are shuffled and seven are removed face down from the top of the deck one at a time in a separate pile. Six are placed in a hexagonal pattern with a seventh card resting on top. The first card is placed pointing towards the reader; the second is placed to the left of that card with its right edge flush with the left edge of the previous card and the apex at the center of the hexagon. The seventh card is placed in the center on top of the other cards. The cards are read from most recently placed to first placed. The first card read is the current month and each successive card represents the next successive month for a total of seven months.

Zodar Games

A NOTE: Rahastrans NEVER forget the symbology of the cards, even when playing for money!

Hi-Lo: Up to seven players may join in this game, the traditional Zodar card game. The owner of the deck always deals. Each player receives two cards (including the dealer), one face up and the other face down. The dealer takes bets, each player betting either “high” or “low”. Once the bets are taken, the dealer shows his hand and totals the face value of each card together. Each player then does the same, comparing their score against the dealer’s. Players who have bet “high” must have a higher total than the dealer’s; players who have bet “low” must have a lower total. Those who bet incorrectly lose the hand; the winner is determined by how much higher or lower their hand is than the dealer’s.

Bluff: Bluff is a popular game almost anywhere. Up to seven, including the dealer can play. No ante is given before dealing, and players may play for free all night. Each player is dealt two cards face down. Players may fold immediately if they wish, not having to show their cards when they do. Betting starts with the eldest hand, the player to the left of the dealer. Betting goes around until everyone calls and players may fold at any time. After everyone calls, the hands are revealed and the player with the highest ranked hand wins the pot. The ranking is as follows:

Archon and any card including the Lesser Sun EXCEPT the Reaper beats,

Greater Sun and any card EXCEPT the Reaper or Lesser Sun beats,

Any Moon card paired with any Moon card beats,

Any Persona card paired with any Persona card beats, 

Lesser Sun and any card including the Greater Sun EXCEPT the Archon beats,

The Reaper and any card, including the Archon.

Note that the Reaper and Lesser Sun are poison cards, nullifying the winning value of their counterparts the Archon and the Greater Sun respectively. In the case of a tie for the highest hand, such as two or three players with two Moons each or up to five players with two Personas or up to all seven with a Moon and a Persona, the cards are ranked against each other. Find out which card has the highest rank and that player is the winner. Ranking is as follows:

Moons = 

Ardan beats,

Drome beats,

Jhang beats,

Laeolis beats,

Phandir beats,

Talisandre beats,

Zar beats Ardan only.

Personas =

The Wizard beats,

The Warrior beats, 

The Mystic beats, 

the Alchemist beats,

The Peddler beats,

The Rogue beats, 

The Charlatan beats, 

The Wanderer beats, 

The Assassin beats, 

The Wizard only.

Note that Zar or The Assassin only win if Ardan or The Wizard is present, respectively. If  a player has BOTH Ardan and Zar or BOTH The Wizard and The Assassin then their hand is nullified if there is a tie for winner. They still count as either Moon/Moon hands or Persona/Persona hands for the purpose of beating lower ranked hands.

House Rules and Variations:

Reaper’s Ante: An ante IS given in a separate pile at the beginning of each hand. This is given to the player with the LOWEST hand.

Dhune: The Moon cards have no ranking. Any other cards in the hand must be used to determine the winner. If both cards in the tying hands are moons, the pot carries over to the next game.

Regional Variations: In different regions, the Moon and Persona cards may have different rankings. In Arim, The Assassin card is the top and The Wanderer is the bottom. In Sindar, The Alchemist is the top and The Wizard is the bottom. For the Sarista, Talisandre is the top moon and Laeolis the bottom. It is traditional to state the rules of ranking in mixed company. Otherwise, standard ranking is the guide.

Even Money: All players start with the same amount of playing capital. The game continues until one player has won ALL the money. A good way to kill several weeks.

Orgovian: No money is bet. Instead, the players start with piles of items and commodities that others agree as being valuable and roughly equal. One out of every ten items must be of significant value. Three of every ten must be of moderate value. Anyone may protest any item from being included. After the piles are agreed upon, players bet the items instead of money. The number of items you put in determines calling. When the hands are revealed. The exact ranking of everyone is determined. The highest rank gets to pick ONE item out of the pot first, followed by the second ranked hand, and so on. This is repeated until everything is gone.

Stoneface: One of the two cards is played facing up.

Seventy: Not a popular game, due to the amount of ciphering involved, but it does has its fans, especially amongst the Sindarans. For two players. Seven cards are dealt to each player, with the remaining six placed in a neat pile to one side. The seven cards dealt are lined up in a row left to right. There are seven rounds total. Each round, both players will look at the furthest face down card on the left. They then determine a bet, and place it in their clenched fist. There is a minimum bet per round, the number of cards for that player that round. If you are going to flip over a fourteen, you need to bet fourteen lumens/pentacles/etc. The bets go into a central pot.


The cards are then flipped over and the bets revealed. The bets go into the central pot. The player with the highest bet gets to see the top card of the pile of six off to one side. After looking at this card, it is slipped under the bottom of the stack or placed in a separate pile. It is not shown to the other player. This process repeats seven times. A player may fold at any time, losing the pot to the other player. After the final round, the number on the cards of a hand are totaled. The hand that’s total is closest to seventy wins. If both hands are equally close, then the pot is split evenly among the two players, and odd remainder left for the next hand.

