
 

Caezarette used a seven card divination method designed to reflect a sailing ship. 

 

1. The Captain. Use the Querent Cypher card. This card is the one that the diviner 

should tune into most carefully, for it serves as the symbol that any person or 

question can become. It is in the center. 

 

2. The Deck Below. What supports you and saves your life? 

 

3. The Sails Above. What propels you, where your decisions and drives meet? 

 

4. The Stern. What lies behind you that steers your course? 

 

5. The Prow. What lies before you in near waters? 

 

6. The Rocks. What dangers lurk on the course ahead? 

 

7. The Sky. What weather surrounds your voyage? 

 

8. Port. What will you find at your next destination? 

 

 

 
 

 

If you do not have a deck, you can roll percentile to determine what card is next in the 

draw. If you get a duplicate, skip to the next available card. Roll a third distinct die with 

a 50% chance for the card to be “inverted.” 

 

Inverted meanings (if the card is upside-down) are italicized on the card entries. 

Positions 2-3 in this style cannot be inverted.  



Cypher 00 

The master key to the deck, this card represents the object or person in question. The 

reading will revolve around the energy the diviner can invest in the cypher card. It 

carries meaning for all things, and nothing. 

 

Grail 01 

Truth and life are twined and powerful, overcoming deception and death. Not only 

does this meaning stand in place in the reading, the Grail validates the entire reading 

more strongly and can indicate a powerful supernatural force communicating to the 

one requesting the reading’s insight. 

 

Mist 02 

Powerful supernatural forces are present. Do not trust this reading or your instincts. 

The Mist card can indicate that Fate is being altered by powers, or that the one 

requesting the reading’s insight is scrutinized, toyed with, misled, or suppressed. 

 

 

1. The World Above 03 

High and incomprehensible forces protect you. 

High and incomprehensible forces need you. 

 Safety for the good and just, defeat for the wicked. 

 

2. Ardenwald 04 

Your victory will isolate and transform you. 

Trust no gift or promise. 

 Dream logic and strange deals, wild plants and animals bursting with life. 

 

3. Dreamlands 05 

All that is beyond you comes from within. 

All that is within you comes from beyond. 

 A time of contemplation and decision, an unrealistic lifestyle. Insanity. 

 

4. Wailing Labyrinth 06 

Unfinished business haunts you. 

You are completely unable to find clarity. 

 Grieving, morbidity, prison, hospice care, killing, penance. 

 

5. Ruinous Scar 07 

The struggles of the cosmic bring destruction. 

Destruction creates and warps life. 

 Massive destruction of a life, and reconstruction into something else. 

 

6. World Below 08 

Your alliances will be your downfall. 

Evil destroys itself. 

 A dark time, shameful acts, disconnection from self, debt to unkind forces. 



 
 

0. Laughing Bloody Murder 09 

Positive influences favor those who seek adventure. 

Ridicule has killing power. Also, Fate may be against your venture. 

 Opportunity that carries risk. 

 

1. Witches Rune 10 

The thoughts of a self-confident traveler will inspire the traveler's compatriots. 

Heed the warnings of danger that will appear on your way. 

 Expert guide. 

 

2. Scars Flown Proud 11 

Supportive feminine influences are at work. 

Do not discount or imprison your female enemies, they are stronger than you think. 

 Someone who is beaten, but not defeated. 

 

3. Eve at the Mansion 12 

Luck and bounty is with you. 

An alliance will come to an end. 

 An important social event. 

 

4. Child King 13 

All dealings with authority can be finessed to fit the desired ends. 

You will only prevail against the authorities using supernatural means. 

 A trial or bribe. 

 

5. Fortune Teller 14 

Money slips through your hands like grains of sand. 

You will learn more than you should know, and that knowledge will haunt you. 

 Vistani. 

 

6. Lovers’ Distress 15 

Your rash actions will strip you of what you love. 

Your rejection of someone causes great pain. 

 A bastard child. 

 

7. Golden Section 16 

Seek balance, and balance will grant insight. 

You will have to sacrifice to preserve the balance. 

 A philosopher. 

 

8. Opheliac 17 

If you can look into madness and endure, you will survive. 

The only way you can survive an overwhelming experience is to turn it on others. 

 Suicide. 

 

9. Scarlet Thing in You 18 



Beware isolation and withdrawal. You cannot be both wise and alone. 

You cannot succeed if others are aware of your actions. 

 A well-meaning person furthers an evil scheme. 

 

10. In Search of My Rose 19 

All troubles will pass away, but the peace that follows comes from failure. 

Respect for what is gone costs success in the future. 

 Unhealthy grief. 

 

11. Throne of Agony 20 

The unjust are held accountable for their actions. 

The unjust  punish the weak. 

 Vigilante. 

 

12. Drowning Man 21 

You need to sacrifice; you may need to choose between victory and survival. 

As you choose the honorable course, you will pay for it with your life. 

 A noble death. 

 

13. Dark Entries 22 

Demonic influences are at work in your favor. Accept their aid to your sorrow. 

Demonic influences are at work against you. Do not ignore those influences. 

 Demons, demon worshipers, demonic influence. 

 

14. Long Live Death 23 

Success in murder will weigh on the killer. 

Death is rising from your shadow. You are not safe. 

 A death shrouded in secrets. 

 

15. Hair Shirt 24 

Your comfort will be destroyed by necessary discipline. 

You have opportunity to punish someone. Do so. 

 A fanatic. 

 

16. Cities in Dust 25 

Order falls to chaos. 

In the forgotten rubble of destroyed order, treasure is undiscovered. 

 A rescuer. 

 

17. Halo Star 26 

Divine inspiration will take hold when you most need it. 

You will be used by the Divine to further the cosmic will. 

 Sudden insight beyond rational knowledge has saving power. 

 

18. Snake and Moon 27 

Cosmic powers have an interest in what you pursue. 

Your actions have angered cosmic powers. 

 A shaman. 

 



19. Damn the Sun 28 

If you are ruthless, you become comfortable and wealthy. 

Your comfort, wealth, and success burden you. 

 A powerful, wicked, attractive person. 

 

20. Day of the Lords 29 

Secrets are emerging. 

Humanity will triumph over supernatural evil. 

 Undeath; necromancer, vampire, etc. 

 

21. Part of Her Creation 30 

Those who travel find the world a safer place than they thought. 

Those who defy Fate will experience thoroughly bad luck. 

 A druid or pagan. 

 

  



 

Ace. Thanalia 31 

Full life, joy, and freedom. 

You need to leave your situation to find a better life. 

 A happy, powerful woman. 

 

King. Asthaeton 32 

Increased focus and discipline are necessary for you to succeed. 

Do not overthink things. 

 An educated, deliberate man. 

 

Queen. Astariax 33 

Others will provide all that you need if you demand it with skill. 

You risk being trapped in your own needs, unable to see those around you. 

 A manipulative woman. 

 

Knight. Killane of the Road 34 

You hold too many things you think are essential. They are not. 

If you get what you want, it will trap you. 

 A roguish man. 

 

Herald. Gods of the Grape 35 

Revelry and celebration are appropriate. 

While you are distracted, everything is changing--it is almost too late to restore it. 

 Celebration marks a change of state or circumstance. 

 

Nine. Golden Lion 36 

Even in the face of death, you find courage you do not know you possess. 

If you find your strength, you will be lonely. 

 A hero (gender neutral). 

 

Eight. Unconquered Badger 37 

You cannot be forced to submit. 

If you are stubborn, you will be killed. Defiance will not bring victory. 

 A stubborn person. 

 

Seven. Luminous Hawk 38 

You see things in a way no one else can. That does not make you wrong. 

You will not be celebrated for bringing truth to darkness. 

 A wise person. 

 

Six. Kumo-Thlis 39 

Choose a winding route, the direct route is vulnerable. 

You cannot see threats that are near to you and very real. 

 A traitor. 

 



Five. Papa Simett 40 

Secrets come to you and make you stronger. 

Only the dead know the truth you seek. 

 Blackmail. 

 

Four. Mama Luzuul 41 

A meeting in darkness is good for you. 

There are threats to steal what you value most, moving in darkness. 

 Secret love, consummated. 

 

Three. Junox 42 

You can have power that others have cast off. 

If you do not give form to your enthusiasm, it becomes poisonous. 

 Love on the rebound. 

 

Two. Skaylex 43 

Your life rises from the death of what came before. 

Those you command court danger by thinking independently. 

 Abusive spouse. 

 

One. Narlathia 44 

Accept mystery or face death. Some things are not meant to be known. 

You are part of an elegant plot that now winds tighter. 

 Witch, one who trades a future for power. 

 

 

 

Ace. Damsel of the Lady 45 

Divine power aids mortals in need. 

Divine power uses mortals for cosmic reasons. 

 One favored by the Church, dealing with high expectations. 

 

King. Bernus, the Stumbling Wayfarer 46 

Your only safety is in placing yourself in danger for your beliefs. 

True understanding distances you from those around you. 

 A martyr. 

 

Queen. Coraline, the Voice of Doom 47 

You have a task, a calling, and your own desires will be lost to it. 

If you waver on your chosen course, you are lost. 

 A faithful woman. 

 

Knight. Arianna, the Bloody Redeemer 48 

What you do in the name of what is right is acceptable to the divine. 

You risk sullying the reputation of what you serve by crediting it for your mistakes. 

 A violent woman. 

 

Herald. Calbrius, the Light Seeker 49 



Some inherited practices that you accept need to be challenged. 

If you search for truth, you will find pain. 

 A faithful man. 

 

Nine. Cardinals (Book of First Truths) 50 

Listen to your elders and counselors, they are seeing more clearly than you are. 

The vision of a group fragments through many eyes. 

 An authority figure. 

 

Eight. Questing Knights (Book of Prophets) 51 

Give up all to accept singular responsibility for finding your healing and meaning. 

You will be gone when those who depend on you need your help. 

 A pale man, a dreamer. 

 

Seven. Purifiers (Book of Teachings) 52 

You must be ruthless to carry out your responsibilities. 

When you harm innocents, you ignore your responsibility. 

 A dark man, ruthless. 

 

Six. Friars (Book of Songs) 53 

When you sacrifice, you earn a voice. 

When you choose humility and pain, you receive it. 

 A former lover. 

 

Five. Monks (Book of Prayers) 54 

You  devote yourself to your belief and path and let all else go. 

You focus on the material and lose sight of what it builds. 

 Someone out of reach. 

 

Four. Pilgrims (Book of the Pilgrim Road) 55 

Travel to a place of power to reconnect with the meaning of your life. 

You look for meaning outside yourself, deaf to your own voice. 

 Someone now deceased. 

 

Three. Scribes (Book of Parables) 56 

Look to the writings and the wisdom of others to find what you need. 

Living the lives of others robs you of your own. 

 A student. 

 

Two. Angels (Book of Angels) 57 

Rejoice in unexpected fear. 

Beware unexpected joy. 

 A benefactor with expectations. 

 

One. Zealot (Book of End Times) 58 

Your only hope is to strip all that weighs you down and seek forgiveness. 

Others cannot follow you on the road you alone see. 

 One in despair. 

 



 

 

Ace. The Gaunt Gent 59 

The one with secret knowledge is victorious. 

To speak the truth is to be cursed. 

 A dark man. 

 

King. Garm-Gorak 60 

If you are to live, others must die. 

If you are still in pain when the rage dies, you die too. 

 A violent man. 

 

Queen. Hulmora 61 

You must endure hardships to continue to help those you love. 

Your love for others traps you. 

 A mother. 

 

Knight. Charlak 62 

You cannot see all outcomes. Restraining your foes is better than killing them. 

You are not free. 

 A ruler. 

 

Herald. Maham 63 

You have power over the bestial elements in yourself and in the world. 

The price for taming bestial impulses is high and permanent. 

 A military leader. 

 

Nine. Elementalist 64 

You are mighty, nearly unstoppable. 

You are overconfident, and you rely too much on your strengths. 

 A killer. 

 

Eight. Wizard 65 

Your rare gifts allow you to do things no one else can do. 

You must be the one to try to protect yourself and others, and you will be hurt. 

 A detective. 

 

Seven. Shadowcaster 66 

Your greatest success is unknown to any but you. 

You are fooled by your own lies. 

 A deceiver. 

 

Six. Necromancer 67 

You are able to take pain and darkness and turn them into strength. 

You have traded too much away to get what you want. 

 A criminal. 

 

Five. Berserker 68 



Great focus and energy drive towards a goal. 

Anger blinds you to futility. 

 A collector. 

 

Four. Reaver 69 

Unexpected violence is very disruptive. 

There is an unexpected calm, an unexpected safety. 

 A thief. 

 

Three. Archer 70 

Proper tools allow you to magnify your strength and collapse distance. 

Alone you are weak, you need numbers on your side. 

 A messenger. 

 

Two. Mercenary 71 

Borrowed strength is more important than sure loyalty. 

Beware higher bidders when you rely on the loyalty of others. 

 A servant. 

 

One. Soldier 72 

You will find success in serving something greater than yourself. 

Available force blinds you to more effective methods. 

 A man. 

 

 

 

Ace. Zzorch 73 

Outside forces cause you to change in ways you cannot predict or appreciate. 

Pursuit of power threatens to change who you are. 

 A dark teacher. 

 A love/hate relationship. 

 

King. Morgath, the Corpulent Reaper 74 

You will be dominated, it is up to you to decide which master to serve. 

Your debts will soon come due, and you will be forced to pay all you promised. 

 A dark noble. 

 

Queen. The Flayed Maiden 75 

Hardening agony transforms into fearsome strength. 

You make victims, and they punish you. 

 A victim drawn to make victims. 

 

Knight. The Carrion Marquis 76 

You cannot fight a war with honor and win, but you can win if you let go. 

You will be feasted upon if you put yourself in danger. 

 A released former lover. 

 

Herald. The Dismembered One 77 



You can give up wholeness to gain power, give up balance to gain strength. 

You risk being torn apart by conflicting loyalties. 

 A lover who betrays family. 

 

Nine. Hakhan 78 

Willingness to kill can make you strong. 

Killing distracts you from your goals. 

 Interloper, home wrecker, sharpest point on the love triangle. 

 A murderer. 

 

Eight. Merrihel 79 

You will be free and triumphant if you are willing to reinvent yourself. 

All that you try to control gets free of you. 

 A ferociously independent woman. 

 

Seven. Father Sothak 80 

Restlessness. If you do not move, you will suffer. 

Beware the danger of storms, your lifestyle is more fragile than you think. 

 A domineering man. 

 

Six. Mother Lothak 81 

Your scar serves as a badge of honor, your loss will bless you. 

Do not try to restrain the woman. 

 An abused woman. 

 

Five. Sluurge 82 

You risk a life without meaning if you do not pursue what matters to you. 

Your needs are poison to the people around you. 

 A lecher. 

 

Four. Slithian Vor 83 

What you think you want most is poison. 

Your enemy's desire is your enemy's weakness. 

 A seducer. 

 

Three. Crooked Moon 84 

Beware legal entanglements, the law is a danger even if you do no wrong. 

Your hunger may overwhelm you. Guard against your own appetites. 

 An addict. 

 

Two. Forest Who Walks 85 

Look deeper into your problems. Other problems are within, motivating them. 

You look for evil where there is none. 

 Denial, willful ignorance. 

 

One. Lamenting Mother 86 

Your selfish acts provoke revenge. 

You face a monster. 

 A gossip. 



 

 

 

Ace. The Wild Hunt 87 

Someone with great supernatural power is angry. 

Now is the time to pursue your foe. 

 Courtship and seduction. 

 

King. Seelie Court 88 

Use supernatural strength to further your goals. 

If it looks too good to be real, it probably is. 

 The blush of new love. 

 

Queen. Unseelie Court 89 

Someone is feasting on your pain, and you may not know it. 

Your desire to hurt others serves masters beyond yourself. 

 The revenge of former lovers. 

 

Knight. Wandering Tower 90 

Do not trust what you see, what you see is no longer there. 

Do not rely on your allies, for they will not always be there. 

 Your lover is falling out of love. 

 

Herald. Dwarf Forge 91 

The right tools make the job easy. 

New tools for this job may be too expensive. Find a way in your existing capacity. 

 Happy marriage, strong covenant. 

 

Nine. Mountain Gate 92 

Your life force has a world of untapped energy and shelter within it. 

If you follow your impulses and desires you will become alien to your peers. 

 Romance that defies your community. 

 

Eight. Fairy Ring 93 

You risk losing your whole life as you know it, to wild circumstance. 

You risk becoming servant to an otherworldly power. 

 Commitment to marriage. 

 

Seven. Revelry 94 

Gaining your objective robs you of meaning. 

A life full of celebration collapses when exposed to true misery. 

 A tryst, casual but carnal. 

 

Six. Dreaming 95 

The power of vision is transformative. 

Focusing on circumstances that do not now exist burns away your life. 

 Love from afar, a distance relationship, possibly mutual. 

 



Five. Satyr 96 

Those who wish to help you are using you to help themselves. 

You see a bestial side to yourself. Be wary of it. 

 A faithless lover. 

 

Four. Redcap 97 

All aliens want to do humanity harm, in the end. Do not forget that. 

If you lose your temper, you lose more. 

 An abusive lover. 

 

Three. Will’o’Wisp 98 

You hope for contact, exchange, and clear sight. Do not die for this hope. 

Your hope is not real. Let it go. 

 Your hopes for romance are not realistic. 

 

Two. Pixie 99 

Beauty disappears so that you cannot be sure it was ever real. 

Your suffering amuses those around you. 

 A romantic relationship ends. 

 

One. Dryad 100 

You cannot possess the beauty you want. 

If you want to give your all for love, you will be allowed to. 

 Unrequited love. 



 

The Vistani have traditionally had dozens of divination methods. Cosmic energy 

whispered secrets of fate to them through many forms and practices. The current 

divination cards known as the Caezarette Cypher Deck was created during the Age of 

Roads by followers of the Vistani Queen Caezarette. 

 

She was born in 6,212 and died in 6,302. She was a remarkably powerful diviner. She 

taught her followers how to sketch out their own cards using paints enhanced with the 

artist’s blood. To enter her presence was to feel the hair-raising energy of the divine 

coursing through her. Some whispered that had she been born in Scarabae, she would 

have been raised a Damsel of the Lady—her hair was pure white, almost translucent. 

 

Each card of the major arcana represents a legendary event in Caezarette’s life. Whether 

these events happened or not, they are symbols that now carry tremendous power for 

those with the gift of overhearing Fate. Caezarette taught that the cards are doors, and 

through them the cosmic whispers into the mind of one tuned to receive. 

 

The Cards 

 

Vistani artists traditionally worked on small paintings the size of the cards, as a portable 

amusement and source of income. Various caravans would devise and share games using 

the cards, or ways to use them for divination. Caesarette consolidated a suite out of 

various sets for each “faction” and set them in tension with each other like a finely tuned 

mobile, so the breath of a reading could set the divinatory mind to spinning. 

 

When she made a set for her divinations, its size and comprehensive consistency were 

unlike anything that had been seen before. She taught her students the essence of the 

techniques, and since then divinations based on her original deck have gained wide-

spread respect for accuracy, amusement, and beauty. 

 

The Gift of Insoluble Tension (Codifying the Suits) 
 

This divinatory work of art was codified and standardized in Scarabae when Caezarette 

was at the height of her powers, around 6,250-6,270. The deck was profoundly 

influenced by Scarabean tensions. Caezarette connected with the troubled soul of the 

nation and found its divided loyalties, varied fears, and conflicting hopes. She teased this 

rumpled fabric out into strands that could weave patterns to reflect fate. The richness in 

the symbolism of the deck owes much of its depth to the conflicted soul of Scarabae. 

 

The tensions in Scarabae were not to be solved, but instead balanced. To lose any of the 

tensions was to see the entire nation unravel. From that perspective, consider the five 

suits. 

 

Coins. The gods and demons of the south, the Scavenger Lands, and the Ruinous Scar 

form the Coins suit. This reflects the fact that Scarabeans only know of these forces 

through traders and travelers, who mainly come to Scarabae for financial reasons. 

 Losing this connection and trade, Scarabae’s economy would topple, and they would 

lose touch with the wider world. 



 

Cups. Midian, to the southwest, serves as a stalwart advocate of the Church of the Lady 

of the White Way. The deck portrays orderly connections and archetypical church 

figures, books of scripture, and Saints of the Lady. Cups can quench thirst or catch blood. 

 Losing connection to the Church would throw Scarabae into a civil war between the 

factions that would want to use more boldness and force to dominate, in the absence 

of the Church’s strength. The Lady of the White Way is a major source of spiritual 

strength for the people, and her loss would be devastating to national identity. 

 

Daggers. Ulverland is an imperial island off the north coast. It occupied Scarabae for 

centuries (3,950 to 4,440), oppressing its people and forcing a religion upon them. The 

Ulverland pantheon known as the Father and Family are grim, violent, and set for 

hardship. They are supported by some of the most powerful magic in the World Between, 

and military might. These images linger in the Scarabean imagination, finding their way 

out in the suit of war and violence. 

 Losing the alliance with Ulverland would leave the coasts much more vulnerable to 

Frostreave raiders, and lose vital trading partners. If Scarabae had no one but Midian 

and the Church to turn to for aid against fey and demons, then Midian could make 

more demands. Having another military ally to assist against common foes reduces 

reliance on Midian, and therefore allows greater freedom. 

 

Skulls. These death gods and demon lords shade the deck a darker cast. In part they are 

included because some Vistani have dealings with demons and witches and do not 

condemn the dark powers out of hand. In part they are included as signs of warning 

because of the very real supernatural evils in the world. The Scarlet League in Scarabae 

consists of scholars, nobles, spellcasters, and assorted riff-raff who consort with demons 

and the powers of evil, the better to drive out the oppressive Church of the Lady. Most 

demonic influences creep in from Caligari and the Iron Principalities to the East, or are 

nurtured for centuries by demon worshippers in the Crimson League. 

 If all the demon lords and death gods were to vanish, the Vistani know better than 

anyone that authorities would have more energy to focus on fighting each other and 

making marginalized drifters even less welcome. Sometimes the only way you can 

get people to be decent to each other is to point out a greater threat, forcing them to 

unite (however briefly.) Also, more than a few secret cultists draw power from the 

World Below and use it against Scarabae’s enemies. 

 

Wands. Fey come from the Shae Isle, to the north of Scarabae. The fey first got a 

significant foothold in Scarabaen culture as they assisted with driving the Ulverland 

armies out. Since then, they have struggled to expand their influence, claiming ownership 

of the Talonback Woods at least. Everywhere the fey touch, greenery takes on a new life 

(even if it is a little strange.) Much of the dream-like beauty and legendary quality of 

Scarabae comes from steeping in fey influences. 

 If the fey no longer maintained their claim in Scarabae, the Talonback Woods would 

likely become dark and demonic. The questing tradition of Scarabae and its take on 

the Church of the Lady are heavily colored by their dealings with the fey, no longer 

orthodox but not abandoning the church either. Besides, many of the most powerful 

wizards in Scarabae have fey blood. 

 

Adding Context (The Realm Cards) 



 

Part of what Caezarette did that was so remarkable was to pull different kinds of cards 

and different kinds of games together into a cohesive whole. One popular divination was 

“Houses of the Soul.” A fortune teller would charge perhaps 1 silver to draw 3 cards from 

12, where the 12 were 2 duplicate sets of 6. The diviner would put out a card for the past, 

the present, and the future, and interpret the customer’s life in terms of the reading. 

Where the customer’s “soul” was would reflect the state of events and likelihoods. 

 

Caezarette took this method and incorporated the realm cards into an overall divinatory 

technique instead of keeping them separate as their own method. Still, some 

traditionalists enjoy the easy speed of the three card draw. Sometimes this method is used 

with the realm cards, other times with the whole deck. 

 

The Tribute of the Greater Arcana 
 

Scholars and Vistani agree that Caezarette used greater arcana in her readings, but she 

could not have used cards based on her life while she was still living it. She inherited 

symbols and stories with illustrations she used. It is now impossible to know what filled 

out her greater arcana, as general consensus is that her followers adapted the greater 

arcana to tell stories from her life. 

 

Traditionally, the greater arcana cards indicate a stronger forcefulness of prediction. 

Because of the contribution Caezarette made to divination, her followers reshaped the 

greater arcana to reflect her deeds, in an effort to capture some of the magic that she bore. 

 

Transcendent Cards 
 

These three cards grew out of a pair of traditions. One was to have cards that represented 

“yes” or “no” for rapid divination on questions. The Grail and the Mist served that 

purpose, but their purpose was deepened and expanded as they were added to the deck. 

 

For most readings, a querant card would be chosen to represent the person in question 

(whether that be the one asking, or the one asked about.) Generic stand-in cards were 

known by those in the trade, but Caezarette felt she could focus better if she had one card 

that was the Cypher, that represented all querants. A card with many meanings, and no 

meaning, blank enough to project energy into it but complex enough to magnify that 

energy. 

 

 

0. Laughing Bloody Murder. A bloody-faced jester laughs maniacally. 

Legend suggests Caezarette had an affair with Malkith the Gallows Jester. 

 

1. Witches Rune. A comely witch etches a mysterious rune into a tree with an athame. 

Belzakath of the Crimson League saved Caezarette from Scarabaen purifiers by 

leaving marks on trees, showing her how to slip through the tightening cordon. 

 

2. Scars Flown Proud. A woman’s wrist outstretched; a number of scars decorate that 

wrist. 



Morgiana was a Scarabaen Damsel of the Lady captured by rogue Purifiers. She tried 

to commit suicide, but had a vision from the Lady. Instead, she escaped as a miracle 

that left a lot of dead Purifiers in her wake. Caezarette sheltered her when she 

collapsed. 

 

3. Eve at the Mansion. A beautiful woman in finery is the object of everyone’s 

attention at a gala ball. 

Commemorates the night Caezarette seduced the King of Harrowfaust, Scanlion the 

Second. This tryst assured a golden age of Vistani safety in Harrowfaust. 

 

4. Child King. A youth on a golden throne holds a scepter and a sword. 

Queen Velsivian of Caligari ordered her soldiers to kill Caezarette, who cursed the 

queen and turned her into a rabbit that was devoured by her mastiffs. Her son, 

Claude, took the throne and pardoned Caezarette and her allies of crimes in Caligari. 

 

5. Fortune Teller. A Vistani fortune teller gazes into a crystal ball. 

Caezarette learned how she would die when she was eight years old, and that 

knowledge shadowed the way she lived until she died an elderly woman, welcoming 

the death she had dreaded her whole long life. 

 

6. Lovers’ Distress. A broken-hearted young man is rejected by his lover. 

A nobleman in Ulverland slew Caezarette’s paramour. She cursed him and his lover. 

When the couple was reunited, his love saw him for a bully and coward. She rejected 

him, taking with her his unborn child. 

 

7. The Golden Section. Columns and architecture, perfectly proportioned. 

Vell Duvien was a Midish architect who communed with the Lady and built like the 

armies of old from the World Above. He granted Caezarette sanctuary, hidden in the 

other-dimensional spaces of his mansion as Purifiers searched for her. After she 

escaped, he was executed for betraying the Church. 

 

8. Opheliac. A woman is pulling herself from a tide pool that threatens to drown her. 

A noblewoman had Caezarette horsewhipped, so Caezarette cursed her. The woman 

literally drowned in madness, water spraying from her nose and mouth as she lay on 

the floor of her house, her eyes staring at something only she could see. 

 

9. The Scarlet Thing in You. A habit-clad nun dismembers a corpse in a lonely cave. 

A demon convinced a nun it was an angel, and told her who she must kill and how, 

on behalf of the Lady of the White Way. The resulting corpse parts animated and 

gave home to a powerful demon, Turalthio, that hunted Caezarette for over a decade. 

 

10. In Search of My Rose. A deceased woman lies in state with a red rose. 

Lord Hiles bargained with an eladrian that he could keep the color red from his lands 

for a year, and in exchange he would get eternal life. His wife’s will required her to 

be buried in the family chapel with a rose. With two weeks to go, the eldritch noble 

slew his wife. Lord Hiles gave up his chance at immortality by honoring her last 

request. He asked the Vistani to seek revenge on his behalf. Caezarette denied him. 

 

11. The Throne of Agony. A weeping man is seated upon a barbed and bladed throne. 



Duke Curleu built a wicked torture throne and tied those suspected of membership in 

the Crimson League to it, heating and twisting and snapping various elements to 

torture them. When Caezarette’s band opened the prisons under his mansion, he died 

in his Truth Throne. 

 

12. The Drowning Man. A man clutches his rescuer as he drowns in a raging river. 

Caezarette’s brother Pelech was escaping a purifier. The purifier fell into the river, 

and Pelech saved him from drowning. The purifier panicked, drowning Pelech as the 

Vistani saved his life.  

 

13. Dark Entries. Demonic eyes peer from the shadows of a darkened archway. 

When a spurned wizard sent demons after Caezarette, she first met the Society of the 

Yew and had wild adventures through Harrowfaust with them. Her campaign 

climaxed in the destruction of Turalthio, the Dismembered Fiend. 

 

14. Long Live Death. A skeletal reaper cuts down a young man in an empty street. 

Caezarette’s gran could summon Death and send it to kill family enemies. Caezarette 

refused to learn how to do this, because she did not trust her blood and her passions 

to use restraint in exercising this potent power. 

 

15. The Hair Shirt. A grim monk wearing a hair shirt scourges another monk in a 

private cell. 

Kurt DuGaelar was scourged as a young monk for his lingering gaze on Caezarette. 

The prolonged torture drove him to become a purifier, who hunted her for years. 

 

16. Cities in Dust. A city in ruins is consumed by flames. 

Caezarette was teleported to the Ruinous Scar by a demon, and she studied in the 

ruins of the Ring Cities before returning to the World Between alive and unmutated. 

 

17. Halo Star. A star encircled by a halo of blazing light. 

A traveling monk came upon Caezarette’s vardo under demonic attack and 

summoned the protection of the Lady of the White Way. No one knows his name. 

 

18. Snake and Moon. A full moon encircled by an ouroboros. 

A series of misadventures led to Caezarette’s implacable war with the Cult of Kumo-

Thlis, the Snake God from Mord-Stavian. 

 

19. Damn the Sun. A blazing sun grins knowingly. 

The Sun King of Scarabae persecuted the Vistani and became wealthy doing so. He 

sponsored bandits that specifically targeted Vistani, ransoming some back and 

selling the others into slavery. Caezarette struck him with a curse that gave him gout, 

a bad back, and a cough. He lived in agony until he died many years later.  

 

20. Day of the Lords. Three vampires rise from their graves, faces spattered with gore. 

The Librarians of Thuliss had been buried deep, their libraries stolen. They rose, 

killing their way through Amnicola, until the Vistani aided the Brotherhood of Yew 

in putting the fantastically powerful undead in their graves for good. 

 

21. Part of Her Creation. A green & gray planet spins in the palm of a goddess’s hand. 

This is an image from one of Caezarette’s last visions. 


