
Deck of Many Things 
A magic item by Jon Davis 

 

In the wide world of fantasy roleplay there are 

many items of power, items that could make or 

break the fabric of the game. None are more 

feared than the dreaded Deck of Many Things, an 

insidious trickster device that promises great fortune 

before pulling the rug out from under you. If 

encountered, the deck is best avoided and left 

where it was found.  

 

Resembling the greater arcana of any standard set 

of tarot cards, the deck is crafted from the remains 

of a child exhibiting the gifts of second sight. Use of 

the deck is elementary, the wielder simply declares 

how many cards they wish to draw. If three cards 

are declared then three random cards shall rise 

from the deck and activate instantly. One the cards 

have spent their magic they shall evaporate, along 

with the deck, waiting to be rediscovered 

somewhere in the world. 

 

O. The Fool: Draw two additional cards. 

 

I. The Magician: Gain +1 to all ability scores. 

 

II. The High Priestess: Erase one past event as if it 

never happened.  

 

III. The Empress: A female NPC of 1d4th level 

appears and swears loyalty to the PC.  

 

IV. The Emperor: A male NPC of 1d4th level 

appears and swears loyalty to the PC. 

 

V. The Hierophant: Any question asked is 

telepathically answered as truthfully as possible. 

 

 

 

VI. The Lovers: A random NPC confesses their love 

to the PC. 

 

VII. The Chariot: The next journey taken by the PC 

goes off without any incident. 

 

VIII. Strength: A randomly determined magic 

weapon is granted to the PC.  

 

IX. The Hermit: A randomly determined spell of a 

randomly determined level is granted to the PC. 

 

X. Wheel of Fortune: 1d6x1,000 gp falls from the 

sky. 

 

XI. Justice: A great wrong perpetrated by the PC 

comes back to haunt them.  

 

XII. The Hanged Man: PC is teleported to a 

random dungeon location.  

 

XIII. Death: Death. 

 

XIV. Temperance: All food and drink becomes 

inedible. 

 

XV. The Devil: A great devil appears before the 

PC, offering a wager for their soul. 

 

XVI. The Tower: PC is teleported to the top of a 

random tower without their clothing or equipment. 

 

XVII. The Star: Gain a level. 

 

XVIII. The Moon: A randomly determined magic 

item is granted to the PC. 

 

 

 

 

 

 

XIX. The Sun: 50,000 XP gained. 

 

XX. Judgement: An apocalyptic event befalls the 

PC.   

 

XXI. The World: PC teleported to another plane of 

existence, equipment falls where they stood. 

 

 

d10  Where does the deck go? 

1  The bottom of a well. 

2  A turnip wagon. 

3  A merchant’s vault. 

4  The moon. 

5  Inside a priest’s head. 

6  An ancient nazi submarine base. 

7  A pickle jar. 

8  The trunk of a 1977 Pontiac Trans-Am. 

9  A wizard’s codpiece.  

10  Under a mountain.  
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