
The Ultimate Deck of Too Many Things Invented by Hogan 
 

History: 

The creation and birth of The Ultimate Deck of Too Many Things is a mystery. Some say the deck appeared during a 

random cosmic event, which had one chance in a billion of happening. Other says the deck contains the sum of every 

gamble made by mankind, and that if it should be destroyed, games as an art will cease to exist. Legends also blame one 

of the Trickster Gods of the multiverse for the creation, but out of kind, none of those has stepped forward to take the 

fame. Whatever is the truth, facts tell that the Ultimate Deck of Too Many Things has existed for millenniums, even if 

few has ever heard about it, and too few has been "lucky" enough to try it. Of the last ones, way too few have survived 

the use to tell about it, or have just decided to keep their mouth shot. Most people who hear the rumors of The Deck, 

mistakes it for the more common (though still very rare) Deck of Many Things, but the truth is that the latter is only 

poorly and not whole duplicates of the original. 

 

Description: 

When The Deck appears, it is never in the same container. Most often it is in some kind of wooden box where, when 

opened the cards will be in one tight row, with their faces beneath the lid of the container, so they can't be recognized. 

The container will take on an appearance suiting the environment in which it is found. If found in a demon den in 

Hades, the container might be constructed out of bones with skulls on the lid. If discovered in a sylvan glen, the box 

might seem be made out of a rare wood, and carved in the likes of a forest creature. In a Dwarven mine, it might take 

the form of a mineral box, an old cellar in an abandoned hostel might show it as a toybox, and so forth. 

The Cards themselves will also change their back according to the environment, showing grinning skulls, sylvan 

creatures, bright gems or their like. The only theme that always stays the same is the cards' face. They will always show 

their mark, no matter what environment they are found in. 

 

Personality: 

The Ultimate Deck of Too Many Things has no personality or intelligence to speak of. It has never given any 

indications of possessing any such, but vague reports throughout the times tells of a twisted mind which is a part of the 

Deck and delights in the bewilderment of people gambling in the drawing cards from it. 

There must be something to the rumors, because the Deck has been told to dwell in one place for centuries in one 

remote place, and then suddenly change location, appearing worlds away in a totally new setting, ready for people who 

wants to try their luck…and gamble with their lives! 

 

Powers: 

As many cards from the Deck can be drawn but the player must specify how many he wants to draw before the first one 

is drawn! The specified number must be drawn unless special conditions as noted below takes place. Also note that the 

chosen number of cards must be drawn one by one, with no more than the time it takes to acknowledge an already 

drawn cards power, hence only a few rounds between drawings is allowed. 

All powers will take effect immediately, unless noted in the explanation below. The Cards will magically replace  

themselves in the Deck, thereby making it possible to draw the same card twice. If the card is a Jester or a Fool, the 

cards are discarded from the deck until that player is finished picking cards, at which time they will reappear and 

rearrange themselves in the deck. 

The Deck will not disappear when everybody is finished picking their cards, but nobody will know when it will suit it to 

do so. Hence it is possible to take it with to share with others, but such an ownership is rarely bestowed for long. 

Each player can only draw from the deck once in his or hers life-time, unless they should encounter the Ultimate Deck 

of Too Many Things another day, another place or world where it has chosen to reappear by its own strange will. 



 

♦A Vizier* Know the answer to your next dilemma. 

♦K Sun Gain beneficial miscellaneous magical item and 50.000 XP. 

♦Q Moon You are granted 1d4 wishes 

♦J Star Immediately gain 2 points to prime requisite ability 

♦10 Constellation Transported to another chrystalsphere 

♦9 Silver Coin You gain a treasure of 10.000 Silver coins. 

♦8 Shooting Star Make a wish 

♦7 Rune One spell is made permanent 

♦6 Half Moon Primary ability reduced by 1 point. 

♦5 Flare 1 point of wisdom is granted 

♦4 Frost +3 to saving throws vs. Cold 

♦3 Crystal A dream will answer your greatest question for you 

♦2 Comet* Defeat the next monster you meet to gain one level. 

 

 

♥A Fates* Avoid any situation you choose…once. 

♥K Throne Gain Charisma of 18 plus a small keep. 

♥Q Key Gain a treasure map plus one magic weapon. 

♥J Knight Gain the service of a 4
th

 level fighter. 

♥10 Alter Wedding bells in the future 

♥9 Scepter One item develops intelligence 

♥8 Prince Title of Lord is bestowed 

♥7 Lance Defeat your greatest enemy in honored combat or be forever cursed 

♥6 Mace A Weapon of +2 enchantment is given to you 

♥5 Tome A spellbook suddenly contains double as many spells as before 

♥4 Dove Fall madly in love with the first person of the opposite sex 

♥3 Staff One magical Staff turns into a walking stick 

♥2 Gem* Gain your choice of 20 pieces of jewelry or 50 gems. 

 

 

♠A Idiot* Lose 1d4 points of Intelligence: you may draw again. 

♠K The Void Body functions, but soul is trapped elsewhere. 

♠Q Flames Enmity between you and an outer planar creature. 

♠J Skull Defeat Death or be forever destroyed. 

♠10 Fang A deceased group member is turned into a Vampire and put on your trail. 

♠9 Sword All weapons are cursed 

♠8 Gold Coin You achieve a treasure of 10.000 Gold Coins 

♠7 Gate A Gate appears to take you where ever you want 

♠6 Claw The next group of monsters goes directly for your throat 

♠5 Bone 1d10 bones in your body breaks 

♠4 Lantern Glow with light 

♠3 Letter Get the ability to understand all normal writings 

♠2 Talons* All magical items you possess disappear permanently. 

 

 

♣A Donjon* You are imprisoned (see below). 

♣K Ruin Immediately lose all wealth and real property. 

♣Q Euryale -3 penalty to all saving throws vs. Petrification. 

♣J Rogue One of your henchmen turns against you. 

♣10 Dust Everything in your backpack turns to dust 

♣9 Tower Gain 2 points in secondary ability 

♣8 Mask All thieves are made aware of your treasure 

♣7 Chest Your ready money are doubled 

♣6 Glove 50% chance for fumble each time hands are used 

♣5 Wall You cannot gain more experience in one class 

♣4 Candle The ability of Infravision is bestowed 

♣3 Dagger An assassin is given a contract on you 

♣2 Balance* Change alignment instantly. 

 

 

Joker Jester Gain 10.000 XP or two more draws from the deck. 

Joker Fool* Lose 10.000 XP and draw again. 

 



 

Upon drawing the last card possible, or immediately upon drawing the cards in bold face (The Void and Donjon), the 

deck disappears. The cards are explained in greater detail below: 

 

- Alter: A date for your wedding is set within the next 6 months. If not already betrotten, a woman in chosen to be the 

bride, and her father is very keen on keeping the engagement. 

- Balance: As in "weighed in the balance and found wanting," the character must change to a radically different 

alignment. Failure to act according to the new alignment may bring penalties (as described in Chapter 4, "Effects of 

Changing Alignment"). Discard the cards. 

- Bone: 1d10 random bones in the characters body suddenly spontaneously breaks. None of the broken bones are life-

threating, but each must be healed naturally or by help of Heal-spells for each broken bone. 

- Candle: The ability of Infravision at 60 feet is bestowed the drawer of the card, If already possessing, the range of 

the sight are doubled. 

- Chest: All the characters ready money suddenly doubles, down to the last coin. This counts for all money stored in 

bags and pouches, as long as they are carried with the character. Treasure buried or stashed away are not counted. 

Note that this might break some containers due to a limit in coins. 

- Constellation: By drawing this card, the character is instantly whisked away from this reality, appearing again in 

another chrystalsphere of a whole other setting. It could be the world of Oerth (Greyhawk), Krynn 

(Dragonlance) or another setting of the DM’s decision. Where and when is up to the DM. 

- Comet: The player must single-handedly defeat the next hostile monster(s) encountered or the benefit is lost. If 

successful, the character moves to the mid-point of the next experience level. 

- Claw: The next group of hostile monsters the characters/party encounters, will all as one see the character as their 

greatest enemy, instantly going for his throat in order to kill. 

- Crystal: The next time the player goes to sleep, his dreams will give him the solution to his greatest problem. 

- Dagger: An Assassin of at least the same level as the drawer of the card, is given a contract on the life of the 

characters, by an unknown enemy. The assassin will not deter from his contract before either he or his mark is dead. 

The characters who drew the card will be aware of the contract, but not the nature of the assassin. 

- Donjon: This signifies imprisonment—either by spell or by some creature/being, at the DM's option. All gear and 

spells are stripped from the victim in any case. Whether these items are recoverable is, likewise, up to the DM. Draw 

no more cards. 

- Dove: The character falls madly in love with the next humanoid creature of the opposite sex he or she encounters. 

- Dust: Everything contained in the characters backpack, or in lack of, greatest container, is instantly turned to dust. 

Only artifacts are safe, and magical items receive a saving throw. 

- Euryale: The medusalike visage of this card brings a curse only the Fates card or godlike beings can remove. The -3 

penalty to all saving throws is otherwise permanent. 

- Fang: As the card is drawn, a deceased  former group-member, family-member or friends of the player, is raised as 

a greater vampire. The vampire immediately and with unearthly tracking, sets out to get its fangs in the player. 

Additional followers may be apprehended on the way. 

- Fates: This card enables the character to avoid even an instantaneous occurrence if so desired, for the fabric of 

reality is unraveled and respun. Note that it does not enable something to happen—it can only stop something from 

happening. The reversal is only for the character who drew the card, and other party members may have to endure 

the confrontation. 

- Flames: Hot anger, jealousy, and envy are but a few of the possible motivational forces for the enmity. The enmity 

of the outer planar creature can't be ended until one of the parties has been slain. 

- Flare: The character instantly receives greater enlightment, having his wisdom score permanently raised by 1 point. 

- Fool: The payment and draw are mandatory! 

- Frost: The symbol of frost gives the character who draw the card a permanent bonus of +3 bonus on any saving 

throw or constitution check against cold-based attacks or cold elements. 

- Gate: As soon as this card is drawn, a magical gate appears next to the character who drew the card. The Gate will 

stay open for up to 6 rounds. It will transport the character who drew the card and up to 5 more persons to any single 

place of their choice on the same planet. 

- Gem: This indicates wealth. The jewelry will all be gold set with gems, the gems all of 1,000 gp base value. With 

this wealth should come experience points equal in value, but never more than needed to increase one level of 

experience. 

- Glove: Every time the player tries an action that requires the use of his hands, there are a 50% chance for him 

fumbling that action. This curse is permanent unless nullified by a Wish-spell. 

- Gold Coin: A sack containing 10.000 gold pieces is instantly granted the player. 

- Half Moon: The characters primary ability is permanently reduced by 1 point. 

- Idiot: This card causes the loss of 1d4 points of Intelligence immediately. The additional draw is optional. 

- Jester: This card actually makes a pack more beneficial if the experience point award is taken. It is always discarded 

when drawn, unlike all others except the Fool. 

- Key: DM must prepare a treasure map. The weapon must be one usable by the character, so use the Magical 

Weapons Table until a useful item is awarded. 

- Knight: The fighter will join as the character's henchman and loyally serve until death. He has +1 per die (18 

maximum) on each ability roll. 

- Lance: Next time they encounter, the player must single-handed defeat his or her arch-enemy without resolving to 

dirty tricks. If he doesn’t do so during the encounter, he is cursed to suffer a permanently -4 to all actions for the rest 

of his career. This cannot be dispelled, even by use of a Wish. 



- Lantern: The characters body instantly starts glowing with an inner light equal to a Continual Light spell. The light 

cannot be dispelled, but since the glow is from the naked body, several layers of cloth can dimmer the effect. 

- Letter: The player in instantly given an uncanny knowledge of the written word, allowing him/her to instantly 

recognize and understand any normal none-magical word of writing. Magical writings are not counted, and the skill 

confers not to the player writing the script, only reading and understanding it. 

- Mace: The player is instantly granted one weapon of his/her choice of at least a +2 enchantment.  

- Mask: All thieves in a 20 miles radius are instantly made aware of the player’s likeness, location and treasure. They 

will all seek to revive the player of that treasure by any means. Their persistent is equal to the value of the treasure. 

- Moon: This is best represented by a moonstone gem with the appropriate number of wishes shown as gleams 

therein. These wishes are the same as the 9th-level wizard spell and must be used in a number of turns equal to the 

number received. 

- Prince: The player will be granted the title of lord for life in the nearest kingdom or similar where such is possible. 

With the title comes an area of land which will generate revenue to the player, but no buildings are granted. 

- Rogue: When this card is drawn, one of the character's henchmen will be totally alienated and forever-after hostile. 

If the character has no henchmen, the enmity of some powerful personage—community or religious—can be 

substituted. The hatred will be secret until the time is ripe for devastating effect. 

- Rune: The next beneficially spell placed on the characters, either by outer forces or by herself, is made permanent. 

This confers to personally spells like Invisibility, Tongues etc., but not spells like Globes of invulnerability or those 

with a set number of charges. Stoneskin, Mirror Image etc. DM has the final say in this matter. 

- Ruin: As implied, when this card is drawn every bit of money (including all gems, jewelry, treasure, and art objects) 

is lost. All land and buildings currently owned are lost forever as well. 

- Scepter: One of the items in the characters possession suddenly develops a canny intelligence (14). How the item’s 

intelligence will come into play is up to the DM. 

- Shooting Star: The player is immediately granted one full Wish, which must be used on the spot and without delay. 

- Silver Coin: A sack containing 10.000 silver pieces is instantly granted the player. 

- Skull: A minor Death appears (AC -4; 33 hit points; strikes with a scythe for 2d8 points, never missing, always 

striking first in a round). The character must fight it alone—if others help, they get minor Deaths to fight as well. If 

the character is slain, he is slain forever. Treat the Death as undead with respect to spells. Cold, fire, and electrical 

energy do not harm it. 

- Staff: One single magical staff, rod or wand carried by the character, is turned permanently into a plain none-magical 

walking stick (treat as a club) 

- Star: If the two points would place the character's score at 19, use one or both in any of the other abilities in this 

order: Constitution, Charisma, Wisdom, Dexterity, Intelligence, Strength. 

- Sun: Roll for a miscellaneous magical item (Table 88) until a useful item is indicated. 

- Sword: Every weapon, from knife to halberd, is instantly cursed. None-magical weapons will be cursed as –1 

weapons. Already magical weapons will be put under a special curse up to the DM. All curses appearing this way, 

can be removed by a Remove Curse spell. 

- Talons: When this card is drawn, every magical item owned or possessed by the character is instantly and 

irrevocably gone. 

- Throne: If Charisma is 18 already, the individual still gains five on encounter and loyalty reactions. He becomes a 

real leader in people's eyes. The castle gained will be near a stronghold already possessed (if any). 

- Tome: The players spellbook (if any) will suddenly contain double as many spells as before. The spells are choosen 

randomly, but the player must learn each spell as normally. If not owning a spellbook, then a random magical items 

containing charges will have its number of charges doubled. If not any such, the card has no function. 

- Tower: Two points are permanently added to the characters secondary (next most important) ability. If the two 

points would place the character's score at 19, use one or both in any of the other abilities, ranked in importance. 

- The Void: This black card spells instant disaster. The character's body continues to function, though he or she 

speaks like an automaton, but the psyche is trapped in a prison somewhere—in an object on a far planet or plane, 

possibly in the possession of an outer planar creature. A Wish will not bring the character back, but the plane of 

entrapment might be revealed. Draw no more cards. 

- Vizier: This card empowers the character drawing it with the ability to call upon supernatural wisdom to solve any 

single problem or answer fully any question whenever he so requests. Whether the information gained can be 

successfully acted upon is another question entirely. 

- Wall: The character is barred from gaining any more experience points in his current class. If muli-classed, it’s the 

class in the highest level which is barred. This barring can be circumstanced by (if single class and human) 

becoming a dual class, or by spending and wording a full wish to remove the wall of experience. 

 


