
Tarot Deck of Many Things 
 

This homebrew expansion for the Deck of Many Things in D&D 5e is excerpted from the rough draft of the 

ARDENTS OF ELUM module. As such, it contains elements specific to the setting and characters of that module, 

which can be used or cut in any way you as the DM see fit. The 22 options included in the DOMT are retained, 

but edited to fit a traditional tarot deck. Expect gamebreaking content. Tailor to your taste. 

 

This deck may be encountered in the hands of a shady fortuneteller, a Hag named Sthene. This person appears 

to be an ordinary, cheap street witch, until you enquire about prices and find that the readings are Quite 

Expensive Indeed. When you ask why they are so expensive, she taps the deck and says with a sly smile, “Well, 

this is no ordinary deck. The cost has its reasons.” The rules she gives you: “One hundred gold per card. Each 

person must pay and draw for their own. A card bought cannot be relinquished, even if you do not like what it 

brings. I decide nothing; I am but a plaything of fate, as aren’t we all?” 

 

If a party member does not have 100 gold but wants a reading, the fortuneteller may offer them a “deal”, the 

effects of which do not become apparent until the next time the character receives wealth (that they own), at 

which point the exact gold value owed for the reading will materially vanish. This will keep happening until the 

debt is paid. 

 

The deck is of a finely woven black linen cardstock, gilded at the edges, its ink enchanted to animate the floral 

and skull motifs on the backs of the cards. The images on the cards appear alive and three-dimensional, though 

the shape and texture of the cards is smooth. The traditional ranks of King and Queen are switched in their 

order and are called the “Mother” and “Minister” ranks. Nat 20 or DC 25 will unlock approximate knowledge of 

the names, meanings and effects of each card. 

 

A card you draw, you keep. If it has an effect that you may choose a later time to use, the card remains in your 

inventory until used or expired. When used, the card disappears from the world and reappears, a new instance, 

on the bottom of the deck. You may encounter these cards elsewhere in the hands of other characters, but you 

may not use cards you did not pay for and draw yourself. Cards held by a character will vanish upon death and 

return to the deck, even if they are revived.  If you own this deck, it draws for you daily. 

 

Sthene is a level 20 Night Hag Wild Magic Sorcerer who has both Power Word Stun and Power Word Kill. 

If a player attacks her or tries to steal the deck, she can always Stun them, Kill them, or vanish. 

 

***03. EURYALE: Sthene will smile, ask you to say hi to her sister for her, and vanish with the deck and kiosk. 

The party is not instantly transported, but rather becomes “destined” to visit the Sunken City as soon as is 

reasonably possible, preferably in an improbable and highly contrived manner. That’s up to you, DM.   
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       00. The Fool. “Fool” in DOMT. 

01. The Magician. “Key” in DOMT. 

02. The High Priestess. “Vizier” in DOMT. 

03. The Empress. “Euryale” in DOMT. See note above.*** 

04. The Emperor. “Throne” in DOMT. 

05. The Hierophant. “Jester” in DOMT. 

06. The Lovers. “Rogue” in DOMT. 

07. The Chariot. “Knight” in DOMT. 

08. Strength. “Comet” in DOMT. 

09. The Hermit. “Donjon” in DOMT. 

10. The Wheel of Fortune. “The Fates” in DOMT. 

11. Justice. “Ruin” in DOMT. 

12. The Hanged Man. “Gem” in DOMT. 

13. Death. “Skull” in DOMT. 

14. Temperance. “Balance” in DOMT 

15. The Devil. “Flames” in DOMT. 

16. The Tower. “Idiot” in DOMT. 

17. The Star. “Star” in DOMT. 

18. The Moon. “Moon” in DOMT. 

19. The Sun. “Sun” in DOMT. 

20. Judgment. “Talons” in DOMT. 

21. The World. “The Void” in DOMT. 

22. Ace of Wands. You are possessed by a genius. You drop everything to go create a masterpiece. 

23. Two of Wands. One of the items in your pack goes missing. You will never be able to find it. 

24. Three of Wands. Your next errand or quest will be unnecessarily, hilariously frustrating. 

25. Four of Wands. When you expend this card, you are instantly teleported to the place of your birth. 

26. Five of Wands. Your nearest ally becomes hostile to you without explanation, but only for the day. 

27. Six of Wands. One of your previous victories is erased from worldly memory, though its effect remains. 

28. Seven of Wands. You lose one skill point in Charisma and gain one in Constitution. 

29. Eight of Wands. Roll on the Wild Magic Surge table. 

30. Nine of Wands. You take an exhaustion point now, and you will receive no rest tonight either. 

31. Ten of Wands. By the end of the day, you will have a new ward under your protection. 

32. Page of Wands. You develop a sudden interest in traveling to a new continent. 

33. Knight of Wands. This card contains five uses of guaranteed successes on constitution saves. 

34. Minister of Wands. Roll once on Magic Item Table F or G (DMG). That item appears in your possession. 

35. Mother of Wands. This card holds three expendable spells to replace any charisma roll with a 20. 

36. Ace of Cups. An efreeti bottle appears in your possession. 

37. Two of Cups. You’ll soon fall in love. Flip a coin to see whether player or DM chooses with whom. 

38. Three of Cups. You have advantage on the next Charisma check against any NPC you have met before. 
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39. Four of Cups. You permanently lose interest in the most recent thing that you have been trying for. 

40. Five of Cups. The next ally of yours to roll a death save will fail the first one automatically. 

41. Six of Cups. Someone from your past will show up tomorrow. 

42. Seven of Cups. You must draw seven more cards. Some of them may be fake and vanish without effect. 

43. Eight of Cups. You are magically compelled to leave this city for one year or until the curse is broken. 

44. Nine of Cups. The card stores one use of the Wish spell. The normal side effects do not occur at use. 

45. Ten of Cups. Everyone within a five mile radius is coming to the festival you’re holding here tomorrow. 

46. Page of Cups. You lose the last 20 years of physical aging. If you were less than 20, you are now 1. 

47. Knight of Cups. Tomorrow a handsome stranger will come to take you on a thrilling adventure. 

48. Minister of Cups. Your alignment moves one position closer to neutral good. 

49. Mother of Cups. You now know the spell Calm Emotions, and you gain one 2nd level spell slot. 

50. Ace of Swords. This card has three uses of a spell that replaces any strength or insight roll with a 20. 

51. Two of Swords. Tomorrow, you will be faced with a choice that requires massive sacrifice either way. 

52. Three of Swords. Someone you know has just died because you pulled this card. 

53. Four of Swords. This card contains the instant effect of one long rest for all creatures you choose. 

54. Five of Swords. You permanently steal one Dexterity skill point from your nearest ally. 

55. Six of Swords. You, alone, are instantly transported directly across the nearest body of water. 

56. Seven of Swords. The next three Deception checks against you will automatically succeed. 

57. Eight of Swords. You are magically cursed with a pervasive belief that the gods hate you.  

58. Nine of Swords. You are magically cursed with a recurring nightmare. 

59. Ten of Swords. One of your allies will betray you ... eventually. 

60. Page of Swords. You become strongly motivated by a goal your current party does not share. 

61. Knight of Swords. This card contains three uses of the spell Haste. 

62. Minister of Swords. You gain a permanent +3 to your Insight modifier. 

63. Mother of Swords. You gain a permanent +3 to your Perception modifier. 

64. Ace of Rings. A stranger will offer you a business opportunity tomorrow. You can trust it. 

65. Two of Rings. One of your minor mental health issues becomes quite a bit easier to deal with. 

66. Three of Rings. You receive advantage on the next roll you make to aid an ally in some way. 

67. Four of Rings. You and everyone within ten feet of you will be seized with a desire to steal tonight. 

68. Five of Rings. You become a dunpeal, a hybrid between vampyr and whatever race you were. Discuss. 

69. Six of Rings. The wealth of everyone in a 30 foot radius is redistributed equally. 

70. Seven of Rings. The next time you earn money, all the money you have will vanish. 

71. Eight of Rings. You will go tomorrow to seek an apprenticeship, and you will be accepted. 

72. Nine of Rings. The card transforms into a tablecloth that can feed 100 people to fullness once per day. 

73. Ten of Rings. Any child you create or adopt in the future will receive 10000gp that no one can steal. 

74. Page of Rings. You will spend the next 30 days uninterested in work of any kind. 

75. Knight of Rings. Someone in this city will come to you tomorrow with a lucrative job offer. 

76. Minister of Rings. The records in city hall have been altered to award you a small house downtown. 

77. Mother of Rings. You receive 5000gp instantaneously. It is enchanted against theft. 
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