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A d20 System Roleplaying Accessory

Huzzah! Atlas Games and John Kovalic come to d20's rescue with the
Dork20 Deck.” These 56 cards, featuring art and captions based on the
Dork Tower™ comic book series, modify the standard d20 System® rules to
allow characters to perform nigh-impossible deeds. The Dork20 Deck gives
players the edge that turns their adventures into legend, and their game
sessions into hilarious fun. Eat hot automatic bolt action, perfidious beasts!

Starting the Game

All players start the game session with four cards dealt from the Dork20
Deck. These cards are used by players to modify rolls, boost abilities, or
otherwise change the circumstances that characters find themselves in
during the course of the game. Players can use their cards fo affect their
own ciuruder, any other PC, NPC, monster, or other game element — all
of which are encompassed by the term “character” as used here —
unless otherwise specified by the card itself or the GM. Cards can be used
whether the character of the card’s player is present in an encounter with
the affected character or not. Cards with effects that last for one
“encounter” generally persist through the course of one combat episode,
during one out-of-combat interaction scene, or for another limite

duration as determined by the GM. A player can use as many cards as he
likes at one time, either before or after 1Ke roll that they modify, putting
them in a communal discard pile as they're played. Players can keep their
hands hidden from the other players or dispi)uy them face up on the table
at their discrefion. Unused cards Yeft at the end of the game session are
discarded; they can't be “held” for future use.

Earning Cards

If a player finds himself with fewer than four cards during a session, he
can purchase additional cards up to his four-card limit for a number of XP
equal to 100 x his character’s Hit Dice. Players can buy as many cards as
they like whenever they like during the session, as long as they have
fewer than four cards in their hands at the time.

The GM can also award cards at his discretion. For example, a card might
be awarded to a player for the following:

e Killing, rendering unconscious, or otherwise defeating a foe in an
unconventional or especially heroic way; this may include charming,
Turning, tricking, un(r similar actions. The foe's (Kullenge Rating must
be equal to or greater than the party’s average level o deserve a
card; slaying housecats to earn more cards doesn’t count!

*  Doing something unusually entertaining, that selflessly forwards the
plot, or that shows puriicururly good ro?epluying. These are the moments
most people remember the session for and they should be rewarded. If
the GM tells you to, pat yourself on the back and draw a card.

o Just because the GM is feeling merciful.

Players can end up with more than four cards in their hands if the GM
awards them.

Challenge Ratings (Optional)

Dork20 Deck cards can make the PCs significantly stronger than normal;
encounters can be less challenging as a result. Because of this, GMs might
want fo treat the party as one level higher for the purpose of determining
appropriate Encounter Levels and awarding XP for encounters that were
heavily influenced by card use.

GM Cards (Optional)

If the entire gaming group agrees, the GM takes one card at random from
the Dork20 Deck every time a player uses a card from his hand. These
cards are used at the GM's discretion, for good or, more likely, for evil.
Directly opposed GM cards can cancel out player cards; for instance,
Opening and Serendipity, or Vital Blow and Missed My Vital Spot would
neutralize each other. TKe GM's hand contains a maximum number of
cards equal to the number of players at the table, not including himself. If
the GM earns a card while he has a full hand, he still takes a card from
the Dork20 Deck, but discards one from his hand in exchange. If the GM
Cards optional rule is in force, the Challenge Ratings optional rule is
generuIYy not needed.

Open Game Content

Each Dork20 Deck card has a card fitle af top, an illustration and caption
at center, and rules text af the bottom of the card. The card fitle and rules
text are hereby designated Open Game Content, as are the Dork20 Deck
rules. All other elements, including captions and illustrations, are
designated as product identity.




Open Game License
Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc
(“Wizards"). All Rights Reserved.

1. Definitions: (a)”Contributors” means the copyright and/or trademark owners who have contributed Open
Game Content; (h)"Derivative Material” means copyrighted material including derivative works and translations
(including into other computer languages), potation, modification, correction, addition, extension, upgrade,
improvement, compilation, abridgment or other form in which an existing work may be recast, Iruns?ormed or
adapted; () “Distribute” means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or
otherwise distribute; (d)”Open Game Content” means the game mechanic and includes the methods,
procedures, processes and roufines to the extent such content does not embody the Product Identity and is an
enhancement over the prior art and any additional content clearly identified as Open Game Content by the
Contributor, and means any work covered by this License, induding translations and derivative works under
copyright law, but specifically excludes Product Identity. (e) “Product Identity” means product and product line
names, logos and identifying marks including trade dress; arfifacts; creatures characters; stories, storylines,
plots, thematic elements, dialogue, incidents, language, ariwork, symbols, designs, depictions, likenesses,
formats, poses, concepts, themes and graphic, photographic and other visual or audio representations; names
and descriptions of characters, spells, enchantments, personalities, teams, personas, likenesses and special
abilities; places, locations, environments, creatures, equipment, magical or supernatural abilities or effects,
logos, symbols, or graphic designs; and any other 1ruﬂemurk or registered trademark clearly identified as
Product identity by the owner of the Product Identity, and which specifically excludes the Open Game Content;
(f) “Trademark” means the logos, names, mark, sign, motto, designs that are used by a Contributor to identify
itself or its products or the associated producis contributed fo the Open Game License by the Contributor (g)
“Use”, “Used" or “Using” means to use, Distribute, copy, edit, format, modify, translate and otherwise create
Derivative Material of Open Game Content. (h) “You” or “Your” means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a nofice indicating that the Open Game
Content may only be Used under and in terms of this License. You must affix such a notice o any Open Game
Content that you Use. No terms may be added to or subtracted from this License except as described by the License
itself. No other terms or conditions may be applied to any Open Game Content distributed using this License.

3.0ffer and Acceptance: By Using the Open Game Confent You indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for ufreeing to use this License, the Contributors grant You a
perpetual, worldwide, royalty-free, non-exclusive license with the exact terms of this License to Use, the Open
Game Content.

5.Representation of Authority to Contribute: If You are contributing original material as Open Game Content,
You represent that Your Coniributions are Your original creation and/or You have sufficient rights to grant the
rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the
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exact text of the COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or distributing,
and You must add the fitle, the copyright date, and the copyright holder’s name to the COPYRIGHT NOTICE of
any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as fo
compatibility, except as expressly licensed in another, independent Agreement with the owner of each element
of that Product Identity. You agree not to indicate compatibility or co-adaptability with any Trademark or
Registered Trademark in conjunction with a work containing Open Game Content except s expressly licensed in
another, independent Agreement with the owner of such Trademark or Registered Trademark. The use of any
Product Identity in Open Game Confent does not constitute a challenge to the ownership of that Product Identity.
The owner of any Product Identity used in Open Game Content shall retain all rights, title and interest in and to
that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that
you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You
may use any authorized version of this License to copy, modity and distribute any Open Game Confent
originally distributed under any version of this License.

10 (ohpy of this License: You MUST include a copy of this License with every copy of the Open Game Content You
Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any
Contributor unless You have written permission from the Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect fo
some or all of the Open Game Content due to statute, judicial order, or governmental regulation then You may
not Use any Open Game Material so affected.

13 Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to
cure such breach within 30 days of becoming aware of the breach. All sublicenses shall survive the termination
of this License.

14 Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed
only to the extent necessary to make it enforceable.

15 COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.

d20 System Rules & Content Copyright 2000-2003 Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte
Cook, Skip Williams, based on original material by Dave Arneson and E. Gary Gygax.

Dork20 Deck copyright 2003, Trident, Inc. d/b/a Atlas Games.
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