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Spill the BeansSpill the BeansSpill the BeansSpill the BeansSpill the Beans
“You don’t wanna get her riled, amigo.”

The subject of your questioning
tells you everything you want to

know, whether by friendly
persuasion, intimidation, or force.

AAAAAdrenaline Surgedrenaline Surgedrenaline Surgedrenaline Surgedrenaline Surge
“Woah! He went Matrix on ‘em!”

Your character gets an additional
and immediate standard plus a
move action or an additional full-

round action.

Lucky BreakLucky BreakLucky BreakLucky BreakLucky Break
“Thank God I had that silver flask in my

shirt pocket!”

Play this card to completely negate
the damage from one attack.

JJJJJackpot!ackpot!ackpot!ackpot!ackpot!
“Ah…my precious…”

Play when your hero searches an
area for treasure, loots a fallen foe,
etc. He finds everything that can be
found in that location. If rolling on a
random table, the character gets

the best possible result.

Eagle EyesEagle EyesEagle EyesEagle EyesEagle Eyes
“I knew that painting looked

suspicious!”

Automatically succeed at a Spot or
Search check. Your character

discovers or spots everything there
is to be found.

EulogyEulogyEulogyEulogyEulogy
“Arthur was a good man. Not so good
with explosives, but a good man…”
Play after a PC dies and say a few

words about his life to your comrades.
Every PC present gets a new

Adventure Card. If at the end of an
adventure, the extra draw occurs in the

next game session.

Sudden DeaSudden DeaSudden DeaSudden DeaSudden Deaththththth
“Nobody move or I push the button!”

Your hero must do or say
something that  gives his foes

pause. All foes within 60 ft. (20m)
lose their next action and are all

now flat-footed.

TurncoaTurncoaTurncoaTurncoaTurncoattttt
“How much are they paying you?”

Your hero somehow convinces or
bribes a minor foe to perform a

small favor—such as helping the
hero escape, revealing the location

of the “boss,” etc.
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ParleyParleyParleyParleyParley
“I call on the ancient rite of parley!”

All characters cease fighting and listen
to the hero speak for at least 30
seconds. Others may only take

defensive actions during this time. This
has no effect on beasts and other

creatures that cannot understand the
speaker.

ReinforcementsReinforcementsReinforcementsReinforcementsReinforcements
”They’re everywhere! Game Over, man!”

Play during combat.
Reinforcements arrive for the bad

guys. The exact number and type is
up to the GM. Every player character

may immediately draw an
Adventure Card, however.

DeaDeaDeaDeaDeath’s Doorth’s Doorth’s Doorth’s Doorth’s Door
“There’s a big difference between all

dead and just mostly dead.”

Play immediately after your hero
drops below -10 hit points and has
died. Your character is now at -9 hit

points and is stabilized.

Condition CriticalCondition CriticalCondition CriticalCondition CriticalCondition Critical
“This is for my father!”

Play to change any hit into a
successful critical hit.

Riled UpRiled UpRiled UpRiled UpRiled Up
“That hurt. Now it’s my turn.”

Play after your hero takes max
damage from any attack. He now

gains a +2 on all melee attack and
damage rolls for the remainder of

the combat scene.

Uh-OhUh-OhUh-OhUh-OhUh-Oh
“We’re gonna need a bigger boat.”

Play this card at the beginning of a
combat. One foe you are facing
(GM’s choice) has 50% more hit

points and adds +6 to their Strength
score. Every player gets to draw a

card from the Adventure Deck.

Create your own cards!
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The D20 Adventure Deck is a (c)2004 of Great White Games. All Rights Reserved. Reproduction of
non-Open Game Content of this work by any means without the written permission of the publisher is
expressly forbidden. This work is presented under the Open Game and d20 Licenses. All game
mechanics and statistics derivative of ‘Open Game Content’ are considered to be Open Gaming
Content. All other characters, names, places, items, art, and text herein are copyrighted by Great White
Games. The ‘d20 System’ and ‘d20 System’ logo are Trademarks owned by Wizards of the Coast and
are used according to the terms of the d20 System License version 6.0. A copy of this License can be
found at www.wizards.com.

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; (b)”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, transformed or adapted; (c) “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 routines 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, including 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; artifacts; creatures characters; stories,
storylines, plots, thematic elements, dialogue, incidents, language, artwork, 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 trademark 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 products contributed to 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 notice indicating that
the Open Game Content may only be Used under and in terms of this License. You must affix such a
notice to 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.Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms
of this License.

4. Grant and Consideration: In consideration for agreeing 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 Contributions 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 exact text of the COPYRIGHT NOTICE of any Open Game Content You are copying,
modifying or distributing, and You must add the title, 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
to 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 as expressly licensed in another, independent Agreement with the owner of such Trademark or
Registered Trademark. The use of any Product Identity in Open Game Content 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, modify and distribute any Open
Game Content originally distributed under any version of this License.

10 Copy 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 to 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
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