
www.deepdungeongames.com


What is this game all about? 
The Cards of Creation is much like any other story, except 
it is a card game. You must create a tale of adventure, 
while strategically placing cards in a manner that 
maximizes your points. Keep your story simple and to the 
point, and in the end, your story will have tons of tales of 
valor and adventure. 

The Cards of Creation is a card game meant for 2-6 
players. Everyone takes turns being the Story Master. The 
highest points go to the individual who can weave the 
words into the most effective story? while keeping it 
simple enough to easily comprehend. 

The overall difficulty is minor and can help expand the 
imagination of kids of all ages. This game inspires critical 
thinking, simple math skills, and sentence structure. The 
length of the game depends on the number of players as 
well as the number of cards in your deck. Additional 
decks can always be added for more inspired stories and 
tales of adventure. 

Your main goal may be to spin a saga of heroes, narrate 
the tales of a noble knight or account the deeds of a wacky 
wizard. Our main goal is to ensure that you have fun, have 
a laugh, and enjoy Cards of Creations as you create your 
own stories. 

How do you play? 
So, simply you determine who the story master and the 
first story master of the game is whoever is the oldest at 
the table playing. Then from that point moving forward, 
the story master changes every round in a clockwise 
direction. 

The story master shuffles the deck and deals each player 
10 cards to begin with and these 10 cards are set off to the 
side face down in a pile called the “encumbrance pile.” 
Then the story master deals another 5 cards to every 
player and these 5 cards are their standard hand that can 
be looked at by the player. 

The story master then takes the remaining cards and 
places them in the center of the table known as the draw 
pile. A card is taken from the top of the draw pile and 
placed face up for everyone to see and play commences 
clockwise. You may play any single card in your hand OR 
chain your cards together by playing cards of the same 
suit OR the same face. Thus, a player who plays a key of 
souls, followed by a key of sands, followed by an 
apprentice of sands, a noble of sands and a wizard of 
sands has played all 5 of the cards in their hand! The more 
cards you play the more convincing your story must be, or 
you risk not receiving any points for your turn! 

When it is your turn, you will look at the story on the board 
and decide which of your cards will fit the story the way 
you want. When you play a card and add to the story, you 
must say out loud what is happening and how your card is 
changing or adding to the tale.  

If everyone at the table thinks your change in the story is 
exciting or makes sense then you receive one point, if 
there is any dissent then the story master of the current 
game will decide if the player will receive any points. 
Each card that is accepted is worth 1 point, the rest are 
discarded into a discard pile.  

Then draw cards back into your hand from your mini deck 
until you have 5 cards, you must always have 5 cards in 
your hand at the end of your turn. Then the next player to 
your left (clockwise) will take their turn. 

After all of the players have taken their turn and it gets 
back to the story masters turn he/she may play a single 
card from the top of the deck to keep the story going OR 
announce that this story is now ready to have an ending. 
Once the time for the ending has been announced each 
player can use the cards in their hand to decide on what 
their favorite ending will be and play their respective 
cards in front of them. The story master will then decide 
which ending is the best and award a bonus 5 points to 
that player.  

If players run out of cards in the mini deck they begin 
drawing from the main deck, if that deck runs out of cards 
then you may shuffle the discard pile and draw from that 
until all cards are either played or in hand. Each story is a 
single round at which point you will tally the points for that 
round and shuffle the cards, the person to the story 
masters left (clockwise) becomes the new story master 
and shuffles the deck to begin the next story and round.  

Play will last until all players have had the chance to be 
the story master. After all points are tallied at the end of 
the last round, a winner can be declared. 

Suites  
There are 4 different suites and 20 different types of cards 
for each suit. This makes a standard deck of cards for this 
game to be 80 cards. The below list gives the breakdown 
of these suites.  

Sands 

 

This suit is representation of the unknown of the earth and 
one may use this to help theme their story. 

 



Swords 

 

This suit is representation of the warriors of the earth and 
one may use this to help theme their story. 

Spells 

 

This suit is representation of the wizards of the earth and 
one may use this to help theme their story. 

Shackles 

 

This suit is representation of the thieves of the earth and 
one may use this to help theme their story. 

Cards 
There are 20 different cards and 4 different types of suits 
for each card. This makes a standard deck of cards for this 
game to be 80 cards. The below list gives the breakdown 
of these cards 

Apprentice  

 

Additional words this card can represent – Since this is 
an image-based game, there are many ways a card might 
be thought to represent. The ultimate decision of a word 
that is not one of the following must be ruled upon by the 

story master. The following words are acceptable without 
a ruling by the story master: Trainer, Student, Beginner, 
Recruit, Rookie, Helper, Assistant, Disciple, 
Apprentice, and Novice. 

Castle 

 

Additional words this card can represent – Since this is 
an image-based game, there are many ways a card might 
be thought to represent. The ultimate decision of a word 
that is not one of the following must be ruled upon by the 
story master. The following words are acceptable without 
a ruling by the story master: Protection, Keep, Tower, 
Home, Safehold, Vault, Fort, Control, Dominion, and 
Government. 

Cloak 

 

Additional words this card can represent – Since this is 
an image-based game, there are many ways a card might 
be thought to represent. The ultimate decision of a word 
that is not one of the following must be ruled upon by the 
story master. The following words are acceptable without 
a ruling by the story master: Blanket, Clothing, Wrap, 
Warmth, Safety, Evade, Hide, Camouflage, Shroud, 
and Shade. 

Crown 

 



Additional words this card can represent – Since this is 
an image-based game, there are many ways a card might 
be thought to represent. The ultimate decision of a word 
that is not one of the following must be ruled upon by the 
story master. The following words are acceptable without 
a ruling by the story master: King, Noble, Wealth, 
Grand, Elevated, Corrupt, Virtuous, Aristocrat, 
Emperor, and Royalty. 

Fighter 

 

Additional words this card can represent – Since this is 
an image-based game, there are many ways a card might 
be thought to represent. The ultimate decision of a word 
that is not one of the following must be ruled upon by the 
story master. The following words are acceptable without 
a ruling by the story master: Brawl, Combat, Struggle, 
War, Rivalry, Attack, Spar, Knight, Sword, and Armor. 

Gollum 

 

Additional words this card can represent – Since this is 
an image-based game, there are many ways a card might 
be thought to represent. The ultimate decision of a word 
that is not one of the following must be ruled upon by the 
story master. The following words are acceptable without 
a ruling by the story master: Robot, Construct, Build, 
Rock, Create, Invention, Concept, Giant, Titan, and 
Monster.  

Key 

 

Additional words this card can represent – Since this is 
an image-based game, there are many ways a card might 
be thought to represent. The ultimate decision of a word 
that is not one of the following must be ruled upon by the 
story master. The following words are acceptable without 
a ruling by the story master: Unlock, Password, Open, 
Crucial, Index, Decipher, Liberate, Release, Guide, 
and Indicator.  

Lad 

 

Additional words this card can represent – Since this is 
an image-based game, there are many ways a card might 
be thought to represent. The ultimate decision of a word 
that is not one of the following must be ruled upon by the 
story master. The following words are acceptable without 
a ruling by the story master: Boy, Brother, Father, Man, 
Husband, Gentleman, Grandfather, Fraternity, Clan, 
and Kinship. 

Lass 

 

Additional words this card can represent – Since this is 
an image-based game, there are many ways a card might 
be thought to represent. The ultimate decision of a word 
that is not one of the following must be ruled upon by the 
story master. The following words are acceptable without 
a ruling by the story master: Girl, Sister, Mother, 
Woman, Wife, Damsel, Grandmother, Matron, 
Matriarch, and Countess. 



Heart 

 

Additional words this card can represent – Since this is 
an image-based game, there are many ways a card might 
be thought to represent. The ultimate decision of a word 
that is not one of the following must be ruled upon by the 
story master. The following words are acceptable without 
a ruling by the story master: Love, Passion, Courage, 
Emotion, Zeal, Friendship, Worship, Lust, Embrace, 
and Comfort.  

Moon 

 

Additional words this card can represent – Since this is 
an image-based game, there are many ways a card might 
be thought to represent. The ultimate decision of a word 
that is not one of the following must be ruled upon by the 
story master. The following words are acceptable without 
a ruling by the story master: Darkness, Sleep, Crescent, 
Twilight, Gloom, Mystery, Isolation, Privacy, 
Concealment, and Secret.  

Ritual 

 

Additional words this card can represent – Since this is 
an image-based game, there are many ways a card might 
be thought to represent. The ultimate decision of a word 
that is not one of the following must be ruled upon by the 
story master. The following words are acceptable without 
a ruling by the story master: Customs, Formality, 

Observe, Ceremony, Performance, Celebration, 
Tribute, Soul, and Spirit.  

Rogue 

 

Additional words this card can represent – Since this is 
an image-based game, there are many ways a card might 
be thought to represent. The ultimate decision of a word 
that is not one of the following must be ruled upon by the 
story master. The following words are acceptable without 
a ruling by the story master: Cheater, Criminal, 
Mischief, Scamp, Trick, Imposter, Deceive, Sneak, 
Bandit, and Pirate.  

Seeker 

 

Additional words this card can represent – Since this is 
an image-based game, there are many ways a card might 
be thought to represent. The ultimate decision of a word 
that is not one of the following must be ruled upon by the 
story master. The following words are acceptable without 
a ruling by the story master: Compass, Direction, 
Travel, Route, Sight, Perception, Range, Track, 
Ranger, and Spot. 

Captive 

 

Additional words this card can represent – Since this is 
an image-based game, there are many ways a card might 
be thought to represent. The ultimate decision of a word 



that is not one of the following must be ruled upon by the 
story master. The following words are acceptable without 
a ruling by the story master: Prison, Bound, Enslaved, 
Enthralled, Prisoner, Chain, Arrest, Snare, Connect, 
and Weight. 

Snake 

 

Additional words this card can represent – Since this is 
an image-based game, there are many ways a card might 
be thought to represent. The ultimate decision of a word 
that is not one of the following must be ruled upon by the 
story master. The following words are acceptable without 
a ruling by the story master: Sin, Poison, Healing, Death, 
Rebirth, Scales, Slither, Wisdom, Evil, and, Transform. 

Steed 

 

Additional words this card can represent – Since this is 
an image-based game, there are many ways a card might 
be thought to represent. The ultimate decision of a word 
that is not one of the following must be ruled upon by the 
story master. The following words are acceptable without 
a ruling by the story master: Speed, Work, Freedom, 
Travel, Desire, Power, Ride, Beast, Majestic, and 
Luck. 

Storm 

 

Additional words this card can represent – Since this is 
an image-based game, there are many ways a card might 
be thought to represent. The ultimate decision of a word 
that is not one of the following must be ruled upon by the 
story master. The following words are acceptable without 
a ruling by the story master: Energy, Lightning, Weather, 
Rain, Turmoil, Fury, Wind, Force, Potential, and elements.  

Sun 

 

Additional words this card can represent – Since this is 
an image-based game, there are many ways a card might 
be thought to represent. The ultimate decision of a word 
that is not one of the following must be ruled upon by the 
story master. The following words are acceptable without 
a ruling by the story master: Heat, Fire, Star, Flare, Day, 
Shine, Bright, Light, Combust, and Warmth. 

Wizard 

 

Additional words this card can represent – Since this is 
an image-based game, there are many ways a card might 
be thought to represent. The ultimate decision of a word 
that is not one of the following must be ruled upon by the 
story master. The following words are acceptable without 
a ruling by the story master: Magic, Conjure, Sorcerer, 
Seer, Enchant, Illusion, Learning, Spell, Arcane, and 
Channel.  

While we do provide you with a few words that these 
cards mean for us, feel free to homebrew your own words 
for the cards as well.  

Rules 
Simply put you gain 1 point for every card you play along 
into the story. This mean if you play one card to the story 
you will gain 1 point but if you play 5 cards then you will 
gain 5 points. There are a few additional rules that can add 
more points to your score. 



Story Master - Basically, when you are the Story Master, 
you must be a fair judge of everyone's story. It is your 
chance to sit back, grab some snacks and just listen. Do 
not worry we give you 5 points for your hard work every 
time you are the Story Master. 

Storyteller - If you are not the Story Master, then you are a 
storyteller. All you need to do is tell the best story you can 
always using the cards in your possession and remember 
to keep at least 5 cards in your hand. 

Points - Traditionally every card is worth 1 point. There is 
a max amount of 6 points for playing cards that do not fall 
under the combination rule, wild rule, or suit rule. 

Combination Rule - Certain cards are made to go hand in 
hand. If the storyteller can create their story in a manner to 
combine these cards, then additional points are awarded. 
There are set combinations, but that does not mean that 
they can be the only possible pairs. A storyteller can 
explain to the Story Master why they believe a combo can 
go together. The Story Master must then judge if the 
combination is usable, or a combination of cards can be 
house ruled to be a standard combination. 

Lad + Heart + Lass = Love 

Snake + Storm + Ritual = Storm 

Fighter + Horse + Castle = Lord 

Crown + Lad + Castle = Prince or King 

Crown + Lass + Castel = Princess or Queen 

Gollum + Wizard + Storm = Frankenstein 

Cloak + Rogue + Key = Crime 

Apprentice + Fighter + Horse = Knight 

Wizard + Ritual + Castle = Villain 

Moon + Sun + Ritual = Divination 

Moon + Heart + Sun = Balance 

Gollum + Key + Castle = Dungeon 

Fighter + Gollum = Armor 

Wizard + Snake + Storm = Druid 

Lad or Lass + Sun + Ritual = Cleric 

Fighter + Lad or Lass + Sun = Paladin 

Fighter + Sun + Heart = Barbarian 

Fighter + Seeker + Castle = Monk 

Wizard + Heart + Storm = Sorcerer 

Rogue + Moon + Heart = Bard 

Rogue + Snake = Poisoner 

Seeker + Key = Map 

Cloak + Moon = Assassin 

Fighter + Cloak = Ranger 

Wizard + Ritual = Warlock 

Wizard + Stallion = Unicorn 

Seeker + Ritual = Cultist 

Golem + Castle = Guard 

Apprentice + Stallion = Scout 

Ritual + Snake = Monster 

The combinations are suggestions by us and if you feel 
that you do not like one, then please feel free to take it 
away. In addition, you could add as many of these to your 
home game as you would like.  

Combinations Pointing - Traditionally as a storyteller you 
receive double points for each card in a combination. The 
cards must touch for a combination to count and the player 
needs to announce they are using a combination.  

Wild Rule - The Wild Rule is simple, if you use a wild card; 
you automatically double your points after you calculate 
how many points you have received. 

Multi Suit Bonus – This only applies when a player plays 
cards that belong to the same suit. 

Two of the same suits grants the player and additional 1 
point to their overall score. 

 

Multi Card Bonus – This only applies when a player plays 
cards that are the same card but different suits.  

Two of the same suits grants the player and additional 1 
point to their overall score 
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