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Gambling: Whether dropped into your favorite roleplaying game, betting on odds, or just using them 

around the table messing around, you can have a lot of fun with The Gambler. it can be used to more 

interesting effect than achieved with regular dice in games like Bunco and Yahtzee, but if you like those 

two games or ones like them, you're sure to enjoy using The Gambler for some fun, simple party games! 

The Gambler's interesting odds and iconography makes for some pretty interesting opportunities, as 

we've been discovering in our own designs.   

 

Special Encounters in Roleplaying:  Imagine in various corners of the world or worlds a mysterious 

magic item or alien tech item keeps popping up, changing lives. How? these strange polyhedrals are 

filled with magic and agenda. No one knows who made them, or what their true purpose is, but they are 

a fun and dangerous game offered by a mysterious stranger, who seems to appear right when a PC is the 

most desperately in need of help.  

 

Perhaps a stranger approaches a PC when they are alone and in a weakened or inebriated state, or to the 

whole party, offering to make their problems go away—if they roll Triskeles. Rolling skulls? Well, that 

takes things down a darker path, but then it's twice as easy to roll Triskeles as Skulls. Maybe the stranger 

offers the use of a powerful item the PCs need, or to help them PCs accomplish something they wish for 

(In a superhero game, this might be gaining a new power or a new way to use one)—at a significant 

potential cost for rolling Skulls, of course. Failure should be as severe as the success is beneficial. But if 

the PC is desperate or curious enough . . . some interesting stories are likely to develop! 
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Such an encounter can be with a single Gambler and his die or a mysterious group of similarly dressed 

individuals who appear and disappear with little warning at the perfect time they are needed or under 

other unusual circumstances. If a more formal situation is desired, they could belong to a temple that 

PCs might seek out when they need special help.  

 

Some believe that putting multiple Gamblers together would unlock vast power, but the strangers who 

carry them are never seen together, though there have been enough varying descriptions and even gender 

variations that few suspect there's only one running around. More interesting odds and games can be 

played during the gaming session if multiple Gambler dice are used, but they can work alone as well. 

Many interesting storylines can sprout up around such a powerful item. 

 

As a Magic Item: In the previous examples, The Gambler was something for the GM to control, but it 

could be used by PCs in numerous ways. The GM could assign special powers/effects to each type of 

face (each face with pips can be assigned their own, if desired) and then arrange for the die to be 

discovered. If the GM wants everyone to know what the die or dice can do in special combinations, the 

players can even work together with the GM to develop interesting rewards and consequences, creating 

a Deck of Many Things-like magic item to some degree.  

 

Another way it could be used is as a meta tool for a new magic item. i.e. A defective magic item has 

powerful effects, but only if you roll the right face or combination of faces. So, the actual item might be 

cursed or at least unreliable, like a Wand of Wonder—you don't always know what you're going to get. 

Or the GM might want to simply charge extra Action Points, Drama Points or whatever the RPG uses 

for dynamic action currency whenever the wrong face is rolled. i.e. Add up all the Mystery faces you 

roll and that's the cost in Action Points to unlock that power. Obviously the power needs to be worth the 

expenditure. We'll stop here, but the sky's not even the limit when it comes to The Gambler. 'Nuff said! 

 

As a Game Master for several decades, two of the things Bob Whitely has always enjoyed are designing 

exotic magic items rich with lore and mystery, and interesting NPCs to spark epic stories. The Gambler 

embodies both. 

 


