
TRICK OR TREAT
CARD GAME

You Are Invited To Play

Play if you Dare



TRICK OR TREAT
Materials

The 56 Minor Arcana cards from the Halloween
Tarot (Imps, Bats, Ghosts, Pumpkins). 
One standard 6-sided die (D6).

Objective
The first player to collect all 10 cards of their
chosen character's Suit/Theme wins the game.

Game Setup 
Separate the Courts: Remove all 16 Court Cards
(Page, Knight, Queen, King of all four suits)
from the deck.
Character Selection:
Lay out all 16 Court Cards face-up.
Players draft a single Court Card to be their
Character Card. This card is kept face-up in
their Vault area and defines their suit and unique
power for the entire game. Use Rock Paper
Scissors to decide who picks first.
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Game Setup 
Constraint Check: You must choose a
Character Card that has a unique combination
of Rank (Page/Knight/Queen/King) and Suit/Theme
from all other players. The remaining 12 Court
Cards are set aside.
Build the Muster Deck: Shuffle all 40 Numbered
Theme Cards (Aces through 10s) together to
form the central Muster Deck.
Starting Hand: Deal 5 cards from the Muster
Deck to each player. Players keep their hands
secret.
The rounds will be played in the order of Suits (1.
Pumpkin, 2. Ghost, 3. Bat, 4. Imp)
All Players start with 1 Treat Point
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The Suits and Character Ranks: 
Your Character Card dictates the suit you must collect
(10 numbered cards) and the rank of your unique power.

Suit/Theme Element
Character

Rank
Unique Power: Scaled

Ability

Imps (Wands) Action Page of Imps

(Apprentice Trailblazer):
After successfully
stealing a card (Roll 5),
you may immediately
roll the D6 again. If the

Knight of Imps

(Action Trailblazer):
After successfully
stealing a card (Roll 5),
you may immediately
roll the D6 again and

Queen of Imps

(Intuitive Trailblazer):
Once per game, after
successfully stealing,
you may take any
action (1-6) on the D6
table, regardless of the
second roll result.

King of Imps

(Master Trailblazer):
After successfully
stealing (Roll 5), you
may immediately take
any action from the D6



Bats
(Swords)

Intellect Page of Bats

(Apprentice Strategist):
When you ask (Roll 2 or 3),
you may name a specific
card Rank instead of
specific cards, but only for
your own suit.

Knight of Bats

(Action Strategist): When
you ask (Roll 2 or 3), you
may name a specific card
Rank instead of specific
cards (ex. "Give me all
your 5s").

Queen of Bats

(Intuitive Strategist): When
you successfully Ask (Roll
2 or 3) and receive a card,
you may look at the top
card of the Muster Deck.

King of Bats

(Master Strategist): When
you ask (Roll 2 or 3), you
may name a specific card
Suit (ex. "Give me all your
Imp cards") instead of
specific card ranks or
names.
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The Suits and Character Ranks: 



Ghosts
(Cups)

Emotion Page of Ghosts

(Apprentice Empath): If
your Ask action (Roll 2 or
3) fails, you gain 1 Treat
Point (TP).

Knight of
Ghosts

(Action Empath): If your
Ask action (Roll 2 or 3)
fails, you gain 2 Treat
Points (TP).

Queen of
Ghosts

(Intuitive Empath): If
another player
successfully steals a card
from you (Roll 5), you gain
2 Treat Points (TP)
immediately as
compensation.

King of Ghosts

(Master Empath): If any
action (Roll 2, 3, or 5)
targeting you fails (i.e., the
opponent gets no cards
from you), you gain 1 Treat
Point (TP).
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The Suits and Character Ranks: 



Pumpkins
(Pentacles)

Material
Page of
Pumpkins

(Apprentice Accumulator):
When you successfully
draw cards (Roll 1 or 6),
you gain 1 bonus TP per
card drawn.

Knight of
Pumpkins

(Action Accumulator):
When you successfully
draw cards (Roll 1 or 6),
you gain 1 bonus TP per
card drawn, and you may
immediately discard one
card from your hand to
the bottom of the Muster
Deck.

Queen of
Pumpkins

(Intuitive Accumulator):
Instead of rolling the D6,
you may spend 3 TP to
take a guaranteed Draw
(Roll 1) action.

King of
Pumpkins

(Master Accumulator):
When you roll 1 or 6, you
gain an extra 2 Treat
Points (TP) in addition to
the bonus TP per card.
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The Suits and Character Ranks: 



Roll
Tarot Meaning

(Interpretation)
Action Name Game Effect

1
The

Ace/Beginnings
(Unity)

Draw
Draw the top card of the
Muster Deck and add it to
your hand.

2
The Two/Polarity

(Duality)
Ask

(Quantity 2)

Choose one opponent. Ask
them for 2 specific cards (ex,
"Give me your 7 of Imps and
your 3 of Bats").

3
The Three/Growth

(Creative Flow)
Ask

(Quantity 3)
Choose one opponent. Ask
them for 3 specific cards.

4
The Four/Stability

(Structure)
Fortify

Immediately discard any 4
cards of the same rank (ex.,
four 5s) to gain 4 Treat Points
(TP). If you cannot, this action
is ignored.

5
The Five/Conflict

(Change)
Steal

Choose one opponent. Name
one card you think they have.
If correct, you steal it and
gain 2 Treat Points (TP). If
incorrect, your turn ends.

6
The Six/Harmony

(Resolution)
Draw &
Discard

Draw 3 cards from the Muster
Deck, then discard 2 cards of
your choice to the bottom of
the deck.
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Gameplay: The D6 Action Roll
On your turn, roll the single D6. The result dictates the action you
must perform, based on the Tarot significance of the number (1-6).
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Treat Points (TP) and Completion
Treat Points (TP): TP acts as a minor currency and
a tie-breaker.
Treat Points function as a tracked resource in the
game.
You gain TP from certain successful actions
(Fortify, Steal, and various Character powers).
You can spend 3 TP to search the discard pile and
swap one card from your hand with a card from
the discard pile (once per turn).

Primary Function of Treat Points (TP):

TP can be saved up for expensive character powers.
For example, a player might save up TP for the
"expensive Queen of Pumpkins power".
Players begin the game with a starting amount of 1
TP. Throughout the round, TP totals are tracked,
with the player having the highest total being
considered the "richest player".
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How Ask and Steal Actions Work
1.Ask (Roll 2 or 3):

The chosen opponent must surrender all named
cards from their hand to you.
If they cannot fulfill the full request (and are
not using a power to modify the ask), the
request fails, and you draw 1 card from the
Muster Deck as consolation.

2.Steal (Roll 5):
You must name the full rank and suit (ex, "The 4
of Ghosts").
If successful, you take the card and
immediately gain 2 TP. If unsuccessful, your
turn ends.

Completing Your Suit
As soon as a player collects all 10 cards
belonging to their Character Card's suit, they
immediately win the game!


