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Curses/Flaws
Condition

Appearance
Origin

Attribute
Special Trait

Junk

Tools

Trinkets

Materials

Other

Gear

How to Use:
ProPerty

Item

metHod #1: Draw one or more cards and choose a 
property and item.

metHod #2: Draw one or more cards and roll a D6 
to determine a Property and Item. 

metHod #3: Start with Method #1 or #2 to create a 
base item. Then continue drawing cards adding 

properties until the item has the desired number of 
properties. 

Caution: Not every Property will fit with every item 
it may create some weird but fun combination if tried.



AttrIbUtes sUggested Items

rArIty:*
For most items that are desired to be beyond 

normal quality.

soUrce: *
Animal, vegetable, mineral or Monster? 

Where does the item come from.

remAInIng: * How many or much of an item is left. 

LengtH: *
Is the item broken? Is it whole? How big are the 

parts found?

VALUe: * Is this item worth anything at all?

LeArned: *
Best for items that can be read or studied like 

books. These are suggested benefits not required.

LAngUAge: * Is this item something the players can read?

contents: emPty
Used to determine if a container is empty or 

not.

InformAtIon/mAP: *
Determines whether an item’s information is 
relevant to the character’s current location.

tyPe: * Does good or evil benefit from this item?

weAPon tyPe: *
Determines the size of a weapon and how can be 

wielded.

Armor tyPe: * Determines an armor’s category.

extrA: *
Specially crafted items with unique 

appearances or more than one material used.

ProPertIes:

Most Properties are kept ambiguous or vague to allow DM’s to tailor the limitations and 
benefits of any given property. Below is a suggested use for the Attributes property which have 

specific suggested values.

Special thanks to @UnrulyArcana for providing some much needed feedback 
on this project and its redesign and update.



Causes Nightmares
Pristine
Cryptic
Arcane

Rarity: Common
Barbed

Comb

Pot or Pan

Brush

Horn(s)

Tray

Dagger

Pulsates like a heartbeat
Preserved
Intricate

Paranormal
Rarity: Uncommon

Ridged

Ear spoon

Tongs

Mirror

Herb(s)

Pentagram

Longsword

Weeps Blood
Polished
Curious

Preternatural
Rarity: Exotic

Perforated

Crucible

Balance & Weights

Needle(s)

Teeth

Bellows

Torch

Butterfingers
Tanned
Obscure

Eldritch
Source: Animal

Heavy

Stopper, Cork

Alembic

Lamp

Ashes

Magic Circle

Boot(s)

Itchy on bare skin
Processed

Indecipherable
Alchemic

Rarity: Legendary
Fibrous

Powder Puff

Sextant

Quill

Leaves

Cage

Helmet

Foreboding whispers at sunrise
Raw

Indescribable
Necromantic
Rarity: Rare

Layered

Candle Snuffer

Mortar & Pestle

Pipe, Smoking

Dropping(s)

Prayer Rug

Backpack or Bag
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Hot surface
Spoiled

Odd
Planar: Air

Remaining: 1d6
Translucent

Grinder

Rod, Stirring

Crystal Ball

Claw(s)

Keg [20 Gal]

Gauntlet(s)

Cold surface
Moldy

Unnatural
Planar: Astral
Remaining: 1d8

Accurate

Sifter or Strainer

Chalk

Funnel

Twig(s)

Pipe [105 Gal Cask]

Hat

Rattles when shaken as if broken
Rotten

Scraggly
Planar: Shadow
Remaining: 1d10

Floating

Ladle

Votive Candle

Chest

Tallow (fat)

Butt [125 Gal Cask]

Scarf

Loose, Always falling off
Dried

Mis-shaped
Planar: Positive
Remaining: d00%

Bound

Hilt or Handle

Scripture(s)

Magnifying Glass

Seed(s)

Painting(s)

Pants

Shedding (owner or item)
Decayed
Shrunken

Planar: Law
Remaining: 1d20

Serrated

Skull

Inkwell

Hourglass

Brimstone

Idol

Coat

Emanates foul odors
Putrefied

Tiny
Planar: Chaos
Remaining: 1d12

Honed

Bottle

Incense stick

Tweezers

Egg

Cask [40 Gal]

Caltrop(s)
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Random acts of Kindness
Twisted
Crooked

Clockwork
Length: 1d20
Malleable

Blanket

Pouch, Component

Cologne or Perfume

Blood

Stained Glass

Longbow

Opposite intended effect(s)
Brittle
Fancy
Fiend

Length: d00
Extending/Retractable

Bucket

Focus: Orb

Oil, Scented

Powder

Kneeling stool

Battleaxe

Strange conditions for use
Disfigured

Bold
Demonic

Value: Under 1 gp
Hollowed

Pole

Focus: Crystal

Drum(s) or Gong

Skin

Coffin

Sling

Feelings of being watched
Dented

Flowery
Fey

Value: 100-500 gp
Repairing

Tile

Focus: Wand

Fan

Egg

Shrine

Whip

3x as long to dry
Bent

Flamboyant
Aberrant

Value: 50-100 gp
Stainless

Stone(s)

Focus: Staff

Make-up

Bitumen

Tapestry

Hammer

Strange effect(s)
Distorted

Embroidered
Celestial

Value: 10-25 gp
Magnetic

Spike(s) or Piton(s)

Focus: Rod

Prayer Book

Stalk(s)

Reliquary

Polearm
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Chasing ghostly footsteps
Corroded

Faded
Dwarvish

Language: Unknown
Stuffed

Coal

Tinderbox

Coin(s)

Niter

Journal or Diary

Greataxe

Doesn’t fit (anyone, ever)
Ruined

Pale
Goblinish

Language: Known by Player
Sturdy

Dirt

Waterskin

Locket or Pendant

Gum Arabic

Spellbook

Shortbow

Accident Prone
Melted
Painted
Gnomish

Contents: Empty
Rigid

Filings

Scissors

Puzzle or Music Box

Pepper

Picture or Sketchbook

Pauldron(s)

Glimpses into Astral Plane
Poisoned

Mismatched
Beastfolk

Information/Map: Unknown
Muted/Soundless

Cocoon

Wax, Sealing

Clasp or Pin

Pitch

Document(s)

Vambrace(s)

Moves when not observed
Infested
Vibrant

Reptilian
Information/Map: Foreign

Radiant/Glowing

Sand

Compass

Cup or Chalice

Tentacle(s)

Map or Navigation Chart

Greave(s)

Trouble Magnet
Torn

Discolored
Human

Information/Map: Local
Prismatic/Chromatic

Soot

Spyglass

Toy

Bile

Compendium

Glove(s)
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Ornament (break on hit[65%])
Broken
Dirty

Insectoid
Armor Type: Light

Hypnotic

Straw

Razor

Blindfold

Hair

Vase

Greatsword

Poor Quality
Shattered
Scratched

Hybrid
Armor Type: Medium

Balanced

Lump(s)

Knife

Game Piece

Hide

Pitcher or Ewer

Spear or Trident

Crude (Low or No sell value)
Scattered

Gouged
Cursed

Armor Type: Heavy
Silvered

Empty Flask or Vial

Sickle

Bracelet

Fur

Basin

Hunter’s Trap or Snare

Unstable
Smoking
Carved
Sinister

Extra: Metallic
Masterwork

Shell(s)

Ruler

Earring(s)

Gemstone(s)

Dish

Dress

Primitive(-1 on damage rolls)
Burned or Scorched

Notched
Prophetic

Extra: Jeweled
Unbreakable

Petal(s)

Saw

Coin Pouch

Mineral(s)

Decanter

Shield

Cobbled (Disadvantage on use)
Collapsed
Marked

Heroic
Weapon type: Versatile

Mirrored

Reed(s)

Pick
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Ore(s)
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