
 

 

 
 

 



 

 
CON’S PRIAL 

 
Within these pages lie three games from the brain of Sean Smith - mindreader, 
magician & hypnotist - and I suppose games designer too! 
 
Each of the games are written for a pack of cards and two to four friends. So, go and 
grab yourself some pasteboards and some people, and crack open some realities… 
 
 

CONJURORS!  

page four 

It’s the turn of the nineteenth century and you scrabble to create the greatest magic 

show the world has seen. 

 

CONSTITUENTS OF R’LYEH 

page nine 

 The MP for Innsmouth and Grimwater has been dismissed; you stand in the 

by-election and need to win without succumbing to the whims of the Elder Gods. 

Cthulhu plus politics. 

 

CONTEMPT FOR THE OGRE-POET 

page sixteen 

 There is no book in the fiefdom, not since the ogre-poet came. You have three days 

to complete a strategy that will prevent the inhabitants of your village from being 

eaten. 

 
INFLUENCES & THANKS . . . 
No man is an island. These games are most thoroughly influenced by the writing and 
philosophies of Mark Rosewater and Grant Howitt. They would not have come into 
existence without Will Blackstock overseeing a playtesting group that drove me to 
create and refine them. They would not have become finished without Emily’s eternal 
patience to play innumerous new and weird games that have come from my brain. 

Thank you all.  

 



 

 
 
 

Conjurors! 
 

A game of rivalry & prestidigitation. 
 
 
 
 
IT IS THE TURN OF THE TWENTIETH CENTURY and the golden age of stage 
magic. Each player takes on the role of a stage magician hoping to carve 
out an illustrious career and become the most famous illusionist in history. 
Players spend the game perfecting their show, adding and developing new 
acts in order to draw the biggest crowds. 
 
 
 
 
Preparation 
Before you begin the game, you will need: 

★ A shuffled deck of cards (without jokers) 
★ Two six-sided dice 
★ Two to six players 

 
 
 
 
Aim of the Game 
The season ends either when the deck of cards is depleted or a single 
player has developed a PERFECT version of an ACT.  

At the end of the season, players score points based on the strength 
of their ACTS: 

 
1. Piles with ONE CARD are worth ONE POINT 
2. Piles with TWO CARDS are worth THREE POINTS 
3. Piles with THREE CARDS are worth SIX POINTS 
4. Piles with FOUR CARDS are worth TEN POINTS and END THE SEASON 

 
Players may choose to carry over points between seasons. 
 
 

 



 

 
Constituents of R’lyeh 

 
A game of politics and Cthulhu. 

 
 
 
 
Dr Evan Rook, the incumbent MP for the Innsmouth and Grimwater constituency, has 
gone missing following a mysterious and barely-sensible memo swiftly hidden away by 
a particularly waxen-faced aide. This leaves his seat open for the by-election and you 
have elected to stand. 
 
Over the course of the by-election, you’ll face challenges from the other candidates 
and challenges to your own sanity. Woe bedite Innsmouth should the elder forces 
corrupt the winning politician! 
 
 
 
Preparation 
 
Before you begin the game you will need: 

❏ A shuffled deck of cards (without jokers) 
❏ A stack of index cards or large sticky notes 
❏ A pen or pencil for each player 
❏ Two to four players 

 
You should each take an index card or sticky note and write your character’s name at 
the top of it, followed by a short bio. I’ll be Rev. Jonah Smite -- backwoods cleric. 
 
Beneath the name, write the stats POLICY MAKING, PUBLIC SPEAKING, MEDIA 
RELATIONS and STRENGTH OF MIND. Leave enough space beside each stat to 
write a short word - we’ll fill in these spaces when we Build a Career. 
 
If you’ve still got space, you should draw a picture of your politician. Make sure you still 
have space. Drawing your politician might be the best bit. 
  

 



 

 
Contempt for the Ogre-Poet 

 
Game-Chef finalist 2014 

 
 
 
 

There is no book in the fiefdom, not since the ogre-poet came. 
 
For nigh on eight years, the ogre-poet has terrorised the 
wildfolk of the realm, feasting on their flesh when e’er he finds 
them. The only safety was found in literature: the ogre-poet 
would wander off, distracted by the book and forgetting his 
hunger for the month. 
 

In three days’ time, the sickle moon is set to rise and the 
ogre-poet will again venture out on his fleshfeast. 

 
You have three days to stop him. 
 
 
 
 
Preparation 
 
Before the game you’ll need: 

➔ A shuffled deck of cards without jokers 
➔ A stack of index cards or large sticky notes 
➔ A pen or pencil for each player 
➔ Two to four players - who should each choose a wildfolk to play as 

 
  

 


