
Dark Rituals & Elder Gods 
 

A card game for 2-4 players 
By Bloodsworn Designs 

 
The object of the game is to end up with the most cultists under your Coven, thus allowing their sacrifice 
to open the great seal, releasing the Elder God you worship into this world. 
 
To Begin: 
Each play must select an Elder God Card. Unused Elder God cards are set aside. 
Shuffle the deck, and deal each player 5 cards. 
Place the rest of the cards, face-down, in the middle of the table to form the draw pile. The youngest 
player goes first, after which play progresses clockwise around the table. 
 
Card Types: 

(x5) Elder God Cards - Cthulhu  Mnomquah Summanus Nyogtha  Baoht Z'uqqa-Mogg  
 
(x40) The Cultists – These poor little fellows will bend to the will of any Elder God. The more you have in 
your Coven the greater your sacrifice to your Elder God is. 
 
(x30) The Hands of Fate – These are the otherworldly powers you were gifted by the Elder Gods. Both 
good and bad, yin and yang, they can affect both your Coven and a Coven on another Speaker. 
 
On Your Turn: 
Draw one card from the draw pile. If there are no cards left in the draw pile, ignore this step. 
 
Play one cultist card from your hand into your "Coven" in front of you, or play a hand of fate card and 
follow the instructions on that card. Hand of fate Cards' instructions are mandatory, but if the instructions 
are impossible you simply ignore them. 
 
Note: Cultists that are destroyed are sent to the discard pile. 
 
Hand of Fate Card instructions are thus: 
(x6) Dark Calling: Take one cultist card from an opponent's Coven and put it into yours. 
 
(x1) The Ritual Exposed: Play this card against one of your opponents Covens, thus exposing their ritual 
and forcing them to lose all of there cultists. 
 
(x6) Dark Harvest: Recover 3 Cultists from the discard pile.  
 
(x4) Negate: Cancel the effect of the card an opponent just played. This is the only card that can be 
played out of turn, and because of its effect it does nothing if you play it on your own turn. The effect 
you cancel doesn't have to be one that targets you, and you may play a Negate to cancel a Negate that an 
opponent has played, and your Negate can be cancelled by another Negate, and so on.  
 
(x6) Elder Sign: Draw 2 cards from the draw pile. 
 
(x6) Dark Tribute: Take 2 cards at random from an opponent's hand. 
 
(x1) Mindthief: Trade hands with the opponent of your choice. 
 
End of the Game: 
The game ends when the draw pile is empty and the player whose turn it is has no cards in his hand. At 
this point, the player with the most Cultists in his Coven wins. 


