
Two Decks
Eleusis
Cockroach Poker



Eleusis
Objective
Players take turns playing cards to a central row. The dealer (rule-maker)
declares each play as "valid" or "invalid" based on the secret rule. The goal is
to be the first to correctly guess the rule or earn the most points by making
valid plays.

Setup
1. Players: 3–8 people. One player acts as the dealer.
2. Deck: Two standard 52-card decks (no jokers).
3. Dealer’s Role: The dealer secretly creates a rule for valid card plays

(e.g., "Alternate colors" or "Prime numbers only").
Rules must be consistent, non-arbitrary, and possible to follow
with the deck.

4. Starting Cards: Deal 14 cards to each player (adjust based on group
size).

Gameplay
The game is played by creating a row of cards in sequence. At the start of the
game the dealer (known as "God") invents a secret constraint for how these
cards must progress: for example, "each card played must be higher than the
last, unless the last card was a face card, in which case any numeral card may
be played".

Two decks of cards are shuffled and 14 cards dealt to each player except the
dealer. One card is dealt face-up to start the row and a random player chosen
to start.



On a player's turn they must add one or more cards from their hand to the row
(max 4), in sequence. The dealer judges this play: if the entire play fits the
dealer's rule, the cards are left in place as part of the row. Otherwise, they are
removed from the row and "sidelined", as to be put below the card that they
attempted to follow, and the player is dealt a number of penalty cards equal to
twice the number of cards they attempted to play that turn. If the play had
multiple cards and only some were incorrect, the entire play is declared invalid,
without the dealer specifying the invalid cards.

One player may elect to be a "prophet". A player who believes they have
worked out the rule may request to become one at the end of their turn, if
there is not already a prophet among the players, by placing a black marker on
the card they just played. The prophet puts down their hand and skips their
turns during their time as prophet. The prophet takes on the role of judging
valid and invalid moves; if the dealer catches them making a mistake, the
prophet is overthrown and receives five penalty cards (with the player who
made the play receiving no penalty cards for that turn, if the play was invalid).
An overthrown prophet takes their hand back up, takes all black markers off
the row, and becomes a regular player again.

If at any time a player thinks they cannot play a legitimate card, they may
declare a "no play", and show their hand to everybody. If the dealer confirms
that no cards in that hand can be played, the player discards the hand and
draws a new hand four cards smaller. If the player's call was incorrect, the
dealer plays the correct card for them and gives the player five penalty cards.

A white marker is placed on each tenth card played, and a black marker on
each tenth card after a prophet's marker. After the fourth black or white
marker is placed, any invalid plays result in that player being eliminated from
the game, and their hand remains intact for scoring. If both white and black
markers are present, the black markers take precedence.

A round ends when a player empties their hand, or when all players (excluding
the prophet, if any) have been eliminated. Players score 1 point for each card
in the hand of the player with most cards, minus the number of cards in their
own hand. If a player has an empty hand they gain a further 4 points. If there is
a prophet at the end of the game, they receive an additional 1 point for each



card in the row following their first black marker, and 2 points for each
sidelined card following that marker.

The dealer's score equals the highest score of any player, unless there was an
active prophet. If there is a prophet, count the cards (right and wrong) played
up to and including the card with the prophet marker and double this number.
Dealer's score is the smaller of the high count and the doubled card total. The
winner is determined by the total of all rounds, and if the game ended before
all players have had a chance to deal, every player who has never dealt get 10
more points in compensation.

Example Rules
1. Simple:

"Alternate between red and black cards."
"Each card must be higher than the previous one."

2. Complex:
"Prime numbers only (2, 3, 5, 7, J=11)."
"Each card must be either one rank higher or two ranks lower than
the previous."
"Alternate suits in the order ♥ → ♣ → ♦ → ♠."

Tips for the Dealer
Test your rule beforehand to ensure it’s solvable.
Avoid overly broad rules (e.g., "All red cards") or rules requiring
memorization.
Start with a simple pattern to help players learn the game.

Variation: Eleusis Express
A streamlined version where:



The dealer writes the rule secretly before the game.
Players have 3 lives (invalid plays cost a life).
The first to guess the rule wins.

Eleusis is a fantastic game for logic lovers and makes a great party challenge! ����



Cockroach Poker
You'll need 2 standard decks of cards numbering 1 to 8

The aim of the game
To win, you’ll need to collect as few cards face up in front of you as possible, by
deceiving your friends into taking them instead, because if you get 4 of the
same, you lose!

Setup
Cockroach poker consists of 64 cards valued from 1 to 8.

Gameplay
To begin the game, the starting player chooses a card from their hand, slides it
face down in front of another player and states what creature is on it, telling
either the truth, or a lie.

For example: 'This card is a two'.

The player the card is in front of has 2 options:

1. Accept the card, by stating whether they think the statement is true or false, before
revealing the card If they guess correct: The card is passed back to its owner who must
keep it face up in front of them. If they guess wrong: They must keep it face up in front of

Shuffle the deck.
Deal the cards equally between each player.
Pick a starting player.



themself. The player who keeps the card starts the next round.
2. Pass the card - by peeking at the picture on it and then either confirming or making a new

claim as to what creature is depicted and sliding it in front of someone else. Now that
player must pick between the same 2 options. A card can keep being passed around to
any player who hasn’t seen it yet. If you are the last player to see the card, you have just
one option, accept the card and guess if the claim is true or false

Game End
The game ends when a player has 4 of the same card in front of them - they
lose and everyone else wins. Alternatively, if a player starts a round with no
cards in their hand - they’re the loser.

2 Player Rules
In a two player game, remove 10 cards from the deck at random. You cannot
pass the card, only accept it and make a guess as to whether the statement is
true or false. The loser is the first with 5 of the same card in front of them, or
the one to start a round with no cards in their hand.

That’s cockroach poker, a card game for sneaky little creatures.


