
Confabula Rasa - The Story 
 
You are a group of children wandering in a forest. 
You stumble upon a rickety cabin, and cautiously 
enter to explore. Inside, you find tattered pieces of 
paper scattered on the floor. As you pick the paper 
up, you feel yourselves possessed by a group of 
ghosts who died together. Together, you must 
piece together the story of the ghosts’ passing so 
they can move on to the other side. 
 
Contents 
 

- 26 double-sided Confabula Rasa word 
fragment cards 

- 3 powers cards 
- 1 EVERYONE DIES! card 
- 6 rules cards 

 
Players 
 
2-8 players 
Age 10+ 
 
Game Setup 
 
Shuffle the word fragment card deck and deal one 
word fragment card to each player. Shuffle the 
powers cards and place them face down. Place the 
remaining Confabula Rasa word fragment cards in 
a pile on top of the EVERYONE DIES! card. Place 
one card from the pile in the middle of the table to 
start the tableau. 
 

 
 

Game Goal 
 
This is a cooperative game in which players tell a 
story based on the words they make with their word 
fragment cards. Any player may choose to draw 
and play a power card at any point in the game if 
they’re feeling stuck. 
 
Gameplay 
 
Any player may start play. 
 
The first player places the card from their hand onto 
the field so that it forms a word using one or more 
letters from the card already on the field. The player 
may put the card on top of the card already on the 
table, or slide the card underneath, as long as the 
card on the table is not shuffled around. 
 

 
 
When the first player has formed a word, they draw 
a word fragment card and point to another player. 
The player pointed to must start to tell the story of 
the death of the ghosts from the ghosts’ point of 
view, incorporating the word that was just made. 
For example, if the first player forms the word 
“angst,” the player they pointed to could say: “The 
last thing I remember is a feeling of angst as we 
slumped through the halls.” 
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Once the player has finished speaking, any other 
player may go next. The next player adds a card to 
the pile to form a new word and points to another 
player to add to the story. 
 

 
 
Old words may be covered up, but don’t move or 
rearrange the cards on the table. 
 
A player may not place a card twice in a row. 
 
At any time, a player may flip their card to the 
opposite side.  
 
End of Game 
 
Play continues until the last card is drawn from the 
pile, revealing the EVERYONE DIES! card. This 
signals the last round of the story. Players now 
must end the story, with the last player to place a 
word fragment card pointing to the person who 
must bring the story to a satisfying conclusion 
explaining the cause of the ghosts’ deaths. 
 
 
 
 
 
 
 
 
 
 
 
 

Power Cards 
 
Power cards help you out if you get stuck. 
 
Swap hands with someone. See if you can make a 
better word with someone else’s hand. 
 
Discard and redraw. Card goes to the bottom of the 
word fragment pile. 
 
Work together with someone. Look at your cards 
together and see if you can make a word. You can 
combine both of the words to make one word, as 
long as at least one letter of the word is from the 
pile when you attach the card. 
 
Game Length Variations 
 
The length of the game is determined by the 
number of cards used. For a short game (great for 
beginners!) place nine cards in the word fragment 
pile. For a medium-length game, place sixteen 
cards in the word fragment pile. 
 
Confabula Rasa as a Tool 
 
There are many interesting and creative ways to 
use Confabula Rasa cards outside of the scope of 
this game. Feel free to experiment, and share your 
ideas with the world! 
 
Questions? Comments? 
 
http://emmalarkins.com/confabula-rasa 
https://twitter.com/emmalarkins  
emma@emmalarkins.com 

2 

http://emmalarkins.com/confabula-rasa
https://twitter.com/emmalarkins

