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Ladies and Gentlemen, 
 
I am British board games designer, who specialises in light filler games aimed at casual gamers. 
Thematically I tend to focus on the lighter side of Gothic Horror, although I have written some Noir, and 
some Sci Fi games.  
 
So far my published titles include: 
 
Lost in Rôlyeh, published by Atlas Games, 
Cadaver, published by Triple Ace Games, 
óImpsô, Devilish Duels, published by Triple Ace Games, 
LocaliZed, published by Beasts of War, 
The Ghost Hunter Series, published by Ghastly Games. 
 
Although I am a prolific games designer, I have less passion for publishing and distribution. It is for that 
reason that I currently have many completed games that I now need to place with publishers. So before I 
write another dozen games I am making a concerted effort to place the attached completed titles. 
 
Please review this portfolio and do not hesitate to contact me if you would like a prototype of any of the 
games. Alternatively if you are UK based let me know if you would like to meet and have me demonstrate 
any of my games. 
 
Looking forward to working with you. 
 
Regards 
 
Kedric 

mailto:info@ghastlygames.com
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The Ghost Hunter Series   
 
 
The Story So Faré. 
 
Ghost Hunter is a trick taking game based in a Victorian world of Gentlemen 
adventurers and gothic horror antagonists. A unique and well developed 
piece of intellectual property the Ghost Hunter series currently has 5 
differently themed games each of which has been successfully funded 
through Kickstarter and then published by Kedric Winks. Each game is a 
standalone game, or can be combined with any of the other decks. They 
have the same core rules, but different special rules depending on the deck. 
The games have a following of dedicated fans already. As well as the 5 
decks there are optional play neoprene matts to enhance the experience. 
When being promoted at various conventions the game does well, most 
people who play it buy a copy, however the series has suffered from zero 
marketing and no distribution beyond sales at shows and a friend at Triple 
Ace Games who allows it to be sold through his webstore. Given the right 
marketing platforms and release schedules this series should perform very well as proven by its current popularity among its fan 
base. As a property this game has outgrown what I can handle as a self-publisher. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Key Points  
 

¶ 2-6 player game that lasts around 20 mins. 

¶ Ghost Hunter decks (Angels & Demons, Vampires, Witches, Monsters and Spirits) are stand-alone games which can be 
combined with the other decks for a bigger experience. 

¶ Plays like Paskahousu, but with card capturing and a scoring system. 

¶ The game ends with each player ranked by a score. 

¶ Already proved successful with a limited audience. 

¶ Each deck features around 14 -18 different cards illustrated by Augustinas Raginskis.  

¶ The look of the game is unique, each deck is black and white with one other colour. 

¶ The series has plenty of room for expansion with many appropriate themes yet to be exploited. 

http://www.coroflot.com/augustinasraginskis


 
 
The Story So Faré. 
 
The world is an abandoned tip. Life is a series of lost souls 
trapped in cobbled together machines, biological accidents 
and strange combinations of the two. The Junkers use tiny 
salvage-bots to scour the wastelands for little treasures. In 
these they see the spark of life and use them to create 
strange and wonderful creatures to join their junkyard 
families. 
 
In this worker placement game, from the designer of 
Cadaver and Lost in R'lyeh, players compete for resources 
in the scrap yard of life. Scavenging and trading players use 
the resources to build new creatures. The first player to 
build three new creatures will end the game. The player 
with the highest scoring creatures will win the game. 

In this game your workers are each represented by different 
types of dice with different numbers of sides. Having a dice 
in an area allows you to roll against the area's target 
number to draw a resource from that area. So some 
workers (an 8 sided dice) will be more effective that others 
(a 4 sided) dice. As each player has a limited number of 
workers tough decisions need to be made as to which areas 
to prioritise with which workers. 
 
 
 
 
 
 
 
 
 
 
 
 
Key Points  

¶ Kipple is a 2-4 player, medium sized game. 

¶ It uses a small board, a deck of half poker sized cards and 16 polyhedral dice. 

¶ It takes around 30 mins to play. 

¶ Players can create a possible 1000 different creatures  

¶ It is a serious gamer's warm up game, or a casual gamers event of the evening.  

¶ The level of difficulty could be understood and played by a bright 10 year old.  

¶ It has a quirky alternate future vibe that has elements of despair, but also of hope. I has been illustrated by the 
talented Augustinas Raginskis and is visually quite unique.  

¶ Kipple is publish ready now. It has been thoroughly play tested and the art, packaging, components and rules are complete.  
 

http://www.coroflot.com/augustinasraginskis


 

óGenies of Abyssiniaô Concept Sheet 
 

 

 
Be careful what you wish for é 

In Genies of Abyssinia takes you back to an ancient kingdom that 
never was. A place of shifting sands, Sultans, Sheikhs and magic. A 
time where powerful forces whispered in the ears of powerful men 
and your destiny was never set in stone.  

In this game of strategy and luck, from the designer of Cadaver and 
Lost in R'lyeh, each player takes control of powerful and often 
volatile Genies. Using the unique strengths of the Genie they control, 
they make three wishes per round. They use these wishes to change 
the course of their lives, to gain Love, Wealth and Power. But be 
wary, the other players are plotting your downfall even as your stars 
are rising, and of course Genies a fickle creatures as likely to twist 
your wish against you as grant you your dreams.  

The core mechanic is that in each round players lay two wishes face 
up and one face down. Each whish has an effect on the game. So 
players can predict the outcome of a round with some certainty as 
they know what their own cards do and what 2 out of 3 of their 
opponentôs cards do. In each round there are three goals that 
players are competing for: The highest Love, Power and Wealth 
scores. If a player tries to win all three they are like to get none, but if 
they focus on one or two they may succeed. The trick is avoiding 
focusing on the same prize while convincing your opponents that you 
are. 

So if you want rise from rags to riches itôs time to dust off that old 
lamp your grandfather warned you about. Because fame and fortune 
are only a wish away.  

 
 
 
 
 
 
Key Points  
 

¶ Genies of Abyssinia is a 2-6 player, medium sized game. 

¶ It uses 146 poker card and 60 punch out chits. 

¶ It takes around 60 mins to play. 

¶ It is a serious gamer's warm up game, or a casual gamers main event.  

¶ The level of difficulty could be understood and played by a bright 10 year 
old.  

¶ It has an orientalist Arabian Nights vibe that has elements of folklore and 
fiction. 

¶ It has been illustrated by the talented Augustinas Raginskis and is visually 
quite unique.  

¶ Genies of Abyssinia is publish ready. It has been thoroughly play tested and the 
components, rule book and packaging are complete.  

http://www.coroflot.com/augustinasraginskis


  
 
Concept Sheet 
The Light Speed Cup: A high speed 
death race against the clock. Drivers 
have a limited time to out-wit, out-
maneuver, and out-pace the 
competition. Their fission powered 
Skimmers speed along future 
highways ramming each other and 
firing dangerous energy weapons to 
try and secure a win in the 
controversial Light-Speed Cup. The 
clock starts and players have until 
time runs out to wipe their opponents 
off of the track. They can choose to 
aggressively pursue and destroy the 
other racers, speed ahead and force 
their vehicles off of the track, or duck 
and dodge allowing the other 
Skimmers to tear each other apart before speeding home to victory. The playerôs Skimmer in the best condition when the clock 
reaches zero wins the Cup! This game is a thrill-packed adrenaline ride where mayhem reigns - never a dull moment! 
 
Remember: Action, Not Protraction!   

To see a full explanation and review of this game watch the Gamerôs 
Remorse video here. 
 

 
 
Key Points  
 

¶ Light Speed Cup is a 2-6 player, large game. 

¶ It uses a varitiy of components including an electronic timer and custom dice. 

¶ Highly customisable this game has 6 vehicles that can be combined with 6 drivers. 

¶ A complete package this game is publish ready with stunning art from Nich Angell on the components, packaging and rule 
book. 

https://www.thegamecrafter.com/games/the-light-speed-cup
http://www.nichangell.co.uk/

