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Once again we have been to Cannes for 
the 30th Festival International des Jeux, 
featuring lots of events on the Jubilee, and 
of course many games, some of them we 
saw before at Nuremberg and Essen, some 
of them were new and some specifically 
for the French market only. Games which 
have been presented at previous events I 
have – with a few exceptions – only men-
tioned briefly, and not always with a pic-
ture. Games that were published before 
2016 and only being distributed by a French 
company by one of the exhibitors are usu-
ally not mentioned.
There was also again a separate hall for 
families and children presenting toys and 
games, and also areas for video games, 
role playing and traditional games like Go, 
Chess or Mancala and, in the evenings, the 
trial area in OFF for extensive testing of 
games and prototypes.

As usual, the winners of As d’Or were an-

nounced at the eve of the Festival, this year 
As d’Or was awarded in three categories.
L‘As d’Or Jeu de l’Année:
Mysterium – Cooperative, asymmetric card 
game by Oleksandr Nevskiy and Oleg Sido-
renko for 2-7 players, ages 8+: A secret must 
be uncovered in cooperative mode, by us-
ing two very different roles in three levels 
of difficulty – a ghost hands out cards and 
supports the spiritualist, who in turn try to 
interpret the messages of the cards. Pub-
lished by Libellud, distributed by Asmodee.

Nominees:
Mafia de Cuba by Philippe de Pallières and 
Loïc Lamy, a bluff and crime game for 6-12 
players, ages 12+, at Lui-Même / Asmodee.

Qui Paire Gagne by Stephen Glenn for 3-8 
players, ages 12+, on the topic of pair for-
mation with images, you score for pair cor-
relations with other players; at Le Scorpion 
Masque / Asmodee.

L‘As d’Or Jeux de l’Année Enfant:
Maître Renard – Card game by Frédéric 
Vuagnat for 2-4 players, ages 7+: The Old 
Fox must be impressed and so you need 
to bring him most prey in order to become 
his successor. Already published at Cannes 
2015; German edition as Ausgefuchste 
Meisterdiebe at Heidelberger Spieleverlag.

Nominees:
Animal Mystére by Emely Brand for 3-5 
players, ages 6+: You look at a puzzle card 

EDITOR-IN-CHIEF DAGMAR DE CASSAN REPORTS FROM CANNES IN FRANCE

30. FESTIVAL INTERNATIONAL DES JEUX 
An overview 2016 assisted by Ferdinand de Cassan, Christoph Proksch and Uschi Vlk!
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40 Years for WIN 
Dagmar de Cassan, Editor -in-Chief

The times, they are achanging ... as you will 
see if you travel by air or on the „Balkan“ route.
How life and time have changed in France 
was demonstrated to us at the Festival in 
Cannes! Security checks were done since 
many years, but they were always short 
friendly checks. 
This year, 2016, we got a demonstration of 
how it could also be. Waiting queues in the 
rain, waiting time more than 2 hours for your 
security check. And the French families did 
wait! I try to image the same situation in Essen 
at Spiel!?
But there all will the same, or will it?
In our data base LUDORIUM you can find all 
those games.
Come and take a look, and find out about all 
those games that you are still missing out on, 
at http://www.ludorium.at
Do you like our WIN? Until we have caught 
up on our backlog, we do not take new 
subscriptions, you can read all the issues free 
of charge, see
http://www.gamesjournal.at. 
Our games compendium, GAME BY GAME 
2016 is available as a PDF, too, see
http://www.gamescompanion.at þ

and then let the animal depicted on the 
card move across the back of another 
player, using your hands. When this player 
guesses the animal correctly, you are re-
warded with a card.

Le jeu aux mille titres by Pampuk for 2-6 
players, ages 5+ at Oya: Many different edi-
tions, a game to tell stories with, featuring 
grammar, a treasure trove of ideas with a 
total of four ways to play.

L‘As d’Or Jeux de l’Année Expert:
Pandemic Legacy – New interpretation of 
Pandemic by Matt Leacock and Rob Daviau 
for 2-4 players, ages 13+: Fighting a pan-
demic coupled with playing Risk. You play 
over a period of one year; each month can 
be played twice. The basic mechanisms of 
the game come from Pandemic. Changes 
during the game are permanent and make 
each game unique and also each copy of 
the game as stickers introduce positive and 
negative changes. In France published by 
Filosofia.

Nominees:
7 Wonders: Duel – Two-Player-Version of 
7 Wonders by Bruno Cathala and Antoine 
Bauza, for 2 players, ages 10+: Beginning 
with a starting display, you take available 
cards from the display for buildings, coins or 

World Wonders. When the conflict marker 
reaches the opponent’s capital it gives you 
military victory. Six different research sym-
bols in the city give you scientific victory. 
Civil victory can be achieved with most vic-
tory points from cards, progress tiles and 
position of the conflict marker. At Repos 
Productions, distribution Asmodee

T.I.M.E. Stories  – Narrative game by 
Manuel Rozoy for 1-4 players, ages 10+: 
Board game, role game and narrative game 
- as Time Agents we travel into other eras 
and try to complete our mission there, 
using a host body. If we do not succeed we 
are hauled back automatically and can try 
again. A cooperative scenario is included. 
Its deck must be handled exactly as stated; 
basic mechanism is reaching cards, reading 
and evaluating them. At Space Cowboys, 
distribution Asmodee.

Los Angeles Vice Division – Crime game 
for 2-6 players: As a police officer in Los 
Angeles in the 40ties you deal with cases 
that are based on real unsolved crime cases, 
fictitious solutions are offered.

99 Monkeys
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Two games in new edition, featuring the 
same mechanisms:
Tam Tam il était une fois Les Princesses 
as an educational game on words and 

associations; two words, a word and picture 
or two pictures go together. Six different 
ways to play. 
Tam Tam il était une fois Les Pirates: 
Analogical to Les Princesses

Shown at Essen 2015:
Aya – Cooperative placement game by Ol-
ivier Grégoire and Thibaut Quintens for 2-5 

players, ages 8+. 
Piratoons by Olivier Grégoire and Thibaut 

Quintens for 2-4 players, ages 8+: 

Puzzle ta grammaire! – Educational 
language game for up to 4 players, by 

Caroline Imperator, Mélanie Perin and 
Michele Weber: The grammar of a sentence 
is represented and trained using word 
cards in different shapes for nouns, verbs, 
pronouns etc..

Gang Rush Detroit for 2-5 players, ages 
10+: A new power struggle for the position 

of Godfather and protection money. Who 
will be boss with most money? Announced 
for July 2016.
Kingz for 2-5 players, ages 8+: Lion King 
of animals is dead and a new king must 

be chosen. Animals organize a gladiator 
tournament. Which animal is last upright on 
its paws?
Krosmaster Arena 2.0 for 2-4 players, ages 
12+: New rules, new rewards and the title 
of Krosmaster for a bonus. Published on 
occasion of the first animation film Ankama 

Dofus Book 1 Julith, in summer 2016.
Announced for autumn 2016:
75 Gnom‘ Street for 2-3 players, ages 10+: 
The gang war of garden gnomes is in full 
swing in Grandma‘ meadow.

Krosmaga – Deck building game for 2 
players, ages 8+: Combination of deck 
building with tower defense; as a god you 

confront another god.

Monster Slaughter for 2-4 players, ages 
1 2+: All Clichés of horror films are met on 
the board. Five juveniles find themselves 
in a country home, players are demonic 
creatures terrorizing the teenagers.

The company presented French editions of 
its games:

AB Ludis

Act in Games

Ah, la grammaire en puzzle!

Ankama

Argentum Verlag



WIN The Games Journal now also available as eBook!
For all information on that check our website.www.gamesjournal.at 5ISSUE 491 / MARCH 2016

OUR REPORTtFESTIVAL INTERNATIONAL DES JEUX CANNES 2016 / GABIS

GAMES BUYER INFORMATION SYSTEM - GABIS

STRUCTURE
Each game review also features an evaluation which can 
help you to find the game that best suits your tastes. The 
color accompanying each game title represents the USER 
Group. The headline also contains icons for age and number 
of players.  
The BAR in the evaluation box displays color codes for up to 
10 features of a game.

USER GROUP
We have defined 4 target groups (color accompanying the 
head line)

Kinder: 
Games for children an educational games. Adults can play 
in a guiding function.
Familien: 
Children and parents play together, all have the same 
chance to win and have fun.
Freunde:  
Young people and adults play together as equals
Experten:  
Games with special demands on rules and playing time. 
Especially for game geeks

Please note for the user groups Children, Family and 
Friends: Children who love to play can be ahead of their 
peers! Please note that our target group “families” does not 
imply the classical concept of „family games“! Furthermore, 
our user groups can overlap. The choice of suitable games 
always depends on your playing partners and your fun 
with games!
Games that are especially eligible for Solo play or for 2 play-
ers or Large groups of players are marked with an icon.

FEATURES
Each game targets preferences for different features in a 
player, therefore each game is not suitable for each player. 
We have listed 10 features players note when deciding 
on a game. Only if a player finds his preferred features in 
a game he will enjoy the game. The color code marks the 
dominant features. Educational games train the highlighted 
preference.

Empty boxes: This feature is neclectable or not present 
One colored box: This feature is present, but not essential
Two colored boxes: This feature is present and important 
in the game
Three colored boxes: This feature is dominant and essential

 Chance:
The game is influenced by dice, cards or any other form of 
random generator

 Tactics: 
Take decision, short-term planning, planning based on 
one move

 Strategy: 
Think ahead, long-term planning, planning for several 
moves

 Creativity: 
The player has to provide words, phrases, images and other 
creative efforts   

 Knowledge:
Cultural and educational knowledge, long-term memory

 Memory: 
Remember, learn by heart, short-time memory

 Communication: 
Talk to each other, negotiate, inform

 Interaction: 
Influencing each other, bluffing, auction

 Dexterity
Motor skills

 Action:
Body movement, balance and reaction

ADDITIONAL INFORMATION
Version: The edition of the game on which the review is 
based
Rules: This lists the languages in which rules are available or 
are included in the game, often even more translations can 
be found on the web.
In-game text: A YES marks a game with language-
dependent components that cannot be played without 
translation or knowledge of the language

Argentum by Charles Chevallier for 2-4 
players, ages 10+, 2015
El Gaucho by Arve D. Fühler for 2-4 players, 
ages 10+, 2014 
Hansa Teutonica by Andreas Steding for 
2-5 players, ages 12+
Sauf qui Peut by Ronald Wettering for 3-6 
players, ages 12+ (Rette sich wer kann)

Many of the new releases were not shown 
in the general hall, but in an extra area with 
limited access.
Camelot – Card game by Reiner Knizia 
for 3-5 players, ages 8+: A new edition of 

the game, earlier editions as Attacke from 
F.X.Schmidt Spiele 1993 and as Camelot 
from Asmodee 2002.
Il etait une fois – French edition of Once 

Upon a Time by Richard Lambert, Andrew 
Rilstone and James Wallis for 5-6 players, 
ages 8+, first edition 1993
Service compris – French edition of Family 

Business for 2-6 players, ages 10+, by Dar-
win Bromley, first edition 1982 from Mayfair 
Games.
Asmodee is distribution and coproduction 
partner in France for the following compa-
nies – games see under the individual com-

pany and brand names: Bombyx * Days of 
Wonder * dV Giochi * Editions du Hibou * 
Editions La Haute Roche * Filosofia * Libel-
lud * Lui-même * Ludically *  Ludonaute *  
Monolith * Pearl Games * Pretzel Game * 
Repos * Space Buddies * Space Cowboys * 
Ystari

Besides games already shown – 1944 Race 
to the Rhine, Freedom, Mare Nostrum and  
Quartermaster – there was a prototype:

Guédelon – Cooperative building game for 
1-4 players, ages 10+, you build a castle with 
the means and techniques of the period.

A distributor of games, this year the pre-
sentation included – among others - 
Splash (German edition at Game Factory), 
Bretagne from Placentia, Spellcaster from 
R&R, Sam La Pagaille by Elements Editions 
(already shown in Cannes 2015), games 
from Argentum and also a new title:
Tunheli – Card game by Vincent Burger for 

2-4 players, ages 8+: A the chief of a crew 
of dwarfs you try to collect more treasures 
then the other crews.

Flip Hop – Placement game by Jean-Claude 
Pellin for 2-4 players, ages 6+: You need to 
be the fasted to arrange your nine double-
sided tiles – showing images of dancing 

Azao Games

Asmodee
Asyncron Games

Atalia



OUR REPORT u FESTIVAL INTERNATIONAL DES JEUX CANNES 2016

6 ISSUE 491 / MARCH 2016 www.gamesjournal.at

snails – by turning them over or shunting 
them around to achieve the arrangement 
given on a task card.

Ultraz – Card game by Nicolas Smeers for 
2 or more players, ages 7+: You sue energy 
cards to deploy the 15 members of your 
team to stand up against your opponents 
– you can play humans, androids or aliens.
Shown at Essen 2015:
Sifaka, Card game by Jean-Claude Pellin 
and Christian Kruchten for 2-4 players, ages 
8, on Mango collecting in Madagascar.

Shown in Nuremberg as a prototype, now 
presented in its final design:
Bubble Pop – Placement game by Grégory 
Oliver for 1-2 players, ages 7+: Animals bust 

be saved by arranging bubbles. When the 
bubbles are arranged correctly you score 
points and special abilities, in case of a 
mistake you lose instantly.

Bidouilles by Marcel Friboulet for 1-4 play-
ers, ages 6+: Topic of observation and quick 

reactions; you roll dice and snip your chips 
towards the correct Bidouille face; if you get 
nearest you keep your chip and win if you 
are the last player to have chips. 
Camargue – Placement game by Marcel 
Friboulet on the topic of Camargue for 2-4 
players, ages 10+.You want to earn pink fla-

mingo points and to earn them must tame 
bulls and place and relocate herdsmen and 
herdsmen on horseback and herd bulls into 
stables.

Sauve Moutons – New edition of Baaaaa! 
, shown in 2015 at Cannes, a cooperative 

game for 2-6 players, ages 5+; sheep must 
be brought up to the top of the mountain.

Shown in Nuremberg 2016, albeit as a pro-
totype:
Keskifé? – Party game by Julien Sentis for 
4-16 players, ages 8+: All players but one 

execute an action on which they have infor-
mation; the one player without a clue must 
imitate the action successfully. 
Distribution partner for Act in Games * 
Buzzy Games * Game Flow * Ilopeli * Tiki 
Edition

Celestia was again dominantly presented, 
and you could glean a few impressions on 
their next game:
Edenia, presented in Nuremberg 2016 as 

Spacesheep, a satirical fantasy space game 
by Matthieu Lanvin for 2-4 players, ages 8+: 
As a sheeponaut you fly through space on 
the search for Grazeland; on the way you find 
ancient technology and colonize planets.

Bankiiiz Editions

Bidouilles

bioViva

Blackrock 
Games

Blam

Blue Cocker

Color codes, target groups, features, icons and GABIS are
explained on page 5 and at the bottom of pages 60 and 61
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Meeple War by Max Valembois for 2-4 play-
ers, ages 10+: Meeples one were battle vehi-
cles for four kingdoms in Lilliput; the game 
simulates those battles, you collect victory 
points from destroying opposing meeples, 
enemy buildings and control of towers.
Yesss! by Romanic Galonnier for 2/3-7 
players, ages 8/10+: A guessing game on 
words, you need to guess two out of seven 

objects, based upon a one-word clue.

Shown in Nuremberg 2016:
Brix – Placement game by Thierry Denoual 
and Charles Chevallier for 2 players, ages 7+. 
Fast Flip – Reaction game for 2-8 players, 
ages 7+.
Sixth – Abstract game by Josef Dorsonczky 
for 2 players, ages 12+.
Top That! – Stacking game by Thierry Den-
oual for 2-4 players, ages 7+. 
Vikings on Board – Attack and collecting 
game by Charles Chevallier, Christine Du-

mas and Pascal Pelemans, for 2-4 players, 
ages 8+.
Vroom Vroom – Race game for 2-4 players, 
ages 5+: 
Shown at Essen 2015:
Dr. Eureka  – Shunting game by Roberto 

Fraga for 2-4 players, ages 6+. 
New York 1901  – Construction game by 
Chenier La Salle for 2-4 players, ages 8+.
Poulettes - Collecting game by Lionel Borg 
for 2-6 players, ages 7+.

Décrocher la Lune by Juan Rodriguez and 
Fabien Richaud: A 3D game, you need to 

reach the moon with ladders and set those 
ladders on top of each other in a 3D con-
struct.
Capt’aine Carcasse – New edition of Dead 
Man’s Draw in a tin, a luxury edition in coop-

eration with Mayday Games.
Shown in Nuremberg 2016:
Fourberies – Card game by Bruno Cathala 
and Christian Martinez for 2-4 players, ages 
10+.
Manchots Barjots = Pingvasion – Card 
game by Bruno Cathala and Matthieu 
Lanvin for 2-5 players, ages 7+. 
Shown at Cannes 2015:
Minuscule  by Ju-Hwa Lee for 2-6 players, 
ages 5+: Race game, insects race along a 

track. French edition of Dark Horse, Magpie.

Top Dance! – Party game for 3-8 players, 
ages 7+: 60 people from the video game 

edition are featured, you dance to guess 
possible choreographies.
Shown at Cannes 2015:
Top Face! - Party game for 3-8 players, ages 
7+. 
Graff City - Party game for 3-5 players, ages 

10+ on the topic of Graffiti.
Distributor in France: Blackrock Editions

Fleet Commander Genesis by Elwin Char-
pentier and Henri Redici for 2 players, ages 

12+, including the expansions of Avatar 
and Salvation. New edition of the core 
game from 2014 via Kickstarter with new, so 
far unpublished expansions.
Shown at Essen 2015:
Siggil – Card game by Henri Kermarrec for 
2-4 players, ages 8+. 

Buzzy Games

Blue Orange Europe

Bombyx

Capsicum Games

WIN The Games Journal now also available as eBook!
For all information on that check our website.
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Sol – Deduction and adventure game by 
Pierre Buty for 2-8 players, ages 10+: You 

rival with the opposing team to be able to 
leave the island with the treasure of the Sun 
God. Team characters have different abili-
ties; you move, search and locate markers, 
flags or clues to the treasure.

Circus – Educational game by Francois Pe-
tit for 2-4 players, ages 6+: Language game 

with a circus topic, you need logic, observa-
tion and speedy reactions.
Détective Matheo – Educational game by 
Alain Brobecker on numbers and arithmetic 

operations for 2-4 players, ages 8+, topic are 
one or several congruencies among cards.

Grammi Cat’s 1 – Les classes grammatica-
les by Francois Petit for 2-4 players, ages 7+: 
Educational game on grammar.
Grammi Cat’s 3 – La construction des 
phrases by Francois Petit for 2-4 players, 
ages 7+: Educational game on grammar, es-

pecially on sentence formation and phrases.

Maths et mesures 1 by Francois Petit for 

2-4 players, ages 8+: Educational game to 
measures and weight, offering six ways to 

play.

Shown already in 2015 at Cannes and this 
year name-giving game for the booth:
Dessine-moi un mot by Mathilde Gosselin  
on the topic of spelling.
A new game was:
Le zoo des nombres – Educational game 
for players, ages 6+ on the number range 
1-100, with different ways to play, from 
Memo to Bataille.

Fast Fouille – Spotting game with cards by 
Jack Degnan for 3-8 players, ages 10+: You 

search for suitable images for the maximum 
possible number of points.
Keep Cool -  Communication game by 
Dimitri Ferriere and Gregory Bruwier for 

3-8 players, ages 13+: Each player holds 
four words, which his left neighbor must 
guess, and he can either give a clue to the 
left neighbor or try to guess the words of his 
right neighbor.
Statues – Communication game with pos-
tures by Sebastien Decad for 4-14 players, 
ages 10+: In each round one player is the 

„visitor“ and tries to guess the term the 
other players are presenting by posing as 
„statues“.
Already shown 2016 in Nuremberg:

Catch Up Games

Cat‘s Family

Cit’inspir 
Editions

Cocktail Games

Color codes, target groups, features, icons and GABIS are
explained on page 5 and at the bottom of pages 60 and 61
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Gallina City – Spotting game by Carlo A. 
Rossi for 2-6 players, ages 6+. 
Imagine – Guessing game by Shingo Fujita, 
Motoyuki Ohki and Hiromi Oikawa for 3-8 
players, ages 12+. 
Pizza Time – Card placement game by Ben-
oit Michaud for 2-6 players, ages 8+. 
Twinz – Word guessing game by Hervé 
Marly for 4-10 players, ages 12+

Crazy Courses – Race game on the topic 
of shopping by Jean-Francois Lenen for 2-6 

players, ages 7+; you race you shopping 
card along the isles and want to be first to 
collect for items and to reach the parking 
lot.

Top-A-Top – Party game for 3-6 players on 

correct and fast reactions, first published by 
Kuznia Gier, Poland, in 2011.

Already shown in 2016 at Nuremberg:
Quadropolis – Building and placement 
game by Francois Gandon for 2-4 players, 
ages 8+: You build your own town, but are 
competing with other players for shops, 
parks, public installations and other urban 
facilities, which you want to include in your 
town.

Kharnage – Conflict game by Yann and 
Clemm for 2-4 players, ages 8+, for a hill 

with a picnic table on top, fought for with 
more than 150 cards. Currently on Kickstart-
er, already funded.
Still in a prototype stage:
Age of Tower by Guillaume Mazoyer, a 
game based on the tower defense prin-

ciple, towers must be built and the village 
defended.
Shadows of Normandie Desert Wrath – 
Expansion by Yann and Clem for 2-3 players, 

ages 13+, Section M with the Long Range 
Desert Group versus the Black Sun Africa 
Corps.
Other prototypes mentioned were Im-
pitchables, Heroes of Normandie Das 
Kartenspiel and Braquo.

Batamo – Card game on words, by Babay-
aga for players, ages 8+: Adaptation of the 

game Bataille, this time the focus is not on 
the strongest cards but on words with suit-
able letters and topics.
Lezard Domino – Dexterity game with 
domino pieces, by Babayaga for players, 

ages 6+: You place domino pieces and want 
to be able to place all of them.
Vamos a la Playa by Antoine Rabreau for 
players of ages 6-12+: Competition in build-

ing sand castles, all must be finished before 
the tide comes in. You always choose one of 
four proposed cards – build a castle, collect 
shells for decoration or interfere in your op-
ponent’s building.

Bigloo – Collecting game with cards, you 
collect as many scoops of ice cream as pos-
sible, but must take care that you do not 
take the ball brought in by the dog, because 
you are wearing distortion glasses!

Crazy 
Courses

Cube Factory
 of Ideas

Days of Wonder

Devil Pig Games

Djeco

Dujardin

WIN The Games Journal now also available as eBook!
For all information on that check our website.
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Folle dinde – Card game, you want to be 
first to discard all ingredient cards in order 

to make your turkey light up!

Three games in the series Lapins Cretins, all 
by Roberto Fraga, and for players ages 7+:
Choucroute Berta, Le Bwacalaureat  and 
Yakasushi

And then there were also version of the clas-
sic Mille Bornes:

Mille Bornes Fun & Speed and Mille 

Borne Buzz & Speed

The Laughing Pig is back, too, as 
Le cochon qui Rit dans son Jabouzzi – 
Action game for 2-4 players, ages 3+: You 
throw mud at the pic in the guise of col-
ored pegs that are selected by rolling a die; 
when the pig has enough mud on its belly, 
it laughs and shakes off the mud pegs.

Once again, this year, the company presents 
French versions of games from other com-
panies, which were mostly already present-
ed by the original publishers ...
Blood Rage  – Fantasy adventure game 
with drafting cards, by Eric M. Lang for 2-4 
players, ages 13+: Ragnarök has arrived and 

with it the last chance for the Vikings to en-
ter Valhalla with fame and glory.

Dark Tales and expansions Blanche Neige 
and Le Petit Chaperon Rouge – French edi-
tions of Dark Tales and expansions, by dV 

Giochi.
Rum & Bones – Pirate game for 2-6 players, 
ages 14+: Legendary pirates with special 
abilities competing for the treasure of Davy 
Jones.

Super Dungeon Explore – Dungeon crawl 
with miniatures, by Deke Stella for 1-6 play-

ers, ages 14+: You play on modular boards, 
the Dark Consul must defeat all heroes, 
while the heroes need to eliminate the Con-
sul.

Tides of Time – Card drafting game by Kris-

tian Čurla for 2 players, ages 8+: You guide 
realms through the rise and fall of their civi-
lizations.
XenoShyft Onslaught  – Conflict simula-

tion with cards, by Michael Shinall and 
Keren Philosophales, for 1-4 players, ages 
14+: In nine rounds the basis must be de-
fended against the continuing attacks of 
the alien hive; it is not necessary to elimi-
nate the opponent, the defenders must sur-
vive. German edition: Asmodee.
Zombicide Black Plague – Fantasy minia-
tures game by Raphael Guiton, Jean-Bap-
tiste Lullien and Nicolas Raoult for 1-6 play-

Edge
 Entertainment

Color codes, target groups, features, icons and GABIS are
explained on page 5 and at the bottom of pages 60 and 61
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ers, ages 14+: A small handful of survivors 
after the apocalypse confront the undead, 
in a medieval setting and armed with cross-
bow and sword.

Ta Bouche – Expansion or junior edition 
of the phrase/answer game Taggle by Yves 

Hirschfeld and Fabian Bleuze for 3-8 players, 
ages 12+.
Comment j’ai adopté un dragon is an-
nounced, a dice game on telling stories, 
analogous to Comment j’ai adopté un 
gnou.

Lots of games were on show, I have only 
mentioned three of the older ones, and 
then there were

A la manière de ... – A game on quotations 

by Antonio Lupica for 3-10 players, ages 
14+: You complete texts from famous writ-
ers and try to copy their style as best as pos-
sible.
Shashawa – Card game by Michael Ferch 
for 4-11 players, ages 5+; You hand on 

cards and try to be first to collect four 
corresponding cards.
A preview for autumn was the prototype of
Dice Crash – A dice game on construction 
towers of dice.

Shown at Essen 2015:
Flip Flop – Card game by Thomas Brehon, 
Joao Miguel da Silva Pina and Audrey 
Guinaudeau for 3-4 players, ages 10+: In the 
trick-taking game you must meet demands.

Shown at Essen 2014:
Arlequin  by John Vertex for 2-6 players, 
ages 12+: Bluff game with cards, you name 
a card combination and your neighbor can 
believe you or check the combination.
Already published in many versions in 
previous years:
Shabadabada – Music quiz by Sylvie Barc 
for 4-16 players, ages 8+: One team sings 

part of a song that contains the current 
word, the other team must find another 
song with this word.

Barabistouille – You find yourself in a bar in 
the skin of a famous personality and must 
answer questions in his/her name and can 
challenge other players. New revised edi-
tion of Carabistouille, 1992

Nonsense Family – Narrative game by Ve-
ronique Houbaert and Marcel Veelo for 3-8 
players, ages 8+: You tell a story and hide 

a secret word in it according to your task, 
the other players must guess the word. You 
have one minute for the story. 

Les 5 Supplices – The first French cam-
paign for the role-playing game L’Appel de 

Cthulhu.
Plenilunio – Role playing game about 
powerful beings and colliding powers, influ-

enced by sun and moon; and in the middle 
the pioneers, unusual humans at the center 
of events – the players.

In cooperation with Lucky Duck Games the 
board game implementation of an online 
game was created:
Vikings Gone Wild by Vincent and Julien 
Vergonjeanne for 2-4 players, ages 14+, a 
village-building game like deck-building, 

Editions
 Le Droit de Perdre

Editions de la
 Haute Roche

Editions du Hibou

Editions 
sans Detour

EveryDayiPlay
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you either buy permanent buildings from 
the display or units, towers and other fea-
tures to improve your deck for better de-
fense and attack options.

French editions of the games presented by 
Z-Man in Nuremberg:
Haleakala – Development game by Florian 
Racky and Marc Klerner for 2 players, ages 
12+: French edition of Haus der Sonne, 
Feuerland Spiele 2015 
Knit Wit – Word game by Matt Leacock for 
2-8 players, ages 8+: You try to find unique 
terms in various categories.
Thunder & Lightning – Conflict game 
by Richard Borg using cards, for 2 players, 
ages 13+: Confrontation of Loki and Thor 

on Odin’s Crown and Draupnir, his ring of 
Power.

Shown at Essen 2015:
Ashes: Rise of the Phoenixborn  – Card 
game by Isaac Vega for 2-4 players, ages 

14+. The Phoenixborns want to absorb the 
ashes of others to become gods – the war of 
the Ashes begins.
Pandemic Legacy – Re-interpretation of 
Pandemic by Matt Leacock and Rob Daviau 

for 2-4 players, ages 13+: Fighting plagues 
coupled with Risk.

Mon Président – Guessing game by Jim 
Dratwa and Cyril Blondel for 3-6 players, 

ages 7+. Four objects are on display, the top 
card of the stack poses a question – what 
are you taking to a deserted island?. Players 
need to guess the answer of the president 
and his secretary.

Shown at Cannes 2015: 
Pile Poil by Leo and Cyril Blondel for 2-8 
players, ages 7+: Card game on numbers 
and images, words that you think of must 
have a given number of syllables or letters.
Tête de Linotte by Cyril Blondel for 2-8 
players, ages 8+: Card game, the back side 
of the top card on the stack shows a ques-
tion relating to five face-down cards on dis-
play, which you were able to look at briefly.

Patchwork – Placement game by Uwe 
Rosenberg for 2 players, ages 7+: French 

edition; you try to cover your board in an 
optimum way with patches; those patches 
are paid for with buttons, buttons in turn are 
acquired by moving the time marker. First 
edition Lookout Spiele 2014.
Shown at Essen 2015:
Titan Race – Dice game by Julian Allain for 
2-6 players, ages 10+: Titans run a race on a 
torus; cards offer protection and other tricks.
Warehouse 51 – Auction game with cards 

by Bruno Faidutti, Sérgio Halaban and André 
Zatz for 3-5 players, ages 10+: 2038 – Bank-
ruptcy of the USA, as a last ditch measure 
the government auctions off artifacts and 
relics from the Storage Barn 51 – Aladdin’s 
Magical Lamp, Thor’s Hammer and others. 
With Passport Game Studios.

A new publisher, already presented at 
Nuremberg by Blackrock Games, and also 
represented by them in Cannes.
Chimère – Placement and assembling 

game by Roméo Hennion for 2-5 players, 
ages 8+. 

Destroy BCN! – Dice game by Toni 
Serradesanferm for 2-4 players, ages 8+:

As giant monster mutants you want to 
destroy Barcelona; the army is confronting 
the monsters.

Sugi – Placement game by Victor Samitier 
for 2-5 players, ages 10+ : In the enchanted 
forests of Sugi you embody the ghost of 
forbearers and guide your descendants to 

Filosofia

Flip Flap Editions

Funforge

Game Flow

GDM Games
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the temple first.
At Cannes and Essen in 2015:
Myths at War  – Card game by Francisco 

Gallego Arredondo for 2-6 players, ages 
10+: In a fantasy world various mythologies 
exist side by side.
Noches de Sangre – Semi-cooperative 
card game by Fidel Montesino for 1-6 play-
ers, ages 7+: You need to survive a vampire 
attack for 30 nights.
S.C.A.P.E. – Card game on secret roles 
for 1-9 players on the topic of escaping a 
German prisoners of war camp in WWII.

Save the President – by Cyril Besnard and 
Alain Fondrille 2-5 players, ages 10+: An 

earth quake offers a gap allowing monsters 
to invade; tourists that are on the spot by 
chance must save the president and the 
world.

Intrigue – Negotiation game by Stefan 
Dorra for 3-5 players, ages 12+; new edition, 
first edition F.X.Schmid, 1994

Kooba – Adventure game for 3-5 players, 
ages 8+: You need to cooperate to defeat 

the monsters, but cooperation ends when 
it comes to splitting the spoils. Who will be 
the wealthiest refugee from the dungeon?

Then there were games shown already in 
Essen and Nuremberg and French editions 
of games from other companies, among 
them Gare a toile = Spinderella, Mombasa 

and Roll for the Galaxy.

Godaï – Card shedding game for 2-5 players 
by Nicolas Canac: You try to get rid of your 

cards by attacking, forming combination or 
countering attacks, with the assistance of 
master cards.

Shown in Nuremberg 2016:
Les Zoeils – Spotting game for 2-5 players, 
ages 8+: Tiles showing identical pairs of eyes 

must be found; all players search simultane-
ously for corresponding tiles, using a memo 
mechanism. Pairs are not controlled im-
mediately, but at the end of the game and 
wrong pairs score penalty points.
As a French premiere announced where 
Spicy Games, already presented at Nurem-
berg in 2015 – a series of small games, 

packed in spice jars and intended for play-
ers of ages 5+. There are four games, all 
dice and card games that need only a few 
components - Cafe Cafe, Chilli Cheat, Dice 
Cubes and Salt & Pepper.

Otherwise, there was a cross-selection of 
the range, all games were already shown in 
previous years.

New and nominated for As d’Or Jeux de 
l’Année Enfant:
Animal Mystére by Emely Brand for 3-5 
players, ages 8+, published in Germany as 

Geek Attitude Games
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Trampeltiere: You look at a question card 
and then let that animal march across the 
back of another player by means of using 
your hands. If this players guesses the ani-
mal correctly, he is rewarded with a card.

Shown at Essen 2015:
Karuba, Placement game by Rüdiger Dorn 
for 2-4 players, ages 8+
Spookies, Betting game with a ghost topic 
by Stefan Kloß for 2-5 players, ages 8+
Odyssée-Land (Abenteuerland), Adven-
ture game by Wolfgang Kramer and Mi-

chael Kiesling for 2-4 players, ages 10+ - 
Shown at Cannes 2015:
Monster Propre (Monsterwäsche), dexter-
ity game by Rémy Delivorias for 2-4 players, 
ages 7+.

Shown at Cannes 2015:
Escape for 1-6 players, ages 12+ by Mo-
hamed Ait-Mehdi, Mélanie Marlier, Thibault 

Sarels and Fabrice Tran, set in a post-apoca-
lyptic environment in which beings of  arti-
ficial intelligence are taking care of human 
kind’s wellbeing, maybe caring a bit too 
much, because some humans rebel and a 
confrontation of robot vs human occurs.

Besides the games already shown in previ-
ous years, there was also 
Carnaval again, this year in its final form, a 
worker placement game by Guillaume Et-
tori and Jeremy Fraille on the topic of mag-
es who meet for a magic contest and send 

their minions into the world of Helvetia to 
collect terror points or victory points.

For the 10 Year Anniversary of Mr. Jack there 
is a new edition of the deduction game by 

Bruno Cathala and Ludovic Maublanc for 
2 players, ages 9+, this time illustrated by 
Pieró.

A medical doctor from Morocco brought 
four games, all ready to be produced, but 
not published yet:

A qui la trophée des valeurs – a game on 

values and virtues for 2-4 players, ages 10+
Gagnez plus aves le vertes  - Educational 
game on environmental protection and hy-
brid cards, for 2-4 players, ages 10+
Médicagame – Educational game for 2 

players or teams, ages 14+, with informa-
tion on 20 contagious diseases.
Mime Game – Educational game on mim-

ing and non-verbal communication, for 4 
players in two teams, ages 10+.

In Cannes the French-language editions 
from the range of games presented in 
Nuremberg were shown, with an emphasis 
on the three new games in the series Mini 
games:
Candy Chaser – Guessing game with dice, 

by Masao Suganuma for 2-4 players, ages 

Happy Games Factory

Helvetia Games

Hurrican

Ibdaa
 Maghribi

Iello
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10+: You try to transport sweets illegally 
and raise their prices secretly.

Tout Lá-haut – Card game by David Short 
for 2-5 players, ages 13+:After a given num-
ber of rounds you must have assembled the 
most valuable train.

Wa-Chat-Bi – Card game by Kuraki Mura 

for 3-10 players, ages 8+: Eating contest in 
a snack bar in Taiwan, you need to avoid 
being overfed and play cards cleverly to 
achieve that other players are served.

Also presented at Nuremberg:

Happy Pigs – Strategic development game 
by Kuraki Mura for 3-6 players, ages 8+: As a 
pig farmer you want to breed healthy pigs, 
using feeding, breeding, buying and selling, 
supported by vaccination, food additives 
and birth amulets, to make most profit at 
the end. 

Sea of Clouds – Pirate game by Théo 
Rivière for 2-4 players, ages 10+: You are the 
captain of a flying pirate ship, hire crew and 
want to have the best rum at the end. To 
achieve this you secure a share of the loot 
for yourself and are confronted with your 
left and right neighbors.

Dragon Keeper by Etienne Daniault for 2-4 
players, who have been hired by the Drag-

on to protect his treasure, but they have in-
dividual secret plans of their own and fight 
the invaders on three levels.
Un, deux, Kroa by Antonin Boccara for up 

to 6 players, ages 7+, frogs are jumping 
about in the pond.
Also announced were new editions of
Jurassik

Sherlock

Shown at Essen 2015:
3 Singes = 3 Monkeys – Communication 
game by Bruno Faidutti for 4-8 players, ages 

12+: You need to portrait emotions in the 
manner of the three monkeys – hands on 
ears, eyes or mouth.

Progress Evolution de la Technologie – 
French edition of Progress, published by 

NSKN and Heidelberger Spieleverlag, Essen 
2014.
Advertised by showing English editions, 
expansions for Quarrior have been an-
nounced: 
Quarmageddon and Quest of Qladiator

Aquatika – Placement game by Alexandre 
Droit for 2 players, ages 8+: You want to 
reach the opposite bank with your maritime 
creatures; flying fish jump, sharks eat and 
kraken slouch on opposing pieces.

Ilopeli In Ludo
 Veritas

Intrafin

Jeux FK
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Les Musiciens de Brême – Placement 
game by Francois Koch for 2-4 players, ages 
4+: You move animals from the fairy tale 

„Die Bremer Stadtmusikanten“ with the 
help of cards; two animals on the same case 
score points.

Sbires – Strategic card game by Vincent 
Jouanneau and Jean-Pielle Nicolas; in the 

four days of a festival you want to acquire 
prestige – you place your markers on the 
board to acquire cards.

A new exhibitor with his first game:
Jungle Trophy by Gael Vacher for 2-4 play-
ers, ages 6+: In consecutive rounds you 
must find vehicles, animals, colors and so 
on using a memo mechanism.

Shown in Nuremberg 2016:
10 to Kill – Deduction game by Benoit 
Bannier for 2-4 players, ages 14+: You need 
eliminate targets, hide in a crowd of sus-
pects and avoid the police while trying to 
find out who the real culprits might be. 

Outlive – Worker placement game by Greg-
ory Olivier for 2-4 players, ages 14+: Worker 

placement in a post-apocalyptic setting; the 
survivors of the apocalypse have six days to 
acquire and assemble resources and equip-
ment and to join the last convoy.

All in all one of the most unusual and im-
pressive ideas in the games community – 
you pay 35 euros per month and are sent a 
box – in the box you find a newly released 
game, a magazine and one specialty each 
of drinks and food. The February Box could 
even be adapted to player age, the game 
for age 10+ featured Lutéce by Superlude, 
one issue of MAG, Brisures de Bonbon des 

Vosges to make a drink with water and 
caramel-covered peanuts, Chouchous de la 
région de Marseille.

Shown in Nuremberg 2016:
Maudite Momie – Bluff game by Christian 

Lemay for 2-6 players, ages 8+. 
Already in Essen 2015 as Me want Cookies!:
La Bouffe! – Spotting and reaction game 

by Roberto Fraga for 2-5 players, ages 5+: 
As a nice monster with a preference for des-
serts you can only eat dessert once per each 
course.
Shown at Cannes 2015:
Qui Paire Gagne by Stephen Glenn for 3-8 

players, ages 12+, nominated for 
As d’Or 2016. 

Jocus

K’dor & Co

La Bôite de Jeu

Le Coffre á Jouer
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Dice Forge by Régis Bonnessée for 2-4 play-
ers – still a prototype, you have changeable 
dice, as seen in the games by Reiner Knizia 
for Lego. In the course of the game you 
develop your dice, acquire resources and 
collect victory points by fighting legend-
ary monsters and by collecting mythical 
objects.
Shown at Cannes 2015:
Mysterium Winner As d’Or 2016.
Cooperative, asymmetric card game by 
Oleksandr Nevskiy and Oleg Sidorenko for 
2-7 players, ages 8+: A secret must be un-
covered in cooperative mode, by using two 
very different roles in three levels of difficul-
ty – a ghost hands out cards and supports 
the spiritualist, who in turn try to interpret 
the messages of the cards. 
Shown at Nuremberg 2016:
Loony Quest Lost City – Drawing game 
by Laurent Escoffier for 2-5 players, ages 

8+: The evil brother of King Fedor has im-
prisoned players in the cargo bay of the pi-
rate ship and they need to master five new 
worlds, new tasks and the pyramid in order 
to save the kingdom.

Mysterium Hidden Sign – Expansion for 
Mysterium by Oleksandr Nevskiy and Oleg 

Sidorenko for 2-7 players, ages 10+: The 
ghost cannot find peace, because new sus-
pects, objects and locations are appearing, 
and the spiritualists must deal with those 
visions.

Bandes Dessinées – Collecting game by 
Chris Boelinger for 2-6 players, ages 10+: 
You collect comics and have to use all tricks 
in the bag to keep the upper hand in this 

very interactive game of auctions and pla-
giarism. The game features covers of real 
comic books.
Still in a development stage – 4 Gods by 
Chris Boelinger for 2-4 players, ages 10+. 
Four gods have returned to create a new 
world but soon they clash and want to es-
tablish only their own religion
Shown at Cannes 2015:
Fruit Salad by Christophe Boelinger for 2-6 
players, ages 6+: Who knows how many 
pears there are in the bowl?
Distribution partner and co-producer: As-
modee

Colt Express Marshal & Prisonniers – Pro-

totype for the second expansion for Colt Ex-
press by Christophe Raimbault, the Marshal 
is embodied by one of the players.
Discoveries by Cédrick Chaboussit for 2-4 

players: Set in the universe of the game 
Lewis & Clark – in this game players need 
to create a diary in which the discoveries of 
the expedition are documented; the mech-
anism used is worker placement with dice.

Shown 2015 at Essen:
Mafia de Cuba – Bluff and crime game by 
Philippe des Pallières and Loïc Lamy for 6-12 

players, ages 10+: Gangsters steal diamonds 
or character chips out of the cigar box that 
is handed around by the Godfather. The 
Godfather poses questions to identify the 
thieves. With expansion Mafia de Cuba 
Revolucion. 
Vertriebspartner: Asmodee

Captain Sonar - Cooperative game by Ro-
berto Fraga and Yohan Lemonnier for 2-8 

players, ages 14+: On board of a submarine 
of the newest generation you have a special 
task to complete, organization and com-
munication are essential to find the enemy 
submarine and to destroy it.
Dice Stars – Dice game with pool building 
by Bruno Cathala and Ludovic Maublanc for 

1-4 players, ages 10+: Dice represent shoot-
ing stars, you first place dice into the pool, 
then you take all dice of a color or of one 

Ludically

Ludonaute

Lui-même

Matagot
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value for scoring.
Room 25: Escape Room by Francois Rouzé, 
Guiliane Didier and Gabriel Durnerin  for 1-8 
players, ages 10+: The second expansion 

for Room 25, with new VIPs who must be 
protected; you also must solve riddles and 
puzzles to find the exit within a given time 
frame.

Shown at Essen 2015:
Inis by Christian Martinez for 2-4 players: 
Based on Celtic history and Celtic legends, 

you want to be elected King of the Isles.
Raptor – Card driven board game by Bruno 
Faidutti and Bruno Cathala for 2 players, 
ages 10+: A dinosaur has escaped from his 

pen and has laid his eggs in the park; scien-
tists must neutralize them and catch the ba-
bies before they disappear into the woods.

Zombies vs Cheerleaders – Asymmet-
ric card game Richard Toquet for 2 play-

ers, ages 10+: Zombies in a college, only 
the cheerleaders muster resistance; those 
cheerleaders need to eliminate all zombies, 
while zombies only need to eat one cheer-
leader.

Megaploutos – Casino game on the topic 

of one-armed bandits, by Robert Praino for 
2-5 players, ages 10+.

Shown at Essen 2015:
Conan – Miniatures tabletop by Fréderic 
Henry, Antoine Bauza, Pascal Bernard, Bru-

no Cathala, Croc, Ludovic Maublanc and 
Laurent Pouchain for 2-5 players, ages 14+: 
Based on scenarios and semi-cooperative; 
one player embodies the enemy, the others 
Conan and his companions. You can play 
several scenarios on each of the boards, 
individually or as a campaign. Already an-
nounced in 2014 as Conan Hyborean Quest.

Gobbit – New edition in a new design 
for the reaction game with cards by Paul-
Adrien Tournier, Jean-Baptiste Fremaux and 
Thomas Luzurier for 3-8 players, ages 8+: 
Animals are revealed and either eat or are 
eaten. The winner is whoever has cards left 
last. First edition 2013, Old Chap Éditions.
Shown in Nuremberg 2016:

Hope – SciFi-Spiel by Olivier Grégoire for 
2-4 players, ages 13+: Players travel to other 
galaxies in order to avoid the collapse of the 

universe.
Shown at Essen 2015:
Between Two Cities  by Ben Rosset, Mat-
thew O’Malley and Morten Monrad Peder-
sen for 1-7 players, ages 8+: As an urban de-

veloper you need to re-design two different 
cities. With Stonemaier Games.
Shown at Cannes 2015:
Kumo Hogosha by Patrick Gere and Nico-
las Pirard for 2-4 players, ages 8+: As Sumo 
master you work with your team to win the 

Kumo Hogosha tournament to to be pro-
moted to Guardians of the Stones.
V-Commandos by Thibaud de la Touanne 
for 1-4 players, ages 12+: Cooperative con-
flict simulation on WWII, you complete mis-
sions.
Viticulture Essential Edition by Jamey 
Stegmaier and Alan Stone, a worker place-

Megaploutos

Monolith

Morning Family
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ment game on the topic of vineyards and 
viticulture, for 2-6 players, ages 13+. The 

game and the rules have been redesigned 
and revised and some changes were made 
to components; first edition published in 
2013.

Mythic Battles: Pantheon – Miniatures ta-
bletop by Benoît Vogt for 2-4 players, each 

player embodies one of the goods from 
Greek mythology, directed by a mix of dice 
and cards.

Nautic Miles – New edition, analogous to 
Mille Bornes you need to lay down 4000 

nautical miles; mechanism details vary, 
Nautic Miles features more aggressive turn 
options. 

Besides Chasse aux Gigamons there were 
previews on six new releases from different 
companies, represented at the Festival by 
Olympie:
Klash Drako – Card game by Matthias 

Lamoureux and Jean-Baptiste Ferchaud for 
2-4 players, ages 7+: In the arena you try to 
find the champion. Elemon Games.
Le Secret des Sarens – Adventure game 
by Johann Roussel and Karim Aouidad for 

2-6 players, ages 14+: You search for the 
artifacts left behind by the Sarens and also 
for the portal to their world. Elemon Games.
Qui es la saucisse? – Word guessing game 
Tangui Casaucau and David Guyon for 2-6 
players, ages 10+: You are assigned a secret 
role and must correctly guess words.
La Vallée des Rois – Adventure game by 
Pascal Bernard and P.O. Barome for 2 play-

ers, ages 12+: An amulet entices the ad-
ventures into the Valley of the Kings, where 
they are beginning a search for fame and 
wealth. The Red Joker
Spexxx – Placement game with dice by 

Ruben Dijkstra and Ruurd Lammers for 
2-4 players, ages 8+: You want to collect 

points by placing your pieces on a board as 
regards to dice results. You form sequences 
of three or more of your own pieces, so-
called Spexxxs. Waterfall Games 2014.
Tour de Chat by Aza Chen for 3-4 players, 
ages 4+: Cats want to reach the fish at any 
cost, so they climb on top of each other to 

form themselves into a stack. Swan Panasia 
2014.

La course des Tortues by Reiner Knizia for 
2-5 players, ages 5+: Turtles want to get to 

the salad and on the way they love to be 
carried by other turtles. You move turtles 
with cards; when a turtle reaches an occu-
pied case, they jump on top of turtles there. 
The first turtle at the finish or the bottom 
one in a stack wins the game.

Le jeu aux mille titres by Pampuk for 2-6 
players, ages 5+: Many different editions, a 
game to tell stories, for grammar, offering 
four different ways to play, a veritable trea-
sure trove of ideas. Nominated for As d’Or 
Jeux de l’Année Enfant.

Mythic Games
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And then there are also two French editions 
by games from publisher nsv:
Sauve Moutons = Land Unter by Stefan 
Dorra for 3-5 players, ages 10+.
The Game by Steffen Benndorf for 1-4 play-
ers, ages 8+.

Publisher and distributor, a selection of 
games from their range was presented.

Deal American Dream by Vincent Tgurri 
and Mathieu Nehemie for 3-6 players, ages 
16+: Strategy game on the topic of drug 
trafficking in America, as the boss of crimi-
nal organization you try to keep your inten-
tion secret as long as possible, and use alli-
ances and treachery.
Gang de Mémés – Trick-taking card game 

by Tony Boydell for 2 players, ages 8+, on 
the topic of grandmothers as villains, each 
trick modifies the conditions for the next 
trick.
Harald – Card game by Rémi Gruber for 2-4 
players, ages 10+: King Harald has united 
the small kingdoms in a powerful nation. 
Now there is a new conflict for influence at 
court, you send envoys to court and want to 
achieve majorities in several spheres.

Three prototypes were announced:
Deus Erweiterung
Otys
Far Star

A ludotheque, on show at the booth was Le 
Chapalu, a game on the topic of survival in 

which you use light and shadow provided 
by candles on the board.

The latest game in a book cassette, on the 
topic of fairy tales and legends:
Le Joueur de Flûte by Agnés Largeaud for 
2-5 players, ages 8+: When the rat plague 

gets too big, you send the rats to your 
neighbor. If there are too many rats in a 
house, the residents leave. At Nuremberg, 
Iello showed the English edition, Pied Piper.

Again, the company presented itself with a 
big booth and a range of small family games.
Already shown in 2015, there was again
Demoniak by Nicolas Bourgoin in the series 
Funny Games, for 2-6 players, ages 8+: 

You need to find a word for a topic, collect 
suitable letters and try to be the first to 
sound the bell.
Already shown at Nuremberg 2016:
Dawak - Party game by Alexandre Droit 
for 3-7 players, ages 10+: The title tells it all, 

the Das-Alles-Wisser-Alles-Könner (do all 
know all) quiz confronts players with funny 
questions and peculiar tasks, if you are quick 
you are first to grab a sufficient number of 
blocks that are not blue, for instance.

Already advertised in Cannes 2015 and at 
all events since then, there was again this 
year a big presentation at the booth, of the 
finished game:
Doctor Panic by Roberto Fraga – 
Cooperative game for 2-9 players, ages 
7+: You need to save a patient who was 
just brought in – and must do so before 
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the sound track announced the deadly 
coronary.

After a few years there was a new board 
game on the topic of scents:
Topscent – All players hold the same 
number of cards, identify a scent, roll a die 

and hand on cards in clockwise direction. 
When the scent appears as often as 
indicated you win cards.

Goths Save the Queen – Prototype by 
Vincent Bonnard for 4 players: Ostrogoths 

and Wisigoths have buried their conflict; 
the daughter of one of the kings marries the 
son of the other king; but then the queen 
is abducted and the conflicts begins again. 
Based on the fact of non-existant means of 
communications at the period of Goths you 
play cooperatively without debating.

= Lumberjack Studios: The producer of 
miniatures for license topics, Skulls Mini, 
has changed the company name and also 
publishes his first game:
Gob’Z‘Heroes – A conflict between two 
teams of goblins, heroes and villains, and 
you use crazy means and techniques and 
quite a lot of luck.

Via Nebula, that was announced in 
Nuremberg is now ready and available:
Via Nebula – A game of logistics by 
Martin Wallace for 2-4 players, ages 12+: 

You connect towns, production sites and 
building sites to create a perfect flow of 
transport and production; cooperation is 
necessary, but new towns give their owner 
individual abilities and victory points.

Also on show where French editions of 
the expansions for T.I.M.E. Stories, Sous le 
Masque and La Prophecie des Dragons 
as well as all available games shown at 

previous events.

After Mexica now comes the next luxury 
edition of a game classic:

Amun-Re by Reiner Knizia for 3-5 players, 
ages 12+: As one of rivaling dynasties you 
build pyramids in the Old and New Egyptian 
Empire. In three stages of five phases each 
you select regions, auction regions, buy 

cards, pieces – three of them make up a 
pyramid – and farmers, make sacrifices 
to Amun Re and harvest your crops. First 
edition Hans im Glück, 2003.

Lutèce – Game on majorities by Nicolas 
Sato for 2-5 players, ages 10+: Beer, Bred, 

Swords and Wine – you want to achieve as 
many majorities as possible.
Sabordage – Conflict game by Roméo 
Hennion for 2-5 players, ages 12+: Naval 

battles in harbor, while you construct ships 
at the same time.
Announced or prototype stage:
Archimage, the English version of Five 
Seals of Magic, Hobby World 2014, by 

Thorsten Reichwein for 2-5 players, ages 
8+  – you look for magic spells and need 
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cubes to break the seals made up from four 
elements.
Les Kimonos de l’Empereur by Hinata 
Origuchi – French edition of Colors of 

Kasane, Japon Brand 2014. You use color 
and pattern cards to create the most 
beautiful Kimono.
Shown again were Alien Wars, Kenjin, 

Kobayakawa, La Nuit de Grand Poulpe, 
Maître Renard and Croa.

Les Poilus Aux Ordres – first expansion for 
the game on the topic of WWI, by Fabien 

Riffaud and Juan Rodriguez, for 2-5 players, 
ages 10+. You embody French soldiers in 
the trenches and must cooperate to survive.
Waka Tanka by Bruno Faidutti for 3-6 
players, ages 7+, is published in the series 

Sweetbox – as a shaman you try to summon 
your totem animal.

The range of games presented at Essen 
2015 and Nuremberg 2016 was shown 
again, from I Know to Mölky, the most cur-
rent game was
Allies: Realm of Wonder by Max Wikström 
and Mikko Punakallio for 2 players, ages 

8+: In the universe of Realm of Wonder you 
choose two characters and create their own 
decks. Then you fight in four rounds to win 
the regions cards that are on display.

The focus at the booth was on the educa-
tional language game, presented in 2015 at 
Cannes by publisher Memotep. 
Memotep – Educational language game 
for players of ages 7+, featuring 5000 words 

and 500 phrases. In old Egypt you set up 
your pyramid of knowledge with answer/
question exchanges among players based 
on cards related to the topic.
There are also some educational games for 
children from this publisher/distributor and 

also 
Galions – an adventure game by Frédéric 
Mesguich on the conquest of the islands in 
an archipelago, thanks to the dominance of 
your own fleet.

Troove – Quiz game by Boris Uzan for 3-6 

players, ages 12+: Filme, TV-Serien, Orte and 
Marken werden besucht and durch Zeich-
nungen dargestellt, die Antworten sind in 
den Zeichnungen zu finden. 

The main feature of the presentation was 
again
World of Yo-Ho  - Hybrid game of board 

game and smart device for 2-4 players, ages 
8+: As a pirate you frequent a parallel universe 
inhabited by intelligent animals and filled 
with magic, of course on the search for fame 
and fortune. You put your smart phone on 
the board for a ship and choose an animal 
for a captain and also a ship. Then you play 
by moving the ship across the board. With 
Volumique. 
Already announced in Nuremberg and 
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announced again.
Fearz – Observation game by Anja Wrede 
and Bruno Faidutti for 3-10 players, ages 5+: A 
game to recognize fears, using cards in com-
bination with an app, but also playable with 
app only. You should be first to discern, from 
his actions, what another player is afraid of.

Yam’s Naval – Dice game for 2-4 players, 
ages 6+; you play at sinking of ships with 
dice; a double eliminates a crew member, 
a triple destroys a cannon and quadruple 
gets rid of part of the ship’s shell. You win 
if you are the last player to have a man, a 
weapon and part of the ship.

First time at Cannes from Belgium
Les WiniFutés – a collection of games 

featuring 40 mini games for 2 or more 
players, ages 7+, in two levels of difficulty.

Nécropole – Conflict game with dice and 

a horror topic, by David Le Quellec for 2-6 
players, ages 12+: You can play in a tea, 
against a game master or competitively 
each on his own, controlling up to three 
undead heroes, of classes sorcerer, warrior 
or assassin; you win abilities and artifacts by 
exploring the necropolis and completing of 
quests.

Naruto Shippuden by Nicolas Badoux for 
2-6 players, ages 14+: The first board game 

of the company, based on the collectible 
trade game and the series.

Ystari was a guest at the Space Cowboys 
booth this year, and presenting a special 
area for Sherlock Holmes; also on show 
were
Watson & Holmes in its French edition, first 

published 2015 at Essen by Ludonova: De-
duction game by Jesús Torres Castro for 2-7 
players, ages 12+: Based on the writings of 
Arthur Conan Doyle you want, in the guise 
of Doctor Watson, to solve cases side by side 
with Sherlock Holmes, cases gleaned from 

the diaries of Dr. John Watson.
Furthermore, there were Roll for the Galaxy 
Invasion Xeno, by Tom Lehmann for 2-4 
players, ages 12+ and – announced – a pro-
totype for an expansion for Shakespeare.

Rebonds – Deduction and risk in a tactical 
game by Andrea and Jean-Luc Renaud for 

2-5 players, ages 6+: you hold eight cards, 
three of them you do not know, and you 
have to get rid of all cards. You play a ball to 
an opponent or a ball of another color than 
those on display and use partial information 
on the back sides of the cards.

Games presented in the special Designer 
Area:

The booth was host for Gajitimas, a small 
new publishing company with one game, 
see there.

La Guilde des Heros by Fabrice Peyrache 
for 1-4 players, ages 9+: Cooperative dice 

game with an adventure topic; Alerte Dans 
La Jungle is the first episode in the jungle 
somewhere in the galaxy, hostages need to 
be freed. 
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Stratilège – Abstract placement game by 
Francois Barbe with a magic topic, based on 

Stratilogix, an abstract placement games to 
arithmetical puzzles in which you move in 
different levels.

Brothers Stéphane and Jean-Baptiste Beau-
me did present four games. 
Atmosphere – Card game for 2-4 players, 
ages 5+, as a scientist you are on a surveil-

lance mission and must score by taking 
tricks.
Avignon – Dice game for 2-4 players, ages 

8+; you defend your fortress against the at-

tacks by Ludwig VIII.
Space X – SciFi-Spiel for 2-6 players, ages 
10+: As leader of an Alien band you want 
to colonize new planets, but each pilot has 
a few tricks up his sleeve and some planets 
are mysteriously well-liked.
Wolfenstein – Semi-cooperative minia-
tures game for 1-6 players, ages 14+; as a 

hero you infiltrate a German fortress in Nazi 
times and need to complete your mission or 
be the last one surviving.

A Belgian distributor, specializing in Chess 
and other traditional games, also offers two 
other games:

Deltachess – Chess variant by Mark Blond-
eel for 3 players, played on triangular cases 
on a hexagon board, each player uses 17 
pieces.

Kroon – Abstract placement game by Mark 
Blondeel for 2 players: In two rounds you 
must take the maximum possible number 
of crowns off the board. You first place 32 
crowns and then take them by including 
crowns with your own color.

La Grande Berle – Communications game 

in a Goth setting, offering various challenges.
Dédaléen – Strategy game for 2-4 players, 

you need to collect most gold and place 
tiles on the board which first show numbers 

and then paths when turned over.
Fiestafari – Reaction game for 2-6 players: 
You collect cards in correlations with points 
and your character.

Nouveau Monde – Movement game for 
2-6 players, because you need to be first to 
discover the New World and collect trea-
sures lying about.

Barbe Francois

Beaume Brothers
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Girwix – Logic game on the topics of colors 

and names of colors.

Seism – Building game for 1 or more players.
Sunny Dice – Dice game, you aim dice at 

balloons; when numbers are the same you 
can mark the number; if you are first to have 
marked all numbers, you win.

Das Kapital – Economics simulation by 
Baptiste Camus, a Kickstarter project is 
planned. As a global economics influence 
you are challenged from all sides, workers 
revolt, privileges are questioned and your 
competitors are not asleep.

Docteur Pilule – A game to prevent burn-
out for 2-6 players: Your own team must be 

released from the clinic before the others; to 
achieve this you must pass tests, that is, guess 
as many words as you can within 40 seconds 
and also take into account the side effects of 
medication that was prescribed for you.

Doigtbal – Sports game for 2 players, you 

snip your ball with discs.

Bienvenue a Gold City – Movement games 

with cards on the topic of Wild West and 
gold.

A small company as guest at the booth of 
Acrats á volonté, with a prototype called 
The Carpates Show: You control a group 
of vampire hunters or you adopt the role of 

vampire master of the Carpates and direct 
your minions who want to drive off the in-
vaders.

Le Garam – Educational logic game, in a 
grid similar to cross words, numbers are 

entered based on simple arithmetic opera-
tions.

Gogyo – Collecting game for 2-5 players, 
ages 8+: As apprentice you enter the exam 

for Master of the Five Elements and play 
Wood, Fire, Earth, Metal or water and collect 
those elements in the combat area or from 
other players.

Cossob and  Friends
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Golfank – Dexterity game for 2 players, you 

need to get as many marbles as possible 
into one of the two holes.

The novelty 2016 is called T’perché! – A 
dexterity game by Nicolas Delclite for 2-4 

players, ages 6+, a dice determines colors, 
you place your pieces according to those 
dice results for colors.

La Reine Cavalière – Chess variant by 
Jacques Heim for 2 players, on a 9x9 board 

a new pawn and an Equestrian Queen are 
added – a combination of Horse and Queen, 
using movement options of both pieces.

Hexalis – Strategy game by Adrien d‘Hoine 
for 3-6 players – Eight Mage Gods amuse 

themselves with creating an island that can 
resist their conflicts. The island rotates and 
characters of gods are variable.
Le Pont Volant – Sports game by Adrien 
d‘Hoine for 2-6 players, ages 6+: On a for-

gotten island at the end of the world there is 
a flying bridge and sportsmen want to use 
that bridge to their best advantage.

King of the Zoo – Semi-cooperative de-
velopment game by Bertrand Roux for 2-4 

players, ages 12+: You need to set up the 
best possible zoo and administrate it, but 
each player as an animal caretaker follows 
his own secret agenda.

Ensemble, à part Ted? – Communica-
tion game on a non-violent co-existence, 

against discrimination and prejudices; play-
able in several versions in relation to players 
age, and suitable for 6 to 20 players.
Quartier Show – A game on neighborhood 
and the moving-in of new families, on their 
needs and the necessary assistance in get-
ting acclimatized.

Kann – Strategy game by Frédéric Langlois 
for 2 players, ages 10+, inspired by Jules 

Verne, Nautilus and her crew fight a Kraken.

Phare andole by Frédéric Langlois for 1-5 
players, ages 5+: Construction game, you 

build towers from wooden blocks in differ-
ent colors and shapes.

Golfank

Grain de Crea
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Legendes de l’Ouest –  Development game 
for 2-6 players. As a Wild West hero you want 

to improve your image and reputation and 
are looking for your own way to do things, 
be is as a Desperado or as a Judge.

Les portes du pouvoir – Economics simu-
lation for 2-4 players, ages 14+, in which you 

use your talents and abilities in manifold 
ways to climb up the career ladder; you use 
cards to to move your marker.
Go-Foot – Sport simulation in pocket size; 
soccer with card only and without a board, 

for 2 players, ages 7+.

Two games were announced: 
Prime Time – Card game  by Xavier Lucron 
for 2-4 players, ages 10+: You move from 
one end of the board to the other, your op-
ponent changes the track for your pieces 

and you use the abilities of the individual 
pieces.
Takat – Abstract placement game by Xavier 
Lucron for 2 players, ages 7+: The fight for 
most watchers at prime time broadcasting 

time.

Marghil – Prototype of a strategy game by 
Pierre Colomer for 2-4 players, ages 12+: The 

realm of Marghil is flourishing and prosper-
ing, and its neighbors get jealous – each 
player constructs his realm and uses brig-
ands to assail your neighbors. Guilds offer 
their support to the highest bidder.

Mnémopod I.O. – Geometric shapes rep-
resent gravitation, genetics, culture and 
cosmometrics in the various combinations 
of pieces.

Foodie Frenzy – A game on ingredients for 
3-6 players, ages 8+, you need to assemble 

them first, but your fellow players can inter-
fere.
Yokai Battle – Card game by Leon Ngiyen 
and Arno Guensherian for 2-4 players, ages 

14+: Yokai are creatures which become real 
due to our fears or our believes  - as a sha-
man you fight those ghost monsters.

Princess Kairan – Adventure game for 2-6 
players, heroes must save the realm of the 
princess; the kingdom changes with each 
game.

Legendes de l’Ouest

Lucron Xavier

Les portes du pouvoir

Marghil

Mnémopod I.O.

Moe Blaze
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Project Parasite by Sebastien Martagex 
for 2-4 players, ages 13+: Cooperative 

adventure in a post-apocalyptic world. As 
a member of a salvation crew you need to 
free scientists from a laboratory in Siberia 
and get hold of the research results.

Qui adi quoi – Communication game 
by Thierry Dewasch for 3-5 players, ages 

15+, a game of questions and answers 
on quotations and texts of famous 
personalities.

Recto Versus – Card game for 2 players, 
ages 10+; you choose a Titan, use runes on 
one side of double-sided cards or use the 
backside of the cards for attacks.

Lapins – Card game for 2 players by Gilles 
Camoin. You play a hare and his pony 

posing as adventurous musicians – you can 
explore the dungeon and win an artifact or 
play a concert to win another part of the 
artifact.

Samsara – Deck building game by Sylvain 
Lasjuilliarias on the topic of re-birth for 2-4 

players, ages 10+; you live various lives 
in which you give precedence to certain 
features and thus receive cards to master 
various tests, five mastered tests get you to 
Nirvana.

Scirbabs is also a publisher, but Paolo 
Vallerga presented himself and Scribabs in 
the Designer Area with an overview over 
his oeuvre, in his own publishing company 
as well as editor and designer for other 
companies, with Sator arepo tenet opera 

rotas, 011 Therion or The Band is even 
better.

StartUp – Card game by Olivier Simon on 
the topic of start-up companies, for 2-6 

players, ages 8+:You are an entrepreneur 
and must find the best strategy to win – 
you pay wages, change production, hire 
employees and can put a spoke into your 
opponent’s wheel with strike or coffee 
breaks.

Toutelix – A box of 28 games on letters, 
words and phrases, by Christine Larquetout 

for 1-8 players, ages 6+.

Xronos or Chronos – A game using sand 
timers, for 2-4 players. You have 16 sand 
timers of a color, four sand timers each 
move in four different ways; to move a timer 
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you turn it over, while it is running it cannot 
be taken. The times have different values 
and run times.

For the fifth time at Cannes we meet Yo-
hoho in the Designer Area at Cannes, and 
again it has barely changed. In Yohoho by 
Philippe Matharel you play a confrontation 

of two fleets, you need to take your own ad-
miral to the opposing base line or take the 
opposing admiral prisoner.

This concludes our walk around the Festival 
des Jeux, it was nice and interesting as usual 
and we look forward to next year! Cannes 
and Festival des Jeux, we will return.

Yohoho

WIN The Games Journal now also available as eBook!
For all information on that check our website.

The machine comes from the HUCH! & 
friends factory, a publisher that entered the 
market in 2004. Are you still a newcomer 
after twelve years? Probably yes, compared 
to established companies like Piatnik or Ra-
vensburger. Be that as it may – in any case, 
HUCH! & friends brought us, among others, 
such marvelous games as CAYLUS (Winner 
of Deutscher Spielepreis 1995) and TRAJAN 
(2nd place in 2001) and the company has 
reaped many more nominations for awards 
and awards. Gum Gum Machine, for in-
stance, was nominated for International Toy 
Award 2016 at the International Toy Fair at 
Nuremberg.

Let’s move on to the constructors of the 
machine. They are both no unknowns and it 
is also not their first cooperation. Together, 
they have already created PERGAMON, 
MILESTONE and ESELSBRÜCKE. But maybe 
I should introduce them to you individually.
Stefan Dorra is working as a game designer 
since 1992 and his first published game was 
RAZZIA. All in all he has created more than 
50 games. He is at home with board games 
as well as with card games (NJET, WIZARD 
EXTREM) and also with children games 
(MAKE ´N´ BREAK). This was a game that 
was very well received by my grandchil-
dren. There is nearly no publisher left who 
has not or did not have at least one game 
by Stefan Dorra in its range. His games were 
nominated about eight times for “Game of 
the Year”, among them INTRIGE, YUKATA, 
MARA CASH, usw. And if he did not win it so 
far, he should not give up hope – remember 
Leonardo di Caprio. All the same, he man-
aged 2nd place in Deutscher Spielepreis 
twice, in 1995 with LINIE 1 and in 2001 with 
MEDINA; he also was awarded Spiele Hit 
in the Austrian Award Spiel der Spiele for 
FEUER & FLAMME.
And now for the 2nd constructor: Ralf zur 
Linde. His best games are TAHITI, PUSHY 
and ZANKAPFEL. His game FINCA was even 
awarded Game of the Year in Finland. And 
now, finally, to the topic of this review!

What the hell are Gum Gums? The rules 
tell us that they are the best that there is to 
be had and that everybody wants to have 
them! Or is it it? As I was not completely sat-
isfied with that information, I looked it up 
on the net. In a Manga series of 72 volumes 
a Gum Gum Fruit is mentioned, which is also 
called Devil’s Fruit. If you eat it, you turn into 

a rubber man. As regards Devil’s Fruit, this 
was also the name for potatoes in the medi-
eval times, as raw potatoes contain poison-
ous Solanin in their green spots. However, 
this also wasn’t really satisfactory, so all that 
remained was to test the game itself.

The box in the standard Kosmos or 30 cm 
square format promises in its list of contents 
42 Gums (we are approaching the secret 
slowly but surely!), which reveal them-
selves as 72 wooden discs in seven colors, 
a cloth bag and four gearwheels. Who now 
expects to find a game with gearwheels as 
in TZOLK’IN, will be disappointed. The gear-
wheels turn out to be skimpy little wooden 
pieces which are meant to function as 
markers on the victory point track. After this 
small exaggeration we have found that one 
has been somewhat understating the rest 
of the contents. But more on that later.

When you spread out the board, you imme-
diately notice a maze of colored pipe con-
nections, interrupted by lever positions, the 
so-called Gum Storage Spaces, where the 
colored discs will be placed in the course 
of the game. There also some images of 
gearwheels on the board, which are meant 
to strengthen the impression of a machine. 
At the start of the game, the machine, that 
is, the board, is equipped with 25 discs, 

randomly drawn from the bag. There must 
beat least three black Gums among those 
25 discs, as they are crucial for the comple-
tion of Gum Gum manufacturing. The pipes 
run across the board and sometimes end 
in boilers with a spinning wheel or end at 
a conveyor belt. For boiler and spinning 
wheel there are exchangeable inserts that 
provide more variation for the game. 

Seven switch tiles influence the track of 
the pipes. Five of them show a number 
between 1 and 4, and two of them have a 
kind of a flip switch function. The tiles with 
those numbers are randomly placed on 
the spaces provided for them, from each of 
those spaces two pipelines do exit. Which of 
those pipelines will be used is decided by 
the starting shutter at the start of the game. 

COGWHEELS, LEVERS AND SWITCHES

GUM GUM MACHINE
WHAT THE HELL IS A GUM GUM?

Basic mechanisms have been implemented with lots of 
imagination and wonderful graphics, the high variability 
of the game offers a high replay allure.

Rudolf Ammer
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From a face-down sequence of numbers 
1 to 5 one of them must be chosen. This is 
done by moving the Starting shutter blindly 
on one position of the shutter and then re-
vealing the number. Now you must move 
the chosen lever to determine the final 
course of the pipes. Sounds more compli-
cated as it turns out to be in the game. Now 
we move along the chosen pipeline and 
you take the colored discs, those Gums that 
are stored on the Gum Storage Spaces. The 
aim is to collect all six colors if possible and 
then to finalize the Gum Gum with a black 
disc. The Gum Gum is complete. 

Now, unfortunately, it happens rather often 
that the missing color – each color can be 
in the Gum Gum only once – is not present 
on the chosen line or that the black end 
piece is missing. In this case the move ends 
at the end of the pipeline. Depending on 
the number of colors you managed to col-
lect, you score points, the number of points 
is determined by a Gum-Meter. Only when 
one Gum Gum has been completed, the 
Gum Storage Spaces are refilled. And there 

is also an additional handicap: When you re-
move a Gum and reveal a symbol – there are 
six of them – the course is changed and you 
continue at another position. Due to the use 
of different covers for the two boilers and 
due to 20 different Gum Storage Spaces a 
very varied and changing game is ensured. 
If you are first to accumulate 30 points from 
your efforts, you have successfully manned 
the Gum Gum Machine and win.

Conclusion: First, a few words on the 
components. They are excellent and well 
thought-out. There are even dents in the 
board to facilitate the exchange of machine 
elements. This merits a huge compliment to 
HUCH! & friends. And the abstinence from 
plastic will also please many people. The 
sturdiness of all components promises a 
long life for the game, and Michael Menzel 
has caught the topic very nicely. You really 
have the impression to be confronted with 
a huge control panel. I don’t think this could 
have been done better.

All in all this is a very entertaining family 

game and I have geared my evaluation to 
this user group. Due to the multiple double-
sided exchangeable discs the game is very 
variable, too. For one game you only need 
about 30 minutes which lures into a re-
match instantly. The game is also extremely 
suitable for gaming rounds across several 
generations. As a certain amount of mem-
ory is needed due to the changing inserts 
this gives a better chance to younger play-
ers. If you remember SAGALAND you will 
remember that the simple game did chal-
lenge your memorizing abilities after a few 
repeat games and made it more difficult. I 
noticed in my games that some players did 
have problems with the change of lever ele-
ments and the resulting course of the pipe-
lines. Such a change annihilated the best 
tactical plan to acquire the missing colors, 
and is also turned out to be difficult to re-
member the correct number you wanted 
for the starting shuttle.

For me this game meets the goal of „Spiel 
des Jahres – Game of the Year“ exactly, that 
is, to inspire non-players to play or to offer 
families an enticement to play. Let’s see, 
Leonardo was successful only this year. þ

Rudolf Ammer

INFORMATION
Designer: S. Dorra, R. zur Linde
Artist: Michael Menzel
Price: ca. 36 Euro
Publisher: HUCH! & friends 2015
www.hutter-trade.com

Collecting, memo
Users: For families
Version: de
Rules: de en fr nl
In-game text: no

Comments: 
Very attractive graphics * Good Compo-
nents * High replay value * Variable set-up

Compares to:
Empire Builder or Tzolk’in for Gearwheel 
idea, otherwise collecting games

Other editions:
Currently none
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The happy farmer with an happy dog that 
are walking out of their village, printed on 
the box, seem to introduce the players to 
another “Agricola like” game based on seed-
ing, harvesting and growing the family. But 
this is a wrong feeling, as IMPERIAL SET-
TLERS puts you at the head of an Ancient 
nation (Romans, Barbarians, Egyptians and 
Japanese) trying to develop your Country 
as quick as possible while raiding the op-
ponents to slow down their own increase 
and take some extra resources from their 
reserves. It is mainly a CARD GAME where 
the “combos” are very important for the fi-
nal victory, and where each Nation has a dif-
ferent set of cards and, therefore, a different 
way to handle the game. 
The box is even too large for the materials 
offered: four 30 cards “Faction decks” (one 
deck per Nation), one 84 cards “common 
deck”, a small 16 cards deck for the “solo” 
games, 4 mini-boards (64x263 mm) for the 
players, one Victory Points (VP) board, 120 
wooden tokens (30 each of Wood, Food, 
Stone and Workers) and a mix of cardboard 

markers (gold coins, swords, shields, etc.). 
All the materials are good and their use is 
easy: my only “minor” remark goes to the 
wooden tokens, a little bit too small for my 
big fingers!

SI VIS PACEM PARA BELLUM
Ancient Romans particularly liked those 
words (“if you wish peace be ready for war”) 
and they did not used much diplomacy: 
if the “opponent” was not keen to quickly 
submit to them they simply invaded his 
Country, completely destroyed one city and 
then asked for a new diplomatic meeting, 
were conditions were, of course, worse than 
before. And this is more or less what the 
players have to do in IMPERIAL SETTLERS: 
increase their “powers” first, with the right 
resources, and then expand their domin-
ions while menacing raids against the other 
nations. All that is done with cards.
At the game start every player mix his own 
deck of 30 faction cards and then takes 2 of 
them in hand, adding another 2 cards from 
the “common” deck. During the game all the 

cards will be placed in three rows on both 
sides of the personal board: the right side is 
for the “common” cards, while the left is for 
the “faction” ones. Right side cards may be 
raided by the other players, while the left 
side is safe from attacks (for all but the Japa-
nese player).
(see picture 1)
On the personal board is also printed the 
normal “basic” production of that Nation: a 
mix of workers, swords, food, stones, wood 
and coins. Those “basic” resources are differ-
ent for each nation and every player may 
save from turn to turn only one of them, 
discarding everything else that was not 
used: the Romans, for example, may store 
“swords”, the Egyptians “money”, the Barbar-
ians “workers” and the Japanese “food”. The 
boards have three different rows, as we al-
ready noted: the first is for production cards 
(either “common” on the right or “faction” on 
the left), the second for “special” cards and 
the third for “action” cards.
More resources will be available in the fol-
lowing turns if you add to your empire “pro-
duction cards”, if you makes “contracts” or 
if you use a combo of other cards: it is also 
possible to get resources paying 2 workers 
for each of them. In general resources are 
used to play new cards from your hand: 
each card has in fact a “cost” printed on the 
top left corner, and players must spend the 
printed resources in order to add the card to 

EMPIRES WANT TO EXPAND

IMPERIAL SETTLERS
BARBARIANS VERSUS JAPANESE
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their personal board. Cards also have a cen-
tral drawing, showing the building and its 
name, a “color” (from gold to black for a total 
of 8 different shades) and one of the three 
effects (production, special and action) for 
which they will be used once placed on the 
table. On the very bottom side there is also 
the icon of one resource that is activated 
only if the card is used as a “contract” (see 
below).
The game is 5 turns long and each turn is 
divided in 4 phases:
- Exploration
- Production
- Actions
- End of turn phase
During the “exploration phase” a number 
of “common” cards equal to the number of 
players is turned on the table: starting with 
the First player, everybody select a card and 
add it to his hand. Then the same number of 
common cards is shown again and selected 
as before, but starting from the Last player. 
Finally everybody takes the first card of his 
“faction” deck. This is an important phase of 
the game, not only because you get three 

new cards, but because you have to plan 
the turn according to what you have in 
hand and what you may get from the new 
distribution. Sometimes the players will not 
be able to get the right cards (as you know 
cards and lady Luck “travel” always hand to 
hand) and therefore they should be pre-
pared to adopt very flexible tactics. When 
you find that your hand is not so flexible 
avoid to play all the available cards in the 
same turn and keep at least one of them in 
your hand. If the following card distribution 
will be OK you may play that card together 
with some new ones, but if you are still un-
able to get a good hand you have at least 
one card available. And even if you get dis-
appointing cards do not surrender or be 
discouraged: there are always a few tricks 
to refill your hand (using special actions) 
and even the “bad” cards may become very 
helpful later in the game. 
During the “production phase” every play-
er takes from the bank the basic resources of 
his nation (the ones printed on the personal 
board) and adds all the resources gained 
with the “production” cards played on the 

previous turns. If a player already has “con-
tracts” under his board he also takes those 
resources (see below).

The “action phase” is of course the heart of 
the game and it is played in a series of con-
secutive rounds until all pass. The players, in 
turn, select ONE action per round:
a - build a location, taking a card from their 
hand, placing it on one side of the personal 
board and paying the cost with the avail-
able resources (note that gold coins are 
considered jokers and may be used in place 
of one or more resources at player’s choice). 
Every location belongs to one of the follow-
ing categories: “production”, “special” and 
“action” and should be placed on the cor-
responding row, either on the right side of 
the board (common cards) or on the left 
side (faction ones). Most of the faction cards 
have an small “house” printed near the cost. 

A fine game to simulate expanding an Empire and raiding 
the opponents, with a bit of chance and demanding flexible 
tactics.

Pietro Cremona

Color codes, target groups, features, icons and GABIS are
explained on page 5 and at the bottom of pages 60 and 61
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This means that to build that location the 
player must first discard another location 
form his board, either “raided” or not. Some 
cards also give you a “bonus” when you 
build them that you take immediately.
b - sign a contract simply means that player 
takes one Faction card from their hand, pay 
1 food and place it upside down UNDER 
their personal board. The card shows only 
the resource depicted on its bottom which 
becomes a new “basic” one from now on. 
Furthermore the player immediately re-
ceive 1 resource of that kind.
c - make a raid, attacking a “common” loca-
tion of one opponent. The player discards 
2 sword markers and takes the resources 
of that card from the bank. Than the raided 
card is turned on the back side. If the card 
to attack has a defense marker (a shield) the 
player must use 3 swords (a very difficult 
task for all the nations ... but the Romans). 
The raided player receive 1 wood as a partial 
compensation. Il is also possible to raid one 
of your own cards: the cost is just 1 sword: 
the card is simply discarded from your hand 
and you take all the resources printed on it.
d - use a location: this means that the player 
may pay the requested number of workers 
or resources in order to gain a benefit (VP, 
extra resources, extra cards, etc.). Often the 
quantity of the bonus or VP depends on the 
number of cards of a particular color already 
played on the personal board.
e - get resources with workers: the player 
may discard 2 workers to get 1 resource or 
1 card (either from the common or the fac-
tion decks) 
When all the players pass the “end of the 
turn phase” arrives and all the remaining 
unused resources are discarded (with the 
exclusion of the type allowed by each Na-
tion). Then everybody gets a new set of “ba-
sic” resources and the First player marker is 
passed to the following player (in clockwise 
order).
After the FIFTH turn the game is over and 
all the players add 1 VP for every “non raid-
ed” common card still active on the right 
of their personal board and 2 VP for every 
faction card exposed on the left to the VP 
acquired during the game. The player with 
most VP is the winner. 

MEMENTO AUDERE SEMPER
Right! In effect Imperial Settler is a game 
where you need aggressive tactics, without 
losing too much time in programming a 
long term strategy: bad luck with the cards 
and enemy raids may stop your plans and if 
you do not have alternatives ... you will lose. 
It is an asymmetric game as all factions, at 
least initially, have different tactics, based 
on the resources that they get at the begin-
ning of the turn and the “special” ones that 
they may store. 

The very first game is usually employed to 
understand the mechanics and the possible 
“combos”: for example “Take 1 coin for ev-
ery “yellow” card already on your personal 
boards”; “Spend 1 resource “X” to get “Y” VP 
- you may use this card twice per turn”; “get 
1 VP every time that you make a raid”, and 
so on. 
Comments after the first game are really 
amazing as every “loser” say that the winner 
nation is stronger than the others for a lot 
of reasons: after more than a dozen games 
I have to say that I did not find a “game kill-
ing” faction. It is simply a question of using 
each nation in a different way, according to 
its strong points: for that reason the learn-
ing curve is a little bit longer than in other 
card games and you need to play at least 
2-3 times each faction before being able to 
master it. 
Romans, for example, may store swords 
from turn to turn so initially they should try 
to get some production card that offer extra 
swords in order to constantly menace the 
other players of raids. Then, in the middle 
or end game, they may use their swords to 
raid the opponents and get extra resources 
while reducing their VP total. 
Egyptians will store coins, and therefore they 
initially need extra contracts with money in 
order to have a huge reserve to use later as 
joker in place of any necessary resources or 
to get VP from special cards. 
Barbarians always have a lot of workers 
available in each turn and they may also 
store them from turn to turn: therefore they 
may use workers to get other resources or 
extra cards.
Japanese are a little bit different from the 
other nations as their faction cards may be 
raided: therefore they have to be protected 
by ... Samurai (workers placed on top of the 
cards). But they have a handful of interest-
ing special cards to compensate for this 
annoying problem. They also may get and 
store “food” from turn to turn, so it will be 
easier for them to add strategic contracts to 
their personal board.
The interaction between players is not con-
tinuous, but it is important. At the start of 
every turn, for example, there is a selection 
of cards and one player may purposely take 
a card that could be much more important 
for an opponent. Raiding cards is also a con-
stant menace: you have one shield each 
turn to protect ONE of your common loca-
tions, but all the other cards are at risk of be-
ing destroyed. 
Finally I would like to mention the “Solo Op-
tion”: yes, you may play the game solitary, 
selecting any faction and trying to have 
more location cards than a “Virtual Oppo-
nent”. Special rules will allow this virtual op-
ponent to attack you using a small deck of 
16 specially designed cards. 

All the drawings on cards and rulebook are 
very appealing: they have a “cartoon” style 
and they were the main reason for which 
I accepted to play the game the first time. 
Then I was hooked and I played every fac-
tion at least 3-4 times just to see which one 
was the best ... but I was unable to find a 
sure answer.
Despite the “cartoon” drawings this is not a 
game for families, children or newbie’s: I rec-
ommend it to regular players but I am sure 
that also the expert ones will find it of inter-
est and could play it sometimes. 
Please note that there is already an expan-
sion deck named “EMPIRE PACK 1: WHY 
CAN’T WE BE FRIENDS ?” You will find 10 
new “faction” cards for each nation,13 new 
“commons cards” and 2 extra “Battle Cards” 
for the solo play. The rules introduce a sort 
of “cooperation” between players using 
“open production” actions, while new cards 
with special effects are available for those 
that had not enough of the original “com-
bos”. If you wish more variety, especially af-
ter 8-10 standard games, you will surely like 
this expansion.
At the moment of this writing I was in-
formed about a new expansion with an ex-
tra Nation: “Atlanteans”, but I did not see it 
yet, so I cannot comment on it. þ

Pietro Cremona

WIN The Games Journal now also available as eBook!
For all information on that check our website.
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Since Agricola as a gamer one often tends 
to compare new games on the topic of 
agriculture with it. However, Agricola and 
La Granja only have the topic in common, 
as to game play and game mechanics they 
are totally different. The only mechanism 
in La Granja is expansion of your farm and 
marketing of the harvested products. The 
well-being of farm owners and workers, for 
instance, is not featured at all.

Each player owns a small farm on Mallorca, 
and he is tasked with expanding this small 
farm to the estate of La Granja by clever us-
ing of resources. On his farm you practice 
the handling of different commodities. You 
plant grain, plant olive trees and vines and, 
accordingly, harvest grain, olives and grapes 
respectively. Those commodities can also 
be upgraded: Grain and olives end up as 
food in cooking pots, grapes are refined 
into wine. Of course, as a farmer, you need 
to do some animal husbandry, too, so you 
are keeping pigs and donkeys. Where the 
pigs end up when they are refined doesn’t 
need a explanation and donkeys for carry-
ing loads are also used in a common way, 
albeit having a special role in the game due 
to that ability, contrary to pork.

As a player, you have your farm in front of 
yourself in the shape of a player board. This 
board offers storage space for your com-
modities, which you collect in the guise of 
25 markers. The choice of storage space 
decides what the marker is representing. A 
marker in the barn, for instance, represents 
a pig, and a marker of your color in the ol-
ive grove represents olives. In the center 
of your board markers represent tradeable 
commodities which can be converted any 
time during your turn into the pictured 
commodities or actions. At the start of the 
game each player only has one tradeable 
commodity there, the remaining markers 
form his personal stock.
La Granja also features 66 cards, the so-
called Farm card. Each player receives four 
of those Farm cards at the start of the game 
and can add Farm cards to his farm in the 
course of the game. Farm cards that you 
receive are always taken up in hand, a card 
from your hand can only be played by using 
an action. Similar to the markers, the func-
tion for a Farm card that has been added to 
a farm is determined by the location of the 
card in relation to the player board. When 

the Farm card is added at the left side of the 
player board, the card functions as a har-
vest region, depending on the illustration 
of the card it is a grain field, an olive grove 
or a vineyard. Each case on those cards pro-
duces one marker in each year. When the 
Farm card is placed at the bottom edge of 
the player board, it works as a helper with 
special abilities; the ability is stated on the 
card and can be unique, or for use once in 
a round or permanent. At the right side of 
the board a player can place Farm cards to 
expand his farm. Farm expansions can re-
sult in a higher transport capacity for your 
own goods to the market, more room for 
pigs, a higher limit of cards in hand or ad-
ditional income. Here, too, the information 
given on the card determine the function of 
the card. Finally, if you use the Farm card on 
the top edge of the player board, the card 
represents a market barrow that must be 
provisioned with all commodities depicted 
on the card to be ready for sale at the mar-
ket. Due to the special cut-outs of the player 
board you always only see the relevant part 
of the Farm card according to its use. This 
provides a very clear and structured use of 
the cards. Those cut-outs also limit the avail-
able space for market barrow and helper to 
three cards for each function.
Each farm, that is, player board, of course 
also features a farm house, albeit with a 
missing roof at the start of the game. For this 
the roof markers will be used; in each round 
special roof markers in relation to the num-
ber of players are on display for sale. In the 
respective phase of the round each player 
has the option to buy one single room 
marker. With five roof markers the farm is 
completely covered by a roof. In order to 
achieve a complete roof, you have to buy 
a roof marker in nearly each of the rounds, 
and you also need to consider that those 
roof markers get more and more expensive 
from round to round. Those room markers 
are only one of several options to acquire 
victory points.

A word on the commodities: Harvest goods 
like grain, olives and grapes as well as the 
refined commodities – food, wine and 
meat – can be collected in any number on 
the player board in their respective storage 
spaces, in theory only limited by the num-
ber of your own markers. On the contrary, 
pigs have only limited space at their dispos-
al, only two spots in a barn on a farm that 

was not yet extended, and without more 
room you cannot have another pig. The re-
fining of goods can happen in two ways in 
the game: Either by paying for it with fixed 
costs or by actions that are free of charge. 
When you refine a commodity you move 
it from its location to the storage space for 
the refined commodity. If it happens that 
harvested goods or pigs get scarce you can 
buy them in your turn at a fixed price, the 
amount is only limited by your own money 
resources; or, if on the other hand, you are 
short of money you can sell harvested com-
modities and pigs for a fixed price. Harvest 
commodities also re-grow in the fields, that 
is on the Farm card placed to the left of the 
board. Those commodities, however, never 

go into storage, they can only be refined or 
delivered. It is also not allowed to sell those 
harvest commodities.

As already mentioned, players deliver the 
commodities that they produce to a mar-
ket or a craft building, that is, the commod-
ity is shifted from its location on the farm 
to a market barrow or to a craft building. 
The market is located in the middle of the 
central board, made up of hexagon mar-
ket spaces and surrounded by six different 
craft buildings. The delivery to the market is 
done by market barrows, while the deliver-
ies to the craft buildings happen directly. 
Each craft building and each market barrow 
demand a unique and special combination 
of commodities which can be delivered in 
any order and also in part deliveries. Three 
of the six craft buildings are barred at the 
start of the game and are only unlocked one 
by one when a player has made a complete 
delivery to one of the available craft build-
ings. Each craft building also has its individ-
ual craft markers in relation to the number 
of players; you get such a marker for a com-
plete delivery and the marker gives you ad-
vantages for the further course of the game.

La Granja is played over six rounds. Each 
of those rounds begins with a Farm phase. 
First, each player may play a card from his 
hand and add it to his player board, in the 
first year you may do this twice. Helper 
or market barrow are slid into the respec-
tive cut-out of the player board, fields and 
Farm expansions are fanned and placed 
underneath the player board to the left and 
right. Farm expansions are the only way to 
use cards that results in costs: the first Farm 

FRESH, DIRECTLY FROM THE FARM

LA GRANJA
FARM YOUR LAND AND SELL, SELL, SELL!

A game for thinkers and ponderers who have fun in using 
their limited resources at the right moment and under 
consideration of the interlocking mechanisms to acquire as 
many victory points as possible in several different ways.

Bernhard Czermak

Color codes, target groups, features, icons and GABIS are
explained on page 5 and at the bottom of pages 60 and 61
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expansion has a price of any commodity of 
your choice, that is, harvest commodity, pig, 
refined commodity, victory point or money; 
the second farm expansion already costs 
you two different farm commodities, and so 
on. After playing a card you replenish your 
hand up the maximum, the basic number 
without a farm expansion are three cards. 
Should you at that point have more cards 
than allowed by your current limit you need 
to discard the surplus. In the next step, the 
income step, those players receive income 
who already own a craft marker or a farm 
expansion that yields income. All other 
players do not receive income. In the next 
phase the commodities grow on the fields 
and pigs proliferate. However, harvest com-
modities only grow on empty fields, a field 
where commodities are growing does not 
accrue more of them. When you have pigs 
and a free spot in the barn the pigs prolif-
erate by one more animals. The farm phase 
ends with the acquisition of roof markers. 
Usually in turn order, players may choose a 
roof marker, pay for it and place it onto their 
incomplete farm house. Each round has its 
own roof markers, the price for such a mark-
er is always identical to the round number. 

The rewards printed on those roof markers 
for acquiring a roof marker are similar to 
those provided for trade commodities, they 
range from receiving harvest commodities 
to additional actions. Those rewards can 
only be used once in the game, then the 
roof marker is turned over. You should also 
keep in mind that a player receives victory 
points instantly once they buy their second 
roof marker.

In the next phase, the revenue phase, the 
revenues of the round are determined by 
rolling a number of dice. The central board 
features six revenue slots, and each of them 
is assigned the pip number of a six-sided 
dice. The starting player rolls a number of 
dice equal to double the number of play-
ers plus one and then assigns them to the 
respective revenue slot according to the 
results. Each die assigned to a slot corre-
sponds to one unit of revenue depicted in 
the slot. In two rounds in turn order each 
player selects one die, takes it off the slot 
and immediately receives the revenue de-
picted on the revenue case. Then all play-
ers receive the revenue according to last 
remaining die. A die result of 1 results in a 

revenue of one pig, a result of 2 gives you 
one harvest commodity or you may take a 
card or play a card. A value of 3 gives you 
two different harvest commodities of your 
choice, a value of four gives you four units 
of silver. For a value of 5 you can decide if 
you prefer to refine your own harvest com-
modities or if you want to influence the fu-
ture turn order – you can either refine two 
harvest commodities or advance two steps 
on the turn order track on the central board, 
the so-called Siesta track, or do one each of 
both options. A result of 6 also demands a 
decision: You may either make an instant 
delivery to a craft building or to one of your 
market barrows or you may receive two 
units of silver instead.

Now the time of the donkeys has arrived, 
the transport phase! Each donkey enables 
a player to deliver one farm commodity to 
one of his own market barrows or to one 
of the craft buildings. The transport phase 
begins with the selection of one donkey 
marker. At the start of the game each player 
receives four donkey markers. Each of those 
donkey markers gives four actions, the 
composition of those actions varies from 

WIN The Games Journal now also available as eBook!
For all information on that check our website.
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one to four donkeys with the correspond-
ing number of steps on the Siesta track – if a 
marker, for instance, shows one donkey and 
three hats you have three steps on the Si-
esta marker. Thus the donkey markers have 
a double function: On the one hand, they 
decide how much a player can transport, 
and on the other hand they decide when 
he can do this, according to turn order se-
quence. Donkey markers that were used 
do not go back to a player immediately, he 
sets them aside first. In round four all mark-
ers that were set aside are returned to the 
player. For the transport phase each player 
secretly chooses one of his donkey markers, 
then all players reveal their markers simulta-
neously. Now in turn order the hat symbols 
on the donkey markers are resolved. Each 
player moves his marker disc on the Siesta 
track according to the number of hats on his 
donkey marker and then the new turn order 
is determined immediately. In this new turn 
order you now do the deliveries that are 
made possible by the number of available 
donkeys. For each delivery one commodity 
is taken off your player board and placed at 
a craft building or one of your own market 
barrows. When a delivery to a craft building 
completes the number of goods in demand 
there, you take back your markers from the 
craft building, score victory points accord-
ing to the current round number and take 
the craft token for your farm. Each craft 
building has its own craft marker. Those 
markers give you income in the further 
course of the game, farm commodities, 
trade commodities, victory points or addi-
tional deliveries and hats in the respective 
phase. When a player has made a complete 
delivery to a craft building, he cannot make 
another delivery to that craft building.

When a player has made a complete deliv-
ery to a market barrow he takes back his 
markers from the barrow, puts the market 
barrow on the discard pile and receives the 
victory points noted on the market barrow, 
and also one trade commodity and may 
place a marker on a free hexagonal case on 
the market. Similar to the market barrows 
themselves, the market cases have a value 
between 2 and 6. Depending on the market 
barrow that you delivered a player places 
his marker on a corresponding case of the 
same value on the market. When then there 
are adjacent market cases of lower values 
holding markers of other players, he may re-
move them. For each such removed marker 
of another player the active player scores 
one victory point. Markers in the market 
cases earn you additional victory points in 
each of the later scoring phases.
Player turn order during delivery can be 
of importance for receiving victory points. 
When you make a delivery to a craft build-

ing, the first player who meets to total de-
mand of the craft building receives one ad-
ditional victory point and, eventually, one 
additional victory points in case of there be-
ing a blocked craft building that is now un-
locked. In the event of deliveries to market 
barrows a later delivery can cause additional 
removal of markers on the market place and 
thus earn you additional victory points.
When all players have evaluated their don-
key markers and have used potential addi-
tional deliveries provided by craft markers 
or roof markers, you can now buy additional 
deliveries in a second stage according to 
turn order sequence. For such additional 
deliveries you need entitlement. The num-
ber of additional deliveries a player can do, 
is marked on his farm and the farm expan-
sions. Without farm expansions he can do 
one and only one additional delivery. Each 
additional delivery is optional and must be 
paid for with one unit of money. 

At the end of the round a scoring phase is 
resolved. Each player receives one victory 
point for each of his markers in the market. 
Then each player receives a number of vic-
tory points between 0 and 3, in relation to 
the position of his marker on the Siesta track. 
Then all marker discs on the Siesta track are 
put back to Zero, stacked on top each other 
in player turn order. All other preparations 
for the next round are done or, after Round 
Six, the game ends. In the final scoring after 
Round Six all harvest commodities, pigs an 
trade commodities on your farm are con-
verted into their money value, all money is 
then converted into victory points at a ratio 
of 5 money for 1 victory point.

La Granja is a game that allows a player to 
try different strategies as there are several 
ways to acquire victory points. The cen-
tral feature of the game is delivery to craft 
buildings and market; victory points are 
gained by both options, but the advantages 
within the game are different. You need to 
consider if you would rather deliver market 
barrows and thus earn victory points round 
after round or rather deliver to craft build-
ings and secure craft markers for yourself, 
which give you advantages in the rest of 
the game. The choice of the best timing is 
an essential feature. TO collect craft markers 
at the start of the game has the advantage 
that you can use them in all of the remain-
ing rounds. However, completing a delivery 
to a craft building, which is necessary to 
acquire the craft token, brings the more vic-
tory points the later you complete the de-
livery. In considering this you must also take 
into account that only the first player, who 
makes a complete delivery to a craft build-
ing, will receive an additional victory point, 
and maybe even a second one, if there are 

any blocked buildings left. From this point 
of view a quick delivery would make sense.       
The game itself gives a very balanced im-
pression. The only real imponderability are 
the Farm cards that make up your hand. 
There are definitely better ones and worse 
ones, in that aspect chance is definitely an 
influence, but in my opinion each Farm card 
can be made useful in one way ore another. 
It might happen that the Farm cards in hand 
determine part of your strategy. The chance 
element of dice in the revenue phase has 
been dealt with interestingly and surpris-
ingly with the use of the additional die that 
yields revenue for all players.
Game components are well made and 
nicely done, even for a topic that might 
seem a bit forced, as the mechanisms of the 
game are mainly abstract ones that do not 
really support the flair and atmosphere of 
the game. That, as the winner of the game, 
you now have the estate of La Granja on the 
table, takes a lot of imagination to believe.
A positive mark goes to the design of the 
game. Each phase has its own color, which 
is repeated on all relevant elements and 
also on the game summary which uses 
symbols to describe the individual phases 
very nicely. þ

Bernhard Czermak

Color codes, target groups, features, icons and GABIS are
explained on page 5 and at the bottom of pages 60 and 61

INFORMATION
Designer: A. Odendahl, M. Keller
Artist: Harald Lieske
Price: ca. 45 Euro
Publisher: PD Verlag 2015
www.pd-verlag.de

Resources management
Users: For experts
Version: de
Rules: de en fr pl nl
In-game text: yes

Comments: 
Second edition * First edition Spielworxx 
2014 * Beautiful, very structured compo-
nents * Demands optimization of resources 
and time management

Compares to:
First game with this combination of 
mechanisms

Other editions:
999 Games, G3, Pearl Games, Stronghold Games

EVALUATION
M

y 
ra

ti
ng

:

PLAYERS:
1-4
AGE:

12+
TIME:

120+



www.gamesjournal.at 37ISSUE 491 / MARCH 2016

OUR REVIEWtMY VILLAGE

We aim high as the head of our village, 
because only with diligent residents who 
make their way sturdily, staunchly and as-
siduously, our village will prosper and allow 
us to write the most famous of all village 
chronicles due to the majority of collected 
story points. Many paths of development 
are available, but only a limited amount 
of time, because at some point The Grim 
Reaper is waiting for even the most capable 
village resident to bring him to eternal rest.

This final point you may take literally in the 
game of My Village by Inka and Markus 
Brand, because besides the village devel-
opment, segmented into areas of medieval 
village life, time is the central concept of the 
game, as each development in any given 
segment instigated by the villagers, con-
sumes an irretrievable amount of time. This 
consummation of time is represented in the 
game by a Grim Reaper Marker, which is to 
be found on the individual village board of 
each player and which is advanced on a cir-
cular track for nearly every possible action 
option you implement. Every time when 
a Grim Reaper has made one full circuit of 
the track, the respective player must decide 
on one of his village residents and transfer 
him from his personal village board to an 
empty grave on the graveyard, which is 
located on a common central board that 
is used by all players. The dilemma of this 
decision is huge: For every area of his vil-
lage a player has only one available village 
resident. If this resident has died, a further 
use or development of the respective area 
is no longer possible. You can, of course, 
wait for offspring of the dead villager that 
will replace the deceased, but this next gen-
eration must first grow up and be educated, 
which in turn uses up valuable game moves 
which you would rather have used to de-
velop your village.

Now, what are the areas in which the village 
can develop? You have a choice of areas 
for Crafts, Harvest, Market ,Travel, Religion 
with the sub-options of church and monk 
and Council with the sub-options of Coun-
cil Chamber and Meeting Place, whereby 
each area is represented by special cards 
– Church cards, Monk cards, Council Cham-
ber cards, Meeting Place cards, Field cards, 
Customer cards and Craft Building cards 
– which are laid out beside the common 
board and and which can be acquired by 
players in their turns and then used.
Each area or sub-area has its own mecha-
nism; with the revenue from Craft building 
cards you can earn the price of Customer, 
Travel and Monk cards, Fields cards bring 
you guaranteed victory points and multi-
use coins; Customer, Travel and Monk cards 
also guaranteed victory points at the end of 
the game. Both Church and Council Cham-
ber cards bring permanent effects, Monk 
cards on the other hand give you once-only 
effects for immediate use.

In his turn a player can always only either 
acquire one card – provided that he can or 
wants to afford the price of the card – and 
add it to his personal village board, or use 
any number of previously acquired cards 
placed next to his village board. The prereq-
uisite for both options is that the player was 
able to form / assemble one of the banner 
values depicted on the cards he wants to 
buy or use. 
To form a banner he must choose exactly 
two dice – out of eight white dice and three 
black dice that were rolled at the begin of 
the turn – whose values combine to exactly 
the value of the intended banner. If the se-
lection is not too enticing – he might have 
to select one of the three black dice which 
use up extra life time – a player can use 
coins or Meeting Place markers to change 

the value of a die or he might have, when 
all options have been use – have to use an-
other banner value for his turn. Thus the ac-
tivation of “starting player hand”, with which 
you become the starting player with the 
beginning of the next round, costs you one 
entire turn, but is very useful as you have 
the biggest selection of available dice in 
your next turn.

On top of the starting player right you also 
receive all story points which have accumu-
lated in the starting hand with each round 
that has been played so far for provisional 
victory points. Yes, you did read correctly, 

provisional victory points. Because in My 
Village you have to distinguish between 
guaranteed, that is, safe and provisional vic-
tory points. For both types you use the same 
cardboard tokens, but while you place pres-
tige points, the safe ones, directly into the 
main house of your own personal village 
board, from where they can never be lost, 
you must place the provisional story points 
onto the village story tree first. Those story 
points can be transferred to the safe main 
house as prestige points when you reach 
the main house again with your Head of Vil-
lage marker, which is the only special mark-
er on your village board, with the exception 
of the Grim Reaper who is only moved as a 
consequence of another action. Up to this 
transfer story points are not safe and can 
always be victims of a rat infestation which 
can always happen when a village resident 
of any other player dies and thus the ad-
vancing of the rat marker is triggered.

My Village, which at first glance immedi-
ately reminds one of the game „Village“, also 
designed by Inka and Markus Brand and 
being awarded „Kennerspiel des Jahres“ in 

A LIFE A VILLAGE

MY VILLAGE
WRITE YOUR VILLAGE CHRONICLES

Less interaction and more combinatorics – the switch to 
other mechanisms turns My Village into a completely inde-
pendent games, that has only thematic parallels to Village, 
„Kennerspiel des Jahres“ 2012 and offers entirely new 
experiences. A complex feast for puzzlers and ponderers.

Bernhard Tischler

WIN The Games Journal now also available as eBook!
For all information on that check our website.
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2012, ends when a number of village resi-
dents has died, in relation to the number of 
players, and has been buried in the grave-
yard. Then you add your collected points 
to those that you acquired by completing 
requirements on cards or by cards that you 
bought, and you win with most points. Con-
trary to the predecessor “Village” the partial-
ly great amounts for early, artistic demises 
of your own village residents, as those are 
already awarded in the course of the game 
as provisional story points. 
In all other aspects, too, My Village shares 
thematic concepts and traits with its pre-
decessor, but must, however, be seen as an 
independent game - due to the completely 
different basic mechanism of dice selection, 
the shifting of events to individual village 
boards and additional game elements, for 
instance the rat infestation – whose lower 
interaction, compared to Village, is replaced 
by more complexity in village development. 
This qualifies My Village for a game that is 
suitable for families with gaming experi-
ence and, especially, for experienced play-
ers; a game that due to its oversized cards 
not only needs lots of room to play but also 
demands combinative powers to fathom its 
full potential. þ

Bernhard Tischler

It is the year 1922 in the dukedom of War-
wick in Scotland. For more than 25 years the 
soothsayer Conrad MacDowall has been 
living in the Manor of the former Count of 
Warwick, where once a dreadful tragedy did 
happen. It was the night before 13th of De-
cember 1894, when a servant met his death 
under circumstances so far unrevealed 
and unexplained. All police investigation 
petered out without results and the case 
was archived, after four months of fruit-
less investigations as “mysterious accident”. 
MacDowell, for his part, a soothsayer and 
fortune-teller using a crystal ball, did not 
believe in such a mysterious accident. 

Starting with his moving into the house he 
reported supernatural incidents for which 
a ghost is deemed to be responsible. How-
ever, this ghost needs the concerted pow-
ers of additional spiritualists to manifest 
itself and to get his message received by 
them. This is the moment where we enter 
the game.

Up to seven players can take up the daring 
challenge to solve the puzzle concerning 
the murder – yes, it was murder – of the 
count’s servant. One player is taking up the 
role of the “ghost” manifestation, who must, 
during seven rounds of the game, gives the 
other players – the spiritualists – useful hints 
for our personal inspirations, concerning 
one suspect, one crime scene and one mur-
der weapon, without being able to speak 
one word to us. Instead of talking he pro-
vides each spiritualist with one vision per 
round, in the shape of image cards, which 
need to be interpreted correctly: In Myste-
rium there are, depending on the number 
of players and the chosen level of difficulty, 
different numbers of suspect cards, crime 
scene cards and murder weapon cards, out 
of which each spiritualist is assigned exactly 
one card of each kind. Only the ghost knows 
which cards are assigned to whom and tries 
to give us this information with the help of 
vision cards. He chooses one spiritualist and 
hand him one or more vision cards that fit 
his “intuition”, that is, the assigned cards, as 
well as possible. Then the ghost replenishes 
his stock to seven cards. 

This is repeated as many times as is nec-
essary for each player to have received 
a minimum of one card. Meanwhile, all 
spiritualists together consider, discuss and 

deliberate to which of the cards on display 
the ghost wants to guide us with his hint. 
Despite our cooperation in discussing and 
considering each player decides on his own 
on which cards he places his bet in the end. 
All others have, from this moment on, only 
the option to support or to doubt his deci-

sion with a so-called clairvoyance token.

When all spiritualists have given their tips, 
the ghost informs us on who made a cor-
rect guess and who gave a wrong guess. For 
correctly placed clairvoyance tokens
You now score points on the clairvoyance 
track; this track is later of assistance in re-
vealing the culprit. But this only happens if 
each of the spiritualists has correctly identi-
fied all three of his “intuitions” correctly be-
fore the end of Round 7; otherwise we and 
the ghost together loose the game and the 
events of 13th of December will remain un-
solved forever.

In case that we succeed all intuitions of all 
spiritualists are placed into groups, before 
the ghost appears for one las time. Secretly 
he chooses one group of intuitions and is 
allowed to give us exactly three clues – one 
for the culprit, one for the crime scene and 
one for the murder weapon. Then a secret 
voting is held in which each spiritualist must 
choose one of the groups as the murderer. 
Each player only sees as many clues as his 
score on the clairvoyance track indicates. 
The more points we have collected, the 
higher the chances are that we can, togeth-
er, reveal the real murderer. When the ma-
jority of players has chosen the same group 
as the ghost, he can now rest in peace and 
all players win the game together.

Such a Happy End is of course the wished-
for end of each game of Mysterium – and, 
despite there not being a failsafe formula 
for winning – we usually achieved such a 
Happy End in my games. I must admit that 
we so far did not play it at the highest level 

SPIRITUAL INVESTIGATIONS

MYSTERIUM
CASE SOLVED WITH GHOSTLY ASSISTANCE

A very felicitous and well-made cooperative game with 
amazing graphics and background story which manages, 
despite a short playing time, to transport players into ano-
ther world with its beautiful images. Analogous to holiday 
destinations, after a few games one might wish for more 
variations, new vision cards would be very, very welcome.

Dennis Rappel

Color codes, target groups, features, icons and GABIS are
explained on page 5 and at the bottom of pages 60 and 61

INFORMATION
Designer: Inka and Markus Brand
Artist: Dennis Lohausen
Price: ca. 33 Euro
Publisher: Eggertspiele/Pegasus 15
www.pegasus.de

Dice, drafting
Users: With friends
Version: de
Rules: de en fr it nl
In-game text: no

Comments: 
Sequel to Village * Same topic * Completely 
different mechanisms * Less interaction

Compares to:
Village, Settlers of Catan The Card Game

Other editions:
Clochemerle, Gigamic; uplay.it; Stronghold 
Games; Mijn Dorp, 999 Games
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of difficulty, but we will surely make good 
on this as soon as possible. 
Mysterium for me is one of the few coopera-
tive games that allow for good group dy-
namics without taking away individual per-
sonal freedom of decisions. You deliberate 
and consider together and work towards a 
common goal, but carry your own share of 
responsibility. It happens often that opin-
ions vary on the hints that were received, 
when you try to reach a common consent, 
but the clairvoyance tokens offer a chance 
to turn this into an advantage for yourself 
and the group as a whole.

Additional favorable facts are the amazing 
thematic design of the game components 
and the very beautiful graphics of the game 
which makes all characters and their back-
ground stories come alive. Beginning with 
the player tokens shaped like crystal balls 
to the cardboard clock that can be erected 
and works as a round marker to the very 
functional box insert all comes across as 
painstakingly created, and nearly “over the 
top” if you consider what kind of game they 
serve. With a possible number of players 
ranging from 2 to 7 and an average playing 
time of 45 minutes, Mysterium has more in 
common with a party game than meets the 
eye at first glance. The basic idea to make 
yourself understood across communica-
tion barriers appears in earlier games like 

2Tabu2 or “Activity” as well as in more re-
cent titles - „Aargh!Tect”, “Sag’s mir!” or the 
super hit “Codenames”; published only last 
year. What sets Mysterium apart from those 
games are the mechanisms, to a lesser ex-
tent, and mostly its imaginative flair. Similar 
to a Tim Burton Film the game emanates 
is very own special charm which, for me, 
comes across as innovative and unique, de-
spite familiar elements.

As my opinion I can give a positive recom-
mendation of the game for family gamers as 
well as for expert gamers, especially for larg-
er groups of five or more players. The more 
players the better. After a few games and 
lots of runs through the vision cards a pat-
tern might evolve, so it is essential to always 
choose another player to represent the 
ghost or to play Mysterium with different 
people. For a bigger variation in the cards 
you can borrow some cards from “Dixit” or 
you wait for the already announced expan-
sion “Hidden Signs”, which is scheduled for 
the first half of this year.

In any case, however, I look forward very 
much to see and play this classy game more 
often and hope to have inspired a few new 
ghost murder-hunters among my readers. 
Have fun in playing Mysterium! þ

Dennis Rappel

WIN The Games Journal now also available as eBook!
For all information on that check our website.
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Publisher: Libellud 2015
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Cooperation, deduction, hand management
Users: With friends
Version: de
Rules: bg cn de en es fi fr gr jp nl
In-game text: no

Comments: 
Beautiful graphics * High-grade game com-
ponents * Not enough vision cards

Compares to:
Dixit
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25 locations are featured, seven 
card for a location and an iden-
tical secret agent card for a top 
card are in a cover slip as loca-
tion deck, in a way that you see 
the backside of the location 
cards on one side and the top 
of the secret agent card on the 
other side. 
For a round the starting player 
chooses a deck, reduces the 
number of cards to the number 

of players – starting at the bot-
tom of the deck – and shuffles 
the remaining cards backside 
up, nobody must see the front 
side of the cards, also not the 
starting player, who then deals 
the cards to players. Everybody 
checks his card – players are 
either the secret agent or have 
a defined role at tone of the lo-
cations, maybe radio operator 
or biologist at the Polar Station. 

Then players ask questions of 
each other, the agent tries to 
find out where he is and the oth-
ers try to unmask the agent. 
The more you manage to answer 
within the limits of your current 
role without giving away too 
much, the more interesting the 
game becomes, but you need 
act within the role. Anytime dur-
ing the round you can interrupt 
the game and utter a suspicion. 
After an agreed amount of time 
all must utter a suspicion. Points 
are scored according to the cor-
rectness of the suspicion and 
the time when the suspicion 
was voiced. Then a new round 
is played with a new location 
deck; after the agreed number 
of rounds you win with most 
points.
Agent Undercover is a fantas-
tic game, it is no wonder that a 
great number of companies has 
picked up the game worldwide; 
even declared non-communi-
cation- games players have fun 
with this question-answer ex-
change; it is really fun to try to 
learn a lot without giving much 
away. þ

AGENT UNDERCOVER
WHO IS THE AGENT AT THE EMBASSY?

INFORMATION

Designer: Alexandr Ushan
Artist: Uildrim, Sergey Dulin
Price: ca. 25 Euro
Publisher: Piatnik 2015
www.piatnik.com

PLAYERS:
3-8

AGE:
12+

TIME:
60+

EVALUATION
Deduction, party
Users: With friends
Version: multi
Rules: de hu  cz en fr it and 
others
In-game text: yes

Comments: 
Variable playing time * Also 
works well when played 
without scoring * Offers 
room for puns and play on 
words

Compares to:
First game of its kind, basically deduc-
tion with questions

Other editions:
Hobby World, Gigamic, dV Giochi, 
Brain Games, Cryptozoic, Rebel.pl, 
REXhry, Competo and others

A game with staying power and 
on the way to become a classic 
– Alles im Eimer has returned. 
The number of buckets you get 
now varies with the number of 
players and you are dealt ten 
cards. The buckets are new, they 
are 3D and easily stacked into a 
pyramid.
And the pyramid takes to the 
mechanisms, which in parts 
have been heavily changed. 

Cards still show one of five 
animals/colors with values be-
tween 1 and 9. Each of those an-
imal kicks buckets of the same 
color out of pyramids. Each play-
er begins the game with 2 or 3 
buckets of each color, is dealt 
his 10 cards and then assembles 
his pyramid based on his cards 
– the fewer cards of a color the 
higher up a bucket should be 
placed.

The starting player leads with 
one card, the next player must 
top the value of this card and 
use one to three cards to do so; 
if he uses more than one card, 
the direction of play – NEW! – 
changes. Then you draw one 
card, regardless of how many 
you played. If you cannot top 
the previously played value, 
you must - NEW! -snip a bucket 
of this color from your pyramid. 
Yes , snip!  When additional 
buckets tumble or even change 
their location significantly, they 
are also removed. If you have no 
bucket of the color, you snip any 
bucket. If you are out of buckets, 
you are out of the game. When 
one or two players are out of 
buckets, you win with most 
buckets in your pyramid.
Alles im Eimer is still a good 
game, albeit now chance- and 
dexterity-driven; the snipping 
of buckets, for me, is absolutely 
extendable and changes the 
game completely. I recommend 
the original rules, which only re-
move additional buckets when 
not supported by the bucket 
that must be removed. þ

ALLES IM EIMER
12 NOT TOPPED – BUCKETS TUMBLE

INFORMATION

Designer: Stefan Dorra
Artist: Marc Margielsky
Price: ca. 25 Euro
Publisher: Kosmos 2016
www.kosmos.de

PLAYERS:
2-6

AGE:
8+

TIME:
20+

EVALUATION
Cards, dexterity
Users: For families
Version: de
Rules: cn de en nl
In-game text: no

Comments: 
3rd edition * Now with 
real buckets * Several 
important rule changes 
* Snipping of buckets is 
expendable

Compares to:
Previous editions of the game; Kar-
rierepoker and others for previous 
editions of the game

Other editions:
3D Bucket - Jolly Thinkers/Aurum, 
999 Games
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PLAYED FOR YOUtANDROID: NETRUNNER / AUSGEFUCHST!

A Living Card Game, set in the 
Android universe – Runner ver-
sus Corporation. Both have their 
own deck of cards and goals. 
The Corporation can spend 
three Clicks per turn for actions; 
to install server protection or 
to trace the runner. The Run-
ner can spend four Clicks; for 
instance for a Run – a hacker at-
tack on Corporation with differ-
ent targets; when he manages 

to get into a server he might 
find something valuable or just 
destroy the Corporation project. 
If you collect seven points, you 
win.
The fourth deluxe expansion 
with a total of 165 cards concen-
trates on NBN on the Corporate 
side of the game – there are 75 
NBN cards with three new cor-
poration cards of the depart-
ment type as well as 9 neutral 

corporation cards. On the Run-
ner side of the game there are 
three new mini factions, three 
special Runner factions with 
their own individual IDs – Adam, 
Apex and Sunny Lebeau. 24 
cards for each of those factions 
are geared exactly to the ID and 
represent unique persons and 
entities who cannot be assigned 
to the categories of Shaper, An-
arch or Criminal.
Making use of cards that are not 
assigned to his mini factions 
costs a Runner influence, even 
for neutral cards that feature an 
influence value. Some cards al-
low that cards can be installed 
hidden and without cost. Re-
versible cards are identity cards 
with two sides, only the visible 
side of such a card is active and 
you must pay for the reversing 
of such a card. Furthermore, 
there are nine neutral runner 
cards.
Business as usual in Android 
Netrunner also for this deluxe 
expansion; the ways and means 
and options to play are extend-
ed and challengingly expanded 
with those new features. þ

ANDROID: NETRUNNER
DATEN UND BESTIMMUNG

INFORMATION

Designer: Garfield, Litzsinger
Artist: Matt Zeilinger, Team FFG
Price: ca. 20 Euro
Publisher: Heidelberger 2015
www.heidelbaer.de

PLAYERS:
2

AGE:
14+

TIME:
45+

EVALUATION
Living Card Game
Users: For experts
Version: de
Rules: de en es fr kr
In-game text: yes

Comments: 
Deluxe expansion with 165 
cards * Needs core game 
for playing * Three new 
Runner factions

Compares to:
Android Netrunner for 
topic, and other LCGs for mechanisms

Other editions:
Fantasy Flight Games, Edge Entertain-
ment, Korea Boardgames

Players are young foxes on their 
nightly prowl, wanting to steal 
six hens quickly and skillfully, for 
a dare! The frame for the game 
shows three hen portraits each 
to the left and right of a fox im-
age on each side and is laid out. 
Each player sits down in front of 
such a row of portraits. All im-
age tiles, showing those six hen 
portraits on backgrounds of 
different colors, are spread out, 

image side down, within the 
frame, plus a few fellow lodgers 
and two foxes, also face-down. 
Finally, you set up five wooden 
perches or roosts within the 
frame and place the five wood-
en chickens on them. 
Now all players, simultaneously, 
use one hand to search among 
the tiles for images of their hens, 
regardless of background color, 
this is not important in the basic 

game, only the images of the 
hens must be matched. Hens 
that you have already collected, 
or fellow lodgers, are put back 
face down. If you are too hasty 
and push a chicken off its perch, 
all other players – never you as 
the one who pushed it off – may 
try to grab the chicken. If you 
manage to grab it, you can put it 
into your row of hens as a joker 
instead of any hen portrait tile. If 
two grab it, it goes out of play. 
If you have collected all hens in 
your row of portraits, either as a 
tile or as a chicken joker, and are 
then first to then find one of the 
two foxes, you call “Ausgefuchst” 
and win.
A cute and enchanting idea for 
a game for children that goes 
to show what one can do with 
basically standard mechanism 
when you manage to combine 
them cleverly. The dexterity/
joker element of the chickens 
hugely upgrades the search/
memo mechanism. What a fun 
game! þ

AUSGEFUCHST!
HENS ON THEIR ROOSTS

INFORMATION

Designer: Thilo Hutzler
Artist: Johann Rüttinger
Price: ca. 20 Euro
Publisher: Noris Spiele 2016
www.noris-spiele.de

PLAYERS:
2-4

AGE:
4+

TIME:
15+

EVALUATION
Search, memo, dexterity
Users: For children
Version: multi
Rules: de en fr it
In-game text: no

Comments: 
Enchanting game idea * 
Very attractive compo-
nents, with wooden hens 
and roosts * Variants with 
rules for colors and adja-
cent hen portraits * High 
replay value

Compares to:
First game with this mechanism 
combination

Other editions:
Currently none
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Whoever is the first fox to steal 
ten eggs from the farm, will be 
the successor of Master Fox. 
The game features animal and 
cheese loot pawns, and also 
snakes, fox and hammer for ruse 
pawns as well as eight mission 
cards.
All Loot pawns are put into the 
box and three mission cards are 
on display. The box is closed 
and shaken and all players don 

their fox masks. Then all search 
in the open box for loot pawns 
corresponding to the missions, 
using only one hand, the loot-
ing hand. Pawns that you took 
are transferred to your other 
hand, the sack hand, and you 
can never have more than four 
pawns in the sack hand. You 
may give back loot pieces you 
took earlier. If you have three 
pawns in your sack hand, you 

may stop the search for all 
players and all score their sack 
hands. Each pawn correspond-
ing to a mission card scores one 
point = one egg. Unsuitable 
pawns and double pawns score 
-1. From round 2 on ruse pawns 
are added – in round 2 the fox-
es, a fox in the sack scores one 
point. In round 3 two snakes are 
added; if you own a snake you 
may steal a pawn from another 
player before scoring. In round 4 
the hammer is added, it protects 
you from a snake. But take care, 
if you have more than one ruse 
pawn in your sack hand, you 
lose a point.
If you have collected 10 eggs or 
more, the game ends and you 
win with most egg points. More 
experienced players can play up 
to 15 points.
The French edition of the game 
has won L’As d’Or for Children 
Games and rightly so: The game 
is fun, easy to play, the pawns 
are easily distinguished and the 
choice of a ruse pawn makes it 
challenging and a bit tactical. A 
fantastic game, not only for chil-
dren. þ

AUSGEFUCHSTE MEISTERDIEBE
STEALING EGGS COMPETITION

INFORMATION

Designer: Frédérik Vuagnat
Artist: Catell Ruz
Price: ca. 25 Euro
Publisher: Heidelberger 2015
www.heidelbaer.de

PLAYERS:
2-4

AGE:
7+

TIME:
20+

EVALUATION
Tactile search, memo
Users: For families
Version: de
Rules: de en fr
In-game text: no

Comments: 
Fantastic game idea * 
Shapes are easily distin-
guished * Ruse figures are 
a challenging, somewhat 
tactical detail

Compares to:
Tactile search games

Other editions:
Maître Renard, Superlude; Master 
Fox, Iello

Gulliver searched in vain for Ce-
lestia, we search in his footsteps 
for celestial cities and treasures. 
Players in turn are captain of the 
dirigible, all other players are the 
passengers, respectively, and 
all begin the game with 8 or 6 
cards in hand.
The captain of the round directs 
the dirigible and implements 
the journey to the next of the 
city tiles, arranged in ascending 

order. 
First, he rolls for events, as many 
dice as are depicted on the next 
city. Now each passenger de-
cides if he continues the journey 
or leaves the dirigible. If you 
leave, you take your marker off 
the ship, draw the top treasure 
card at the current location of 
the ship and are out of the game 
for the remainder of the trip. Ow 
the captain discards cards – a 

compass for each cloud on the 
dice, a lightning rod for each 
lightning, a horn for each bird 
and a cannon for each sword; 
before this he and passengers 
can play power cards. If the 
captain discarded all necessary 
cards, he moves the ship to 
the target city. The next player 
becomes captain and rolls for 
the next city with all remaining 
passengers. If the captain could 
not meet the dice demand, the 
ship crashes and nobody in it 
gets treasures. The dirigible is 
put back on City 1 and a new 
journey begins with a new cap-
tain and all passengers, all play-
ers draw one card. Cities out of 
treasure cards are left out. If you 
have at least 50 treasure points 
at the start of a new journey, the 
game ends and you win with 
most points.
In this version, too, Celestia or 
Cloud 9 is an enchanting family 
game, with marvelous compo-
nents, a nice story and a very 
well balanced mix of risk and 
chance. Pure fun to play! þ

CELESTIA
IN GULLIVERS FOOTSTEPS

INFORMATION

Designer: Aaron Weissblum
Artist: Noir, Carey, Reinartz
Price: ca. 25 Euro
Publisher: Heidelberger 2015
www.heidelbaer.de

PLAYERS:
2-6

AGE:
8+

TIME:
30+

EVALUATION
Dice, risk management
Users: For families
Version: de
Rules: de en fr nl
In-game text: no

Comments: 
Beautiful components * 
Nice story * Easy to play * 
Exactly the right amount 
of risk

Compares to:
Cloud 9

Other editions:
Blam! Edition
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PLAYED FOR YOUtCORE WORLDS REVOLUTION / DARK MOON

You reign over a barbaric Star 
Empires at the edge of the gal-
axy and want to expand and 
fortify you empire to be able to 
take over the ancient empire of 
the Core Worlds. In each round 
you resolve six phases: Draw 
cards from your deck, generate 
energy from your own worlds, 
place new cards into the Cen-
tral Region, resolve actions for 
each player according to his ac-

tion points, discard all cards in 
hand but one and end of round 
with moving Round Marker and 
handing on the Destiny Marker. 
After ten rounds you win with 
most Empire Points.
The Revolution expansion in-
tensifies events in the Core 
World universe, as the conquer-
ing barbarians you can use two 
new mechanisms/features: Ad-
vancements, for instance Dark 

Matter Power Cores, Cosmic Ter-
raformers or Wormhole Genera-
tors; those cards do not count 
for the minimum that must be 
revealed in each round and 
they are added to your standard 
cards and offer additional op-
tions. You can only assign one 
Advancement to each world. 
The second mechanism are 
Heroic Tactics, which are spe-
cial cards that are only effect by 
other cards that are especially 
marked for it. Those cards are 
not part of your standard hand 
or deck and not affected by ef-
fects on hand or cards. There are 
also three new heroes - Captain 
Alexander, The Prophet and 
Duke Markus – as well as a new 
Core World and more new cards 
plus some revised cards from 
the basic game.
It is rare that an expansion ex-
pands and intensifies a game in 
such a well-working way with-
out fundamentally changing 
it – congratulations to the de-
signers! If you are active among 
the Core Worlds you should not 
miss this expansion and the Ga-
lactic Order one, either. þ

CORE WORLDS REVOLUTION
ADVANCEMENTS AND HEROIC TACTICS

INFORMATION

Designer: A. Parks, S. Sterphone
Artist: Chechu Nietu and Team
Price: ca. 25 Euro
Publisher: Stronghold Games 14
www.strongholdgames.com

PLAYERS:
2-5

AGE:
10+

TIME:
120+

EVALUATION
Deck building, SciFi
Users: With friends
Version: en
Rules: en
In-game text: yes

Comments: 
Can be combined with the 
Galactic Order expansion 
* Two new features/cards 
* Intensifies the game 
without changing it

Compares to:
Core World, deck building games

Other editions:
Currently none

Dark Moon is yet again another 
game on asymmetrical team 
play, again on a topic of Infected 
vs Uninfected; the Uninfected 
win if they survive to the end – 
to achieve this they need to suc-
cessfully cope with three events 
and the Final Event. The Infected 
faction wins if it eliminates the 
Uninfected faction, either by 
destroying shields and thereby 
destroying the station or irrepa-

rably damaging the station or 
destroying life support systems. 
Each player begins with two 
strong and two weak dice. You 
roll your current dice contingent 
and use dice for actions, voting’s, 
tasks and events in the phases 
of a turn: Retrieve Dice, Perform 
an action, Choose a task Cards, 
Resolve a Task Card and – all of 
the following are conditional – 
Add an Event Cube, Complete 

the Event, Select a new Event, 
Advance the Suspicion Cube 
and Hold a vote. Option for ac-
tions to implement in the action 
phase are Repairs, Voting on 
quarantine, going Lone Wolf to 
add an event cube or give an or-
der or declare yourself Infected. 
To complete a task players de-
cide on joining or staying out, 
roll dice if you go in and then 
contribute dice; you can re-roll 
but must contribute one die for 
each roll, even if is an unwanted 
result. For a completed task an 
event cube is placed on the next 
free spot on an Event card or the 
Final Event card. When an Event 
card is filled completely, it has 
been successfully managed. 
Dark Moon is a challenge in it-
self: the innovative use of dice, 
the best time to declare yourself 
Infected to have new actions 
available and the challenge 
to work with unknown team 
mates towards a common goal. 
A real tidbit for experts. þ

DARK MOON
DEFEATING VIRUS-INFECTED TEAM

INFORMATION

Designer: Evan Derrick
Artist: W. Bricker, E. Derrick
Price: ca. 40 Euro
Publisher: Stronghold Games 15
www.strongholdgames.com

PLAYERS:
3-7

AGE:
12+

TIME:
75+

EVALUATION
Hidden info, cooperative, 
zombie-analogous
Users: For experts
Version: en
Rules: en
In-game text: yes

Comments: 
Heavily revised new edition 
of BSG Express (print & 
play) * Needs sophisticated 
clever play by the infected 
to win * Several practice 
games necessary * Dice management 
is the deciding element

Compares to:
Zombie-themed games

Other editions:
Currently none
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The legendary jewel has been 
saved and now the dwarfs must 
escape from the Forest Troll and 
find their magical item. Each 
player chooses a dwarf and puts 
his jewel puzzle on the table 
with the number side face-up. 
The forest tiles are distributed 
randomly and black side down 
in the dents on the board.
The active player moves his 
dwarf one step up, down, to the 

left or to the right, but newer 
diagonally, and can jump over 
other dwarfs and move his 
dwarf across the starting hat-
spots, too. You can move your 
dwarf on any forest spot, but 
only on number spots of your 
own color. You must visit those 
number spots and must do 
so in ascending order of num-
bers. When you have entered 
such a spot, you are allowed 

to turn over the correspond-
ing part of your puzzle. When 
your magnetic dwarf picks up 
one of twelve magnetic forest 
tiles, you check the back side 
and also show it to the other 
players. If the back side is com-
pletely black, you have found a 
trap. You put it back and place 
your dwarf on it again, your turn 
ends. If you found a symbol and 
it has your color, you put it back, 
too, but memorize the location 
as you need to return to it later. 
When you have visited all num-
ber spots of your color and your 
puzzle is completely turned, the 
puzzle shows your magical item 
and you must now either find 
it or return to it, if you already 
found it. If you manage to do 
this first, you win.
Der magische Zwergenwald is 
one of the rare designer games 
from Hasbro, pretty and nicely 
done, with a good background 
story. The mechanism is simple 
enough for the target age group 
and yet challenging, when will it 
click and did you find your own 
symbol? þ

DER MAGISCHE ZWERGENWALD
JEWELS AND MAGIC SPOTS

INFORMATION

Designer: Reiner Knizia
Artist: not named
Price: ca. 20 Euro
Publisher: Hasbro 2016
www.hasbro.at

PLAYERS:
2-4

AGE:
4+

TIME:
20+

EVALUATION
move, memo, magnetic
Users: For children
Version: de
Rules: de
In-game text: no

Comments: 
Very pretty components * 
Good mechanism for the 
target age group * Short 
distances * Good rules

Compares to:
Movement games with 
given order of goals

Other editions:
Currently none

Rolldovia needs a new capital 
city and you want to prepare 
your town for that role.
Each player has five dice and his 
board with rows for dice colors 
and columns for dice results. A 
round comprises phases: Use of 
Dice, Attack, Trade & Build and 
End of Turn. In the phase Use of 
Dice you remove your dice one 
by one for one of those options: 
Use effect of location, relocate 

die, replace location cards on 
display – only once per turn – 
or reactivate a location or pass 
and receive pass marker. Two of 
those markers can be discarded 
for additional options: Receive 
resources, rise attack power by 
1 for the duration of the round 
or force all players to re-roll one 
die, selected by the active play-
er. Location effects can result in 
resources or victory points. The 

Attack phase offers attack on 
bandits, locations or resources 
of other players. In the Build & 
Trade phase you can build loca-
tions for resources or use trade 
ships. New locations, defeated 
bandits and export of goods 
with trade ships earn you vic-
tory points. In the End of Turn 
phase you discard all but one 
resource of each kind, reroll all 
five dice and place them for the 
next turn.
When one of several end-of-
game conditions happens, you 
win at the end of the round with 
most victory points from mark-
ers, trade ship and bandit cards 
as well as locations in the city.
Dice City – a game of placing 
dice and then planning until it 
is your turn again; intensive ac-
tions usually only happens in 
a game for two, because with 
more players you would to pay 
more attention to other players 
than to your own plans. If you 
like multi-player solitaire games, 
Dice City is an ideal game for 
you. þ

DICE CITY
ROLL, BUILD, WIN!

INFORMATION

Designer: Vangelis Bagiartakis
Artist: T. Rowland, G. Weinzierl
Price: ca. 40 Euro
Publisher: Artipia / Alderac 2015
www.alderac.com

PLAYERS:
1-4

AGE:
14+

TIME:
45+

EVALUATION
Dice as worker placement
Users: With friends
Version: en
Rules: en
In-game text: yes

Comments: 
High-quality components 
* Graphics a bit unclear 
* Little interaction, most 
intensive in a game for two 
* Basically a multi-player 
solitaire game

Compares to:
Worker Placement games, Machi 
Koro for rolling for locations

Other editions:
Currently none
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PLAYED FOR YOUtDIE WÄNDE HABEN OHREN / DISNEY RIESEN BILDER RALLYE

To lose face, not holding a can-
dle to someone – we all know 
such proverbs and adages, but 
very rarely know where they 
come from, their origin. This 
memo now offers the oppor-
tunity to get acquainted wit 44 
such proverbs and adages, al-
beit only on German language. 
One pair in this memo game 
always comprises a tile with a 
picture or image to present the 

proverb and a second tile with 
the text of the proverb. So, a 
woman in a pigsty with a neck-
lace in her hand is meant to il-
lustrate „throwing pearls before 
swine“, a person with fingers 
on fire is meant to demonstrate 
„this a burning issue, in German 
it burns on my nails. The images 
for a camel in the eye of a needle 
or a man carrying owls towards 
an Acropolis (in English it would 

be coals to Newcastle instead of 
owls to Athens) are self explain-
ing, but there are several images 
that are not so easily assigned 
to their texts, unless you have 
studied booklet and list of con-
tents closely.
The more often you play the 
easier the game gets, because 
you have learned all proverbs, 
for a first game the minimum 
age of six years seems a bit low.
Explanations for the proverbs 
and adages are copious and 
painstakingly researched, you 
learn a few surprising facts and 
is often more than surprised 
about the origin of some famil-
iar daily sayings.
Definitely a nice addition to the 
range of memo games, packed 
in a very attractive box in the 
shape of a house – walls do have 
ears! Metermorphosen again 
lives up to their reputation for 
very unusual versions of well-
known game ideas and won’t 
have their stuffing knocked out. 
This game can be an ideal train-
ing game for German phrases 
and proverbs! þ

DIE WÄNDE HABEN OHREN
MATCH TEXT AND IMAGE

INFORMATION

Designer: not named
Artist: Philipp Waechter
Price: ca. 20 Euro
Publisher: Metermorphosen 16
www.metermorphosen.de

PLAYERS:
2+

AGE:
6+

TIME:
30+

EVALUATION
Memo
Users: For families
Version: de
Rules: de
In-game text: yes

Comments: 
Very cute images * 
Knowledge of provers is an 
advantage * Very detailed 
explanations

Compares to:
Memo games with non-
identical pairs

Other editions:
Currently none

An enormous game board of 
1.80 m length is assembled and 
spread on the floor; at one end 
Cinderella’s Castle with the tow-
er clock is depicted, the hands 
of the clock point to 1:00 at the 
start of the game.
Each player chooses a marker 
and puts it in its foot on the blue 
starting spot on the opposite 
side of the board. The active 
player turns the spinner: When 

the arrow points to a number, 
you move forward accordingly. 
When the arrow points to Clock 
1 or Clock 2, the hand of the 
tower clock must be advanced 
accordingly by 1 or 2 hours. 
Then you turn the spinner again. 
When the arrow points to Mick-
ey Mouse, you turn up the top 
search card. You name the de-
picted item, turn over the timer 
and all begin to look for the item 

on the board. Whoever finds 
one item, marks it with a ring. As 
soon as the sand timer has run 
out, all markers move one step 
for each item that was marked. 
When someone stops on a case 
with Mickey Mouse, another 
search card is turned over and a 
new search begins. The images 
on the board and on the search 
card are not always completely 
identical. When all players man-
age to reach the castle, before 
the clock shows midnight, all 
have won together.
More than 1000 items are hid-
den in this creative new inter-
pretation of a “busy picture”, the 
path to the castle crosses 12 dif-
ferent Disney worlds and at the 
crossroads everyone can decide 
for himself which path to take. A 
marvelous game with cleverly 
hidden learning effects – con-
centration, observation and 
first tactics for path decisions. 
The differing images on cards 
and board provide yet another 
learning effect, the correlating 
of images.  þ

DISNEY RIESEN BILDER RALLYE
RACING BY FINDING TREASURES

INFORMATION

Designer: F. Creative
Artist: Forrest-Pruzan Creative
Price: ca. 31 Euro
Publisher: Ravensburger 2015
www.ravensburger.de

PLAYERS:
1-6

AGE:
4+

TIME:
20+

EVALUATION
spotting, racing
Users: For children
Version: de
Rules: de
In-game text: no

Comments: 
New use for a “busy scene” 
picture * Good mix of 
spotting and racing * First 
tactics in path decisions 
* Trains observation and 
concentration

Compares to:
All spotting and “busy scenes” 
pictures

Other editions:
Currently none
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Three journeys in the footsteps 
of Francis Drake, each in two 
parts: In the supply phase you 
place markers on locations - 
with different availability - for 
crew, ships, cannons and food. 
In the sailing phase you decide 
on what to plunder. Only one 
marker per player is allowed 
at a target, but several play-
ers can attack the same target, 
and each target can only be 

attacked twice. After each mis-
sion you can return to Plymouth 
and must do so after Mission 4. 
Attacks on Town, Forts, and Gal-
leons are scored, resources and 
treasures are scored after the 
third journey.
This box of expansions contains 
components for a 6th player and 
two scenarios that were previ-
ously published separately: 
Spain’s Revenge and Montezu-

ma’s Legacy. In both scenarios 
Spanish ships and troops from 
the core game are replaced with 
new components of the scenar-
ios, for Montezuma’s Legacy an 
Aztec relic replaces the jewel for 
the Spanish Galleon in Zone 4.
In the game for two players a 
non-playing character called 
Hawkins comes into play, the 
starting set-up for him given 
and his Plymouth Street Loca-
tions are determined by roll of a 
die. He also uses the Investor. If 
the roll would take him beyond 
the dock, his ship is placed into 
the first free Outbound Harbor. 
Hawkins does not sail and is 
only involved in the provision-
ing phases of all three journeys; 
at the start of them he sits in 
Dock 3 of the arrival docks. Not 
all locations on the map are 
used, blocked targets are deter-
mined by dice roll.
As is the case for all expansions 
to games is the case here, too: 
If you own the basic game and 
like you will want the expansion, 
which is well made and interest-
ing. þ

FRANCIS DRAKE
THE EXPANSIONS

INFORMATION

Designer: Peter Hawes
Artist: Franz Vohwinkel
Price: ca. 60 Euro
Publisher: Kayal Games 2014
www.hutter-trade.com

PLAYERS:
2-6

AGE:
14+

TIME:
120+

EVALUATION
Worker placement, optimiza-
tion
Users: For experts
Version: multi
Rules: de en fr
In-game text: no

Comments: 
Now for 2 and 6 players * 
Comes with two scenarios 
that have been previously 
published separately

Compares to:
Francis Drake

Other editions:
Currently none

As a hungry squirrel you are col-
lecting acorns for winter.
The playing area, shaped like a 
tree, is equipped with all acorns. 
Each player receives a log. Each 
of those logs shows five holes 
that are marked with one color 
each – red, yellow, blue, purple 
and green. Those colors are also 
visible on the spinner and the 
acorns. Besides the color areas 
the spinner also shows symbols 

for one and two acorns, for a 
sad and a thieving squirrel and 
for the squirrel storm. An espe-
cially attractive feature are the 
tongues for picking up acorns 
from the  or from the  log, it is 
shaped like a squirrel and the 
front paws can be squeezed to-
gether.
The active player turns the spin-
ner. When the indicator points 
to a color, you pick up an acorn 

of this color with the squirrel 
und put it into the hole of the 
same color on your  log. When 
the hole is already filled, the 
turn passes to the next player. 
If the indicator points to one 
of the acorn symbols, you may 
pick up one or two acorns of 
any color and put them into the 
corresponding holes on your 
log. If the indicator points to 
the thieving squirrel you may 
take an acorn from another 
player and for the sad squirrel 
you must pass your turn. The 
squirrel storm has very nasty 
consequences, if it is your spin-
ner result you must give back 
all acorns that you already col-
lected. If you manage to be first 
to fill your  log, you win.
Fritz Stibitz is cute, very cute! 
And it works well! The squirrel-
shaped tongues without any ex-
pendable parts are the highlight 
in the simple roll & collect game 
and. All other mechanisms are 
standard, but very nicely mixed, 
and the rest of the components 
are on par with Fritz Stibitz him-
self. þ

FRITZ STIBITZ
COLLECT ACORNS IN YOUR LOG

INFORMATION

Designer: Educational Insights
Artist: not named
Price: ca. 19 Euro
Publisher: Game Factory 2015
www.gamefactory-spiele.com

PLAYERS:
2-4

AGE:
3+

TIME:
15+

EVALUATION
roll & collect
Users: For children
Version: multi
Rules: de en fr it
In-game text: no

Comments: 
Well-mixed standard 
mechanisms * Very pretty 
and good components, 
especially the Fritz Stibitz 
tongues * Older children 
can play on their own

Compares to:
All roll & collect games

Other editions:
Currently none
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PLAYED FOR YOUtGIPFELSTÜRMER / HECKMECK EXTRAWURM

Ibexes, maybe better but 
wrongly known as capricorns, 
want to climb up to the top 
of the mountain. You start the 
climb with five ibexes.
The active player rolls five dice 
up to three times, with setting 
aside and re-rolling dice. Then 
you move one of your ibexes by 
one step towards the top. But 
you must have achieved a result 
with your dice equal to a result 

indicated on the sign next to 
one of the cases in front of your 
ibex; for instance equal to or 
higher than the stated number, 
or equal to or lower, or a poker 
combination. If you could meet 
several results with your result, 
you can in any case only move 
one ibex. If you manage to roll 
a quintuple result, this result 
can be used as a joker. When 
you did not manage one of the 

necessary results, you must put 
one of your ibexes back to the 
start. When there is not enough 
room in the target case, you 
push. On a big case you push 
your own ibex up by one step 
if there are two or more of your 
own ibexes in the case; from 
a small case with one of your 
ibexes you push this one up by 
one step, chain reactions are 
possible. From a small case with 
an opposing ibex you push this 
ibex down by one step; chain 
reactions are also possible, but 
one of your own ibexes in such a 
downward chain reaction goes 
down, too. If you first ibex reach-
es the top, you turn over your 
marker; if you are first to get a 
second ibex to the top, you win 
instantly.
Standard dice rolling, the thrill 
and kick comes from the given 
dice results and from the push-
ing with the thrilling chain reac-
tions. Ups, I have caused my ibex 
to go down, too! A super family 
game with challenge, vexation 
and fun! þ

GIPFELSTÜRMER
MY IBEX IS FASTER!

INFORMATION

Designer: Friedemann Friese
Artist: Christian Fiore
Price: ca. 17 Euro
Publisher: Amigo Spiele 2015
www.amigo-spiele.de

PLAYERS:
2-4

AGE:
8+

TIME:
30+

EVALUATION
Dice, move
Users: For families
Version: de
Rules: de
In-game text: no

Comments: 
Originally announces as 
Gipfelkraxler * Dice game 
with standard mechanisms 
* Tactic and thrill provided 
by pushing

Compares to:
Dice-determined movement games

Other editions:
Currently none

Portions of fried worms num-
bered 21 to 36 are laid out. You 
roll 8 dice, choose a value and 
set aside all such dice. You re-
peat this until you would have 
to choose a value again - this re-
sults in a failed roll and will lose 
you a portion - or stop. You add 
all dice values, 5 for each worm, 
and take a helping for the cor-
rect value and a minimum of 
one worm, maybe even from 

another player. When all por-
tions are taken you win with 
most worms.
Heckmeck Extrawurm introduc-
es portions 11 and 13, five spe-
cialists including a Golden Die 
and seven Bratworms. Portions 
11 and 13 are placed to the left 
before 21, the specialists are 
placed onto portions –Canned 
Worm on 11, Sitting Hen on 21, 
Raven on 23, Weasel on 25 and 

Golden Die on portion 27. 
11 and 13 can only be taken 
off the grill with an exact result, 
not as next lower value and 
not from other players. If you 
achieve a portion with a special-
ist, you take both – the Golden 
Die is another die for your rolls, 
the Canned Worm gives you a 
worm for a result without worm, 
the weasel lets you re-roll once, 
and the Sitting Hen is discarded 
instead of a portion in case of 
a failed roll or is taken by an-
other player instead of one of 
your portions. The Raven never 
leaves the grill, you relocate him 
instead and take a Bratworm. 
You also take a Bratworm for a 
double 1 in your roll. Each Brat-
worm count as one worm at the 
end. In case of a failed roll you 
put back your specialist on the 
lowest free portion on the grill; 
if you win a second one, you 
choose one.
More seasoning to the grill, 
more fun, more interesting op-
tion – a fabulous expansion for 
a fabulous, game, absolutely 
recommendable! þ

HECKMECK EXTRAWURM
SPECIALISTS AND BRATWORMS

INFORMATION

Designer: Reiner Knizia
Artist: Doris Matthäus
Price: ca. 13 Euro
Publisher: Zoch Verlag 2015
www.zoch-verlag.com

PLAYERS:
2-7

AGE:
8+

TIME:
30+

EVALUATION
Rolling dice, collecting
Users: For families
Version: multi
Rules: de en fr it  nl
In-game text: no

Comments: 
Very good and well-
working expansion * Game 
mechanics not changed * 
Also no changes in playing 
time and flair of the game

Compares to:
Heckmeck am Bratwurmeck

Other editions:
999 Games
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On the Westphalian Hellweg, 
a trade route from Duisburg to 
Paderborn, of more than 5000 
years, you buy beer, salt and iron 
goods cheaply and try to sell 
them for as much as you can; 
with carriages you build trade 
routes to cities further away.
In 12 rounds you play four phas-
es. 1) Display a new trading card. 
2) Sale of merchandise  –you 
check the demand in the four 

cities on the card and decide if 
you want to sell and can sell. 3) 
Actions: This phase offers sever-
al options for two action rounds 
in which you place a merchant 
on the open trading card or 
on the market case and then 
can do one of those options: 
Buy merchandise tokens and 
carriages, place merchandise 
token or carriage on the board, 
purchase a merchandise card 

or take money. Conditions for 
implementing an actions must 
be complied with. 4) Change of 
starting player. 
When the last trading card is re-
vealed, you play until the end of 
the phase Sale of Merchandise 
and then you score the mer-
chandise cards that you own for 
money and win with the highest 
total of money.
When you play with „Warehouse 
and Privileges“, you use the blue 
sides of the cards and two addi-
tional carriages and implement 
rule changes for Stocking up 
and buying merchandise cards. 
If you buy a card of value 20, 25 
or 30 you also choose a privi-
lege card and reveal all privilege 
cards in the action „take money“. 
The module “Passenger Trans-
portation” earns you money 
when using roads with a village 
symbol.
A typical Schacht, elegant, with 
a dense topic and interesting 
mechanisms, and – due to dif-
ferent levels provided by the 
modules – also suitable for fami-
lies with some gaming experi-
ence. þ

HELLWEG WESTFALICUS
TRADING ON ANCIENT ROUTES

INFORMATION

Designer: Michael Schacht
Artist: Michael Schacht
Price: ca. 25 Euro
Publisher: Spiele aus Timbuktu 14
www.spiele-aus-timbuktu.de

PLAYERS:
2-4

AGE:
10+

TIME:
60+

EVALUATION
Trade, worker placement
Users: With friends
Version: multi
Rules: de en
In-game text: no

Comments: 
Historic topic * Modules 
allow play in various levels 
of difficulty * Good for 
families with some gaming 
experience * Family version 
recommended for a first 
play

Compares to:
Trade and worker placement games

Other editions:
Currently none

Vortigern is indebted to the 
Saxons for their wages and they 
plunder the coast of England.
Three bay boards are laid out 
and equipped according to the 
rules, the boat with three troops 
for each player starts in the left-
most bay, each player is dealt 
three cards from the stack. The 
active player first does one ac-
tion for each of his troops and 
then draws cards. Options for 

actions are: Move one troop, free 
of charge, from the boat to the 
beach or from the beach back to 
the boat; get back a lost pawn 
by using an Explorer card; move 
a troop pawn with a landscape 
card; plunder a settlement by 
playing landscape cards for a 
possible path check tile at the 
goal and loot he treasure - you 
must play all necessary cards at 
the same time; look at a path tile 

with an Explorer card. After the 
action you draw two cards plus 
one more card for each of your 
troops in the Hinterland. When 
an Explorer card is played, the 
boat advances by one bay; if 
necessary the left board is emp-
tied, turned over and added on 
the right and equipped with 
path tile and treasures accord-
ingly. When the twelfth Explorer 
card has been played, you add 
up your treasures and win with 
the highest total.
With Hengist Uwe Rosenberg 
has provided a simple family-
style game for two players; a few 
problems with the first edition 
of the rules have been corrected 
in a second edition of the rules, 
available for download. What 
remains is a game with a high 
amount of chance from draw-
ing cards, intensified by the 
different number of cards you 
draw in relation to your troops 
in Hinterland. If you do not mind 
some chance and aggravation, 
you will enjoy the race for trea-
sures. þ

HENGIST
TREASURES LOOTED  
ALONG THE COAST

INFORMATION

Designer: Uwe Rosenberg
Artist: Klemens Franz
Price: ca. 17 Euro
Publisher: Lookout Spiele 2015
www.lookout-spiele.de

PLAYERS:
2

AGE:
8+

TIME:
20+

EVALUATION
Placement, acquisition
Users: For families
Version: de
Rules: de en it
In-game text: no

Comments: 
High chance factor * 
Basically simple rules * Very 
nice components * Game 
flow depends on timely 
availability of cards

Compares to:
Games with a Viking or treasure 
collecting topic, and use of cards for 
movement

Other editions:
Mayfair Games, uplay.it
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PLAYED FOR YOUtINSEKTENHOTEL / ISTANBUL

You want to be first to fill all 
rooms in your insect hotel. If 
not enough guests are arriv-
ing you can try to attract them 
with honey, but cockroach and 
spider can interfere in your 
business. All cards are shuffled 
and stacked face-down. As an 
active player you have two op-
tions: Spend honey or draw a 
card. If you spend honey, you 
name a player and the insect 

that you want to get from his 
stock. When he has that insect 
in stock, you put it into your ho-
tel. In any case, your turn ends 
and you give one honey drop to 
the other player and discard one 
honey drop to the discard pile.
If you draw a card, there are 
again several options: When an 
insect that you draw is suitable 
for the hotel, you place it there 
and your turn ends. In every 

floor two identical insects are 
possible, so you have a maxi-
mum of two insects of a kind in 
your hotel. A honey drop or an 
unsuitable insect that you draw 
you keep and can draw another 
card or stop. If you draw a cock-
roach you lose all honey and 
your turn ends instantly. If you 
draw a spider you must drive 
off an insect, if possible, from 
another player’s hotel, but you 
cannot separate pairs of insects, 
only drive off single insects. If 
you are first to fill your hotel 
completely, you win.
The Lithuanian company is al-
ways good for surprises, and 
Insect Hotel is an especially nice 
one. The pretty hotel boards fit 
the topic very nicely, and the 
simple mechanism is simply 
fun and is easily understood, 
and the aggravation elements 
like cockroach or spider are also 
very well-suited. And there is 
even a memory effect for posi-
tive interaction, a bit of balance 
for the spider. þ

INSEKTENHOTEL
SPIDERS DRIVE OFF GUESTS

INFORMATION

Designer: D. Kirps, C. Kruchten
Artist: Gediminas Akelaitis
Price: ca. 19 Euro
Publisher: Savas Takas / Logis 15
www.logis.lt

PLAYERS:
2-4

AGE:
7+

TIME:
15+

EVALUATION
Card placement, risk
Users: For families
Version: multi
Rules: de en  lt
In-game text: no

Comments: 
Mechanism and topic 
go well together * Pretty, 
sturdy components * 
Simple rules, lots of fun * 
Good, simple family game

Compares to:
Card drawing games with risk

Other editions:
Lithuanian edition, Logis

Merchants and their assistants 
buy, transport and deliver 
goods in the Bazaar and buy 
rubies. In your turn you do four 
phases: 1) Movement, 1 or 2 
steps plus placing or collect-
ing assistant; 2) Encounter with 
other merchants, pay Lira; 3) Ac-
tion for Merchant with assistant: 
Take goods, expand wheelbar-
row, change Mail indicator, bo-
nus cards, collect assistants, get 

money, sell goods, free family 
member, deliver to Sultan, take 
Mosque tile, buy ruby; 4) En-
counter with opposing family 
members, Governor or Smug-
gler for money, bonus cards or 
goods. If somebody has five 
rubies you win at the end of the 
round with most rubies.
In the expansion, coffee is added 
to cloth, spices and fruit in the 
bazar of Istanbul, and you need 

assistance which comes from 
guests in the tavern and from 
the guildhall. At the start, 20 lo-
cations are on display, Wagnerei 
and Karawanserei are replaced 
with new versions and the end 
of the game is triggered when 
someone has acquired 6 rubies. 
Coffee is not limited, but does 
not count as commodity, for in-
stance in the Sultan’s Palace. The 
guild cards allow you turns with-
out a merchant or his assistant; 
tavern tiles give you permanent 
advantages like mosque tiles. 
Instead of the Merchant Action 
phase you can now play and 
implement a Guild card and you 
can meet the coffee merchant 
and get coffee from him for 2 
Lira or one commodity.
Coffee introduces new winning 
strategies and the new cards fit 
seamlessly into the core game, 
guilds are helpful and all in all 
Mokka & Bakschisch is an ex-
pansion that really enriches the 
game instead of only varying or 
inflating it. And coffee goes so 
well with Istanbul! þ

ISTANBUL
MOKKA UND BAKSCHISCH

INFORMATION

Designer: Rüdiger Dorn
Artist: A. Resch, H. Schneider
Price: ca. 20 Euro
Publisher: Pegasus Spiele 2015
www.pegasus.de

PLAYERS:
2-5

AGE:
10+

TIME:
60+

EVALUATION
Worker placement, collect, 
trade
Users: With friends
Version: multi
Rules: de en  fr it nl
In-game text: no

Comments: 
New winning strategies * 
Only a few rule changes * 
Well-made real addition for 
the core game

Compares to:
Istanbul and other worker placement 
games

Other editions:
Alderac, Asterion, Matagot, White 
Goblin
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On the island of Karuba you 
hack out jungle paths to tem-
ples to be first to get the most 
precious treasures and win.
You have your own island board 
and also one set of adventurers 
and temples in four colors each, 
plus 36 jungle tiles, numbered 
from 1 to 36. Treasure tiles in 
four colors – one of each color 
for each player in the game – 
are sorted in descending order. 

Finally, player decide together 
where the temples are placed 
and where the adventurers be-
gin their search.
One player has his set of jungle 
tiles face down, the others face 
up. He turns up one tile, all oth-
ers search for this tile in their 
stock. Then you can either place 
the tile for a path section or dis-
card it to move an adventurer. 
If you build a path section you 

put the tile on a free case, al-
ways in the same orientation, 
paths need not be continued; 
when the tile shows gold or 
crystal you take a piece from 
stock and put it on the tile. If you 
discard the tile, you move one 
adventurer as many steps as the 
tile shows path ends, without 
jumping over occupied tiles and 
in any direction at crossroads. If 
you find gold or crystal on the 
way, you can stop and take gold 
or crystal. When one of your ad-
venturers reaches a temple of 
his color, you take the topmost 
available treasure of the color. 
When all path tiles are turned 
up or one player has all adven-
turers in temples, you win with 
most points from treasures, gold 
and crystal.
Karuba is a very nice placement 
game without any element of 
chance and practically no inter-
action; and of course reminds 
one of Take it Easy and of course 
it is not useful to do the same as 
your neighbor with a tile. Rules 
are simple and allow for quite 
some tactics. þ

KARUBA
TREASURE HUNT IN THE JUNGLE

INFORMATION

Designer: Rüdiger Dorn
Artist: Claus Stephan
Price: ca. 22 Euro
Publisher: Haba 2015
www.haba.de

PLAYERS:
2-4

AGE:
8+

TIME:
40+

EVALUATION
Tile placement, collecting
Users: For families
Version: multi
Rules: de en
In-game text: no

Comments: 
Nothing new, but stan-
dards nicely combined 
* Simple rules with lots 
of tactics * Practically no 
interaction

Compares to:
Bakong and others for topic, Take it 
Easy for choice of tiles

Other editions:
Currently none

This box of games offers eight dif-
ferent games on the topics of Lis-
tening, Sounds and Music - move-
ment games, race games with 
dice, Join-In games and Move-
ment games for first encounters 
with music. Components used 
in the game included four hand 
bells, a playing piece called Enrico 
the Conductor, animal tiles and 
bell tiles as well as a number die 
and a double-sided game board 

for Forest Glade and  Sheet of Mu-
sic. Game elements are repeating 
of sound sequences, find bells in 
the room, sing verses and dance, 
and so on. The games train acute 
hearing, motor skills, group skills, 
concentration, memory and win-
ning as well as losing.
Spiel 1 – Welcome to the Music 
Makers, training for listening
Spiel 2 – Tra-La-La-Listening Mice  
– Sound location in a room, find 

bells, concentration
Spiel 3 – Ding-Dong-Sing-Along 
- Singing and dancing, copying 
adult performance
Spiel 4 – Little animal concert 
– Cooperative color memo for 
memory, concentration, team 
spirit
Spiel 5 – Guess which bell has 
rung – Listening, concentration
Spiel 6 – Which tune are the ani-
mals singing? – Listening, joining-
in, imitation, motor skills, singing
Spiel 7 – I pack my Sound Suit-
case – Listening memo, listening, 
memory
Spiel 8 – Big animal concert – 
Color memo with a die, memory, 
concentration, winning and los-
ing
Game titles tell you how wide a 
range of topics is covered; adult 
supervision is absolutely neces-
sary; the games are fun, short and 
transport the information con-
tent very well. Children have fun, 
the components can be used for 
unregulated play, too. All in all a 
fantastic collection of games for a 
first encounter with the universe 
of sounds and music. þ

KLEINE MUSIKMACHER
MEINE ERSTE SPIELESAMMLUNG

INFORMATION

Designer: Dietlind Löbker
Artist: Martina Leykamm
Price: ca. 35 Euro
Publisher: Haba 2014
www.haba.de

PLAYERS:
1-3

AGE:
2+

TIME:
5+

EVALUATION
Educational, music
Users: For children
Version: multi
Rules: de en fr nl
In-game text: no

Comments: 
Good, easy games * Infor-
mation well transported * 
Adult supervision neces-
sary * High fun value

Compares to:
Kling-Klang-Wald

Other editions:
Currently none
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PLAYED FOR YOUtKOPFIT / KUNE V LAKIA

Fitness training for your brain in 
ten game chapters for a maxi-
mum mental training effect. You 
are urged to play all ten chapters 
in one go, the order of chapters 
is randomly determined with 
cards, a shorter game is pos-
sible. The chapters are scored 
with colored pegs from rot = hot 
via orange, yellow and green to 
blue = cold and you win with 
the hottest head at the end.

10 chapters feature: 
Wortwechsel – Step-by-step 
letter exchange from start to 
target word. Memo Demo – 
Symbols on a task card must be 
revealed in a grid in the given 
order. Auf ein Wort – Four vow-
els and five consonants need to 
placed to cover letters or add 
letters to existing words. Summ 
Summ – With arithmetical oper-
ation for need to find the lowest 

or highest possible sum in a grid 
of 36 number cards, formed with 
five adjacent cards. Wimmelbar 
– You look at a busy picture for 
30 seconds and have then 30 
seconds to write down all that 
you remember. Letteratur – Six 
image cards must be sorted by 
the first, second or third letter in 
their name. Monoviel – In thirty 
seconds, win a maximum num-
ber of category cards by nam-
ing a term with a given first let-
ter. Länderspiel – You sort five 
countries by size of population, 
add a card from your neighbor 
and then hand on a card. This is 
repeated for area size and size 
of capitals. Sag Selbst - Quotes 
are completed by you and then 
you need to get that accepted 
by as many players as possible. 
Starke Sprüche – First all vote 
on the best completion for a 
quote and then vote on the 
completion that was chosen by 
most players.
Mental training at its best for 
whoever likes that or needs it! þ

KOPFIT
FITNESS TRAINING FOR YOUR BRAIN

INFORMATION

Designer: Fritz Gruber
Artist: Lateral Konzept
Price: ca. 80 Euro
Publisher: Piatnik 2015
www.piatnik.com

PLAYERS:
3-5

AGE:
14+

TIME:
var

EVALUATION
Mental training
Users: With friends
Version: de
Rules: de
In-game text: yes

Comments: 
Mix of standard mecha-
nisms * Meant for Mental 
Training * Most tasks also 
suitable for a party game * 
Language-dependent

Compares to:
Training games for memory and 
other abilities

Other editions:
Currently none

Chronicle of a War of Roses in a 
lapine kingdom, one party will 
win and remain at court with 
most prestige. In a round ac-
tions of players – one represents 
Duke Kune, the other Princess 
Lakia -  alternate, until one pass-
es. Action options are Influence, 
Council or Plot.
Influence – you choose a Court-
ier and play any number of 
cards with the necessary icons, 

the action comprises drawing 
plot cards, implement influence 
and change courtier affiliation. 
Council – you choose a Courtier 
who is either ambivalent or loyal 
to you, mark him with a carrot 
and use his Council abilities as 
completely as possible. Plot – 
this action can only be chosen 
when you are able to imple-
ment the plot. A plot action can 
have many effects, you receive 

cards or store cards or get influ-
ence to turn Courtiers over to 
you. You are always faced with 
the choice to use a plot card for 
a plot or influence a Courtier 
with its symbols. 
A player who did pass can react 
to opposing action or defend 
himself. If you are first to pass, 
you receive the Edge card for 
various effects; you opponent 
can do up to two more turns 
and then the round ends and 
you get back all cards that you 
played and all cards acquired. 
When three of the five court-
ier decks are empty, you score 
Edge, Stored Cards, Cards, Cards 
with scoring ability, affiliation 
etc., at the end of the round.
Kune v Lakia offers and astonish-
ingly realistic, good simulation 
of a topic rarely seen in games; 
both sides have all chances to 
win, provided they use cards 
cleverly. Witty, chaotic, interest-
ing and very good! A definitive 
must-have and an excellent ad-
dition to the range of 2-player 
games! þ

KUNE V LAKIA
A CHRONICLE OF A ROYAL LAPINE  
DIVORCE FORETOLD

INFORMATION

Designer: Babis Giannios
Artist: Krissorium und Team
Price: ca. 13 Euro
Publisher: LudiCréations 2015
www.heidelbaer.de

PLAYERS:
2

AGE:
12+

TIME:
45+

EVALUATION
Resolving of card effects
Users: For experts
Version: en
Rules: en
In-game text: yes

Comments: 
Absolutely recommend-
able game for two players 
* Gaming experience 
necessary * Full of cute 
mechanisms and options 
* Extreme in-game depth 
with only few components * Very 
good components

Compares to:
Two-player games with multiple use 
for cards

Other editions:
Currently none
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Cards in the game represent 
one individual clan each and 
also the affiliation to a bloodline. 
Each bloodline commands a 
special ability, some of them are 
nasty and very powerful. When 
you play a clan and it is the clan 
of currently lowest value in the 
skirmish, you can activate the 
special ability of the clan you 
just played. You are dealt five 
cards, the rest is stacked. From 

the stack five cards are laid 
out for a recruiting pile, and a 
number of cards equal to the 
number of players is displayed 
openly for available support. 
Aim of the game is to collect 
40 strength points from sup-
porters. Those supporters are 
acquired in skirmishes, each of 
those skirmishes comprises five 
rounds. In each of those rounds 
you can play a card from your 

hand or draw a card from the 
recruiting pile. Cards that you 
played can be laid out for your 
army face-up or face-down, 
cards that you draw from the 
recruiting pile are replaced from 
the stack. After five such rounds 
you reveal face-down cards 
in your army and add up the 
strength of all cards. If there is 
more than one clan in the army 
and all clans belong to the same 
bloodline, you double the total 
strength of your army. Then the 
highest total wins the skirmish, 
the winner chooses a supporter 
first. Then all other players in 
descending order of strength 
total choose a supporter. Now 
all cards on the table are dis-
carded and new recruiting and 
supporter cards are laid out for 
a new skirmish.
Sounds fairly straightforward, 
but is a very sophisticated and 
rather nasty tactical game on 
the clever use of clan abilities 
and score doubling as well as 
on building up and using your 
hand. þ

LORDS OF SCOTLAND
CLANS FIGHT FOR SUPPORT  
AND DOMINANCE

INFORMATION

Designer: Richard James
Artist: Chris Quilliams und Team
Price: ca. 20 Euro
Publisher: Z-Man Games 2015
www.asmodee.de

PLAYERS:
2-5

AGE:
12+

TIME:
30+

EVALUATION
Card comparison, conflict
Users: With friends
Version: en
Rules: en fr jp
In-game text: yes

Comments: 
Rather abstract despite the 
topic * Very, very tactical 
* Facultative use of two 
Bruce Clan cards, they are 
jokers for any other clan

Compares to:
Conflict card games with strength 
comparison

Other editions:
Arclight, Filosofia

Gangsters steal from their God-
father. The Godfather puts 15 
diamonds into the box, plus 
– depending on the number 
of players, 1 or 2 agent, 1 or 2 
minions as well as 1 or 2 drivers 
and then takes secretly 0 to 5 
diamonds out of the box. In the 
phase of Stealing each player in 
turn opens the box, memorizes 
the number of diamonds and 
the person chips and must then 

take out x diamonds or 1 person 
chip, secretly, and hide it. If you 
receive an empty box, you are a 
a street urchin. In the Question 
phase the Godfather checks 
the box content and then asks 
questions of players in any or-
der. Players, on the other hand, 
can be silent, can lie, can tell 
the truth, speak without asking 
etc. If you accused and asked to 
empty your pockets you must 

do so instantly. When the player 
thus accused really owns dia-
monds, he is out of play and may 
not speak anymore. If the player 
was wrongly accused, gets a jok-
er and stays in play. If the Godfa-
ther is out of jokers or if the ac-
cused is an agent, the Godfather 
has lost the game and you win 
with most diamonds, if you are 
a thief. If the Godfather accused 
an agent, this agents wins alone. 
The driver wins when his right 
neighbor is among the winners. 
The street urchins win with the 
thieves. 
The Revolucion Expansion in-
troduces six new roles – a lav-
ish mistress, a shady lawyer, a 
traitor, his henchman und two 
revolutionaries as well as a fake 
diamond.
There are no real facts to go on, 
clever lying is fun, but the real 
fun only comes after a few trial 
games, and a clever and expe-
rienced Godfather is essential 
for the game. Components are 
classy and fit the story, but the 
game is not for everybody. þ

MAFIA DE CUBA
STEAL FROM THE GODFATHER

INFORMATION

Designer: L. Lamy, P. des Pallières
Artist: Thomas Vuarchex
Price: ca. 20 Euro
Publisher: Lui-même 2015
www.asmodee.de

PLAYERS:
6-12

AGE:
10+

TIME:
20+

EVALUATION
Bluff, crime, deduction
Users: With friends
Version: de
Rules: de en fr
In-game text: no

Comments: 
Not suitable for every 
group * Huge fun when 
played in the right group * 
Training game necessary * 
Clever play by the Godfa-
ther is essential

Compares to:
Group games like Werewolves, etc.

Other editions:
French and English editions, Lui-
même
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PLAYED FOR YOUtPROVINCIA ROMANA / [REDACTED]

As an Imperial Legate of Rome 
you are tasked with reconstruct-
ing one of the towns that Vercin-
getorix laid waste to in Gaul. 
You begin with a town on status 
0 for defense and 6 for morale 
and a store with a basic stock of 
money, resources and prestige 
points. In six rounds you play 
five phases in a round:
1) Select cards – Each player 
chooses one available stack of 

cards for production, senate or 
buildings, draws cards from it, 
open and face-down, and each 
player chooses one of those 
cards. 2) Play cards from your 
hand – you pay the cost of the 
card, and use it for building, sen-
ate advantages and prestige. 3) 
Conflict – only in rounds 2, 3, 5 
and 6, including playing of com-
bat markers, revealing Gauls 
and fighting. 4) Upkeep and tax-

es – Values for morale and de-
fense decrease by one and you 
pay one gold for taxes to Rome, 
if you cannot pay you lose 2 
prestige points. 5) Activate 
buildings – some cards need to 
be activated for use, usually by 
paying one prestige point, some 
might give a unique advantage 
when being activated. At that 
point in the game you also get 
all advantages of buildings in 
your town, resources, defense 
and morale. Then all used action 
markers go back to their posi-
tions and a new round begins. 
After Round six one more Phase 
Play Cards is implemented, then 
gold is changed to prestige and 
you win with most prestige.
Provincia Romana thrives on the 
clever card selecting/drafting 
mechanism and the resulting 
possibility to interfere in other 
players‘ plans, and also on the 
necessity for good planning, 
as resources are acquired after 
conflict. All in all a good drafting 
game with a certain amount of 
chance. þ

PROVINCIA ROMANA
RECONSTRUCTING  
DESTROYED TOWNS IN GAUL

INFORMATION

Designer: Pierluigi Frumusa
Artist: G. De Michele, K. Miller
Price: ca. 45 Euro
Publisher: Edition Erlkönig 2014
www.erlkoenig.de

PLAYERS:
2-6

AGE:
12+

TIME:
90+

EVALUATION
Development game
Users: With friends
Version: de
Rules: de en es it
In-game text: no

Comments: 
Clever card selection mech-
anism * Use of resources 
must be well-planned * 
Some rules details seem 
unnecessarily complicated

Compares to:
Card drafting games like 7 Wonders, 
city building games for topic

Other editions:
Currently none

Espionage, intrigue and treach-
ery at the time of the Cold War, 
albeit with a satiric undertone 
- as a Secret Agent you must in-
filtrate the embassy, find secret 
files and flee with the helicopter, 
or else make the opposing heli-
copters explode. Affiliations are 
not known and bluff is the mot-
to of the day, because in a game 
of four you work in teams of two, 
but have now idea who is your 

partner. If you encounter oppos-
ing agent, actions are necessary. 
You can lie about anything and 
everybody, and may not use 
a card to prove something. In 
your turn you can use certain 
items in the room where you 
currently are stationed or you 
can move through any number 
of rooms first and then do a 
feasible action or use an action 
item or resolve an interaction 

in case you encounter another 
player. To resolve an interaction 
both sides play one card, either 
attack, friendly or neutral. When 
attack is used the attacker wins; 
when both played attack, a 
rock-paper-scissors mechanism 
decides which card wins. An at-
tack that you did win earns you 
a reward.
Everything happens as interac-
tion with rooms, items, encoun-
ters, weapons, etc., and based 
on copious and very detailed 
rules. „The Two-Man Rule“ is the 
introductory mission for four 
players, „This time, justice is 
double-blind“ is an asymmetric 
mission for five agents and „Mis-
sion Diplomatique“ is the classic 
mission for four or six players.
A turbulent game, a perplex-
ing game, a somewhat chaotic 
game and definitely a game 
for experienced players with a 
liking for satire and for actions 
aimed into the blue, without 
backed information – definitely 
not a game for beginners or 
pacifists. þ

[REDACTED]
AGENTS ON MISSIONS

INFORMATION

Designer: Mihály Vincze + Team
Artist: Todd Sanders + Team
Price: ca. 40 Euro
Publisher: LudiCreations 2014
www.ludicreations.com

PLAYERS:
2-6

AGE:
12+

TIME:
60+

EVALUATION
Bluff, deduction
Users: For experts
Version: multi
Rules: de en fr
In-game text: no

Comments: 
Gaming experience neces-
sary * Chaotic and satirical 
* Little information from 
actions of other players

Compares to:
Bluff games with double-
blind actions

Other editions:
Currently none
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Target discs show number val-
ues that must be met with new-
ly revealed and already lined-up 
cards.
Sack cards of four different kinds 
show between 1 and 5 sack 
symbols, six target discs show 
values of 6, 7, 8, 9, 10 and 12. 
Target disc 6 and Zacki the Sack 
are in the middle, one card of 
each type of sack is laid out. All 
remaining cards are dealt evenly 

to all players for their personal 
draw piles.
You urn up the top card of your 
pile and display it quickly for all 
players to see at the same time. 
All check if the new card can 
be used to achieve the number 
of sacks in the row of the sack 
type exactly, together with the 
cards already there. You can add 
the card to the row for this or 
cover one card in the row with 

the new card. If the value can 
be met exactly, you grab Zacki 
as fast as you can and then 
demonstrate how the number 
is achieved. If you are correct, 
you take all cards in the row. 
When the number cannot be 
achieved and the number of 
sacks in the row is lower then 
the target number, the new card 
is added to the row. If there are 
already sacks equal to or higher 
than the target number, you 
cover the card with most sacks 
with the new card. A joker card 
always represents one sack. If 
you grab Zacki mistakenly you 
must put one of your scorecards 
under your draw pile. When all 
draw piles are empty, you win 
with most cards.
In Variants you can choose an-
other target value or choose 
two and meet one or choose a 
target disc for each type of sack.
Wolfgang Kramer knows how 
to do it! And he did it again, de-
signing a quick, simple and yet 
challenging game, check, add, 
think, grab, correct! Shall we 
play again? þ

SCHNAPP DEN SACK
ADD UP BAGPIPES

INFORMATION

Designer: Wolfgang Kramer
Artist: Klemens Franz
Price: ca. 10 Euro
Publisher: Amigo Spiele 2016
www.amigo-spiele.de

PLAYERS:
2-5

AGE:
8+

TIME:
15+

EVALUATION
Cards, reaction, counting
Users: For families
Version: de
Rules: de nl
In-game text: no

Comments: 
Pure observation and 
calculation * Topic forced, 
but nice * Clever, simple 
mechanism * High replay 
value

Compares to:
Reaction games with counting

Other editions:
999 Games

A box full of games offering a 
very varied selection  three sto-
ries to read, four idea for games 
and five puzzles, all also suitable 
for freestyle play and for talking, 
discovering and having fun. For 
all activities offered by the box 
and also all games adult super-
vision and guidance is neces-
sary.
The four games in the box are
1) Race to the festival grounds, 

for 2-4 players, roll & move 
game: A track is laid out, ani-
mals are at the start, you roll and 
move your animal; in a version 
fruits are on the track, if you find 
one you feed it to your animal 
and take an extra step; in ver-
sion with balloons you go back 
one step from a case with a bal-
loon.
2) Balancing act for 2-4 players, 
skill and dexterity game: You 

need to slide your animal from 
the forest glade to the bridge 
while it carries a leaf on its head. 
If you succeed, you take the leaf.
3) Find the hidden pairs for 
2-4 players, cooperative forest 
memo: You move your animal 
first to a leaf and then to a fir; 
if you found the same images 
twice you put the leaf onto the 
festival grounds.
4) Find the flower – for 2-4 play-
ers, cooperative color memo: 
You need to find a flower in the 
favorite color of you animal and 
take it to the forest glade, if you 
found it. Favorite color of the 
animal is the background color 
of the respective animal piece.
At the end of a game all can do a 
happy dance around the room.
Analogous to the games from 
the series Meine ersten Spiele 
this Spiel-Spaß-Kiste box also 
offers an attractive selection of 
first games for toddlers; chal-
lenging, with pretty compo-
nents and exactly geared to the 
abilities of the target group. þ

SPIEL-SPASS-KISTE
WICHTELWALDFEST

INFORMATION

Designer: Miriam Koser
Artist: Sabine Kraushaar
Price: ca. 25 Euro
Publisher: Haba 2015
www.haba.de

PLAYERS:
1-4

AGE:
2+

TIME:
10+

EVALUATION
Assortment of games
Users: For children
Version: multi
Rules: de en es fr it nl
In-game text: no

Comments: 
Excellent selection of 
games * Good compo-
nents, ideal for the age 
group * Adult supervision 
necessary

Compares to:
Games from the series Meine ersten 
Spiele

Other editions:
Currently none
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PLAYED FOR YOUtSTAR WARS LOOPING CHEWIE / TEM PURR A

The action fun hit of recent 
years comes now in the design 
of Star Wars! Loopin’ Louie has 
chased chicken in countless 
rounds and games and not al-
ways only directed by children, 
for whom it was originally in-
tended, no, adults too, had lots 
of fun to obstruct the nostalgic 
pilot in his open cockpit as long 
as possible in his purpose to 
push one’s chicken off the bar 

and to make him do it instead 
with your neighbor’s chickens.
Now this concept has been 
transferred to the Star Wars 
universe, and – very suitable – 
Wookie Chewbacca sits in Han 
Solos Millennium Falcon and 
swops down on the Storm-
troopers of players.
Each player has three Storm-
troopers in his basis, in the guise 
of circular chips and must hinder 

Chewie in shooting them down. 
When Chewie is approaching in 
a nose dive, you must hit your 
rocker at the right moment to 
fight off Chewie and catapult 
him back high into the air. As 
with the flying Louie, you can 
fend off Chewie in two levels of 
difficulty, depending on the ori-
entation of your rocker.
Despite all seemingly predict-
able courses of the Millennium 
Falcon, Chewie keeps appearing 
from surprising directions, not 
every nose dive goes as planned 
or calculated and, woops, an-
other of your own storm trooper 
has been shot down. Hurrah, I 
managed to let Chewie nose-
dive at the neighbor who had 
no chance to deflect him, and so 
his last storm trooper was lost. 
Well, now he cannot win any 
longer, the neighbor, that is, but 
he can still man his rocker and 
try to catch my storm troopers. 
Damn, he managed it, and the 
third one in play wins. Shall we 
play again? I am sure I have fig-
ured Chewie out now! þ

STAR WARS LOOPING CHEWIE
CHEWBACCA CHASES  
STORM TROOPERS

INFORMATION

Designer: not named
Artist: not named
Price: ca. 20 Euro
Publisher: Hasbro 2015
www.hasbro.at

PLAYERS:
2-3

AGE:
4+

TIME:
10+

EVALUATION
Action
Users: For families
Version: de
Rules: de en nl
In-game text: no

Comments: 
Revised new edition of 
Loopin’ Louie * Only for 
2 and 3 players * Topic 
and mechanism go well 
together * Lots of fun, not 
only for children

Compares to:
Loopin’ Louie

Other editions:
Dutch, US-American, both Hasbro

Cats are having an eating con-
test and of course you want to 
give indigestions to other cats 
and not to yourself. 77 Dish 
cards show dishes of values 2-7, 
there are 17 Action cards and 
six Indigestion cards. In sev-
eral rounds you can either draw 
cards or play cards.
If you decide to play cards, you 
can play a Dish card on the dis-
card pile, this card must be iden-

tical to the top card in the stack. 
Or you play an Action card to 
the stack – add a dish, switch 
direction of play or choose a 
player who must play next, the 
direction of play remains un-
changed. As a third option for 
playing cards you can play two 
identical Dish cards, this results 
in setting aside the discard pile 
and one of those two cards be-
ginning a new discard pile. 

If you draw cards you must first 
add the value of all cards in the 
discard pile – for instance, four 
Dish cards of value 2 give you 
a total of  8 – and then draw as 
many cards from the draw pile. 
The discard pile is then set aside. 
All Dish cards and Action cards 
that you did draw are taken up 
in hand. If you did not draw an 
Indigestion card, you than play 
a card and begin a new discard 
pile. If you did draw in Indiges-
tion card, the round ends and 
you must take an Indigestion 
marker. Whoever collects his 
third Indigestion marker, puts 
an end to the game and the win-
ner is the player holding fewest 
Indigestion markers. In case of a 
tie the winner is the player with 
most cards in hand.
A quick game for in-between, 
will standard mechanisms; the 
allure comes from the enchant-
ing design and the tactics of 
finding the right time for draw-
ing cards. A nice filler with a bit 
of mischievousness. þ

TEM PURR A
AVOID INDIGESTION!

INFORMATION

Designer: Kuraki Mura
Artist: Wee Yee Chong
Price: ca. 20 Euro
Publisher: Iello 2016
www.iello.fr

PLAYERS:
3-7

AGE:
8+

TIME:
20+

EVALUATION
Card drawing with risk
Users: For families
Version: en
Rules: cn en fr
In-game text: no

Comments: 
First edition 2011, Taiwan 
Snackbar * Topic attrac-
tively implemented with 
cats * Tactics from the best 
time to draw cards

Compares to:
Card games with risk in drawing cards

Other editions:
Wa Cha Bi, Iello; Taiwan Snackbar, 
Swan Panasia
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You guide two ancient civiliza-
tions through rise and fall of its 
kingdoms. The game features 
18 cards; each of them shows 
an individual ability/effect and 
usually a condition for scoring 
victory points; 15 of the 18 cards 
also show a symbol, either Pal-
ace, Library, Garden, Temple or 
Stronghold.
Cards are shuffled and five are 
dealt to each player. Both play-

ers then choose one of their five 
cards and set it out face-down, 
then cards are simultaneously 
revealed. The remaining four 
cards are handed to the other 
player, each one again chooses 
one card, sets it out, reveals it, 
hands over the rest of the cards, 
and so un, until all five cards 
are played. Now the cards are 
scored as regards to scoring 
conditions that are met; each 

symbol can be used for several 
scoring conditions, if possible. 
Then each player picks up all 
five cards, chooses two and 
sets them out face-down be-
fore both are revealed and one 
is chosen for discard and the 
other is marked for a Relic from 
the Past, available for scoring in 
rounds 2 and 3. Then you draw 
two cards from stock and hold 
five cards again.
A second round follows, at 
the end of which you score six 
cards and then choose another 
Relic from the Past to have two 
of them available for scoring in 
the final round. After the third 
round and scoring of a total of 
seven cards you win with most 
points from all three rounds.
Very, very beautiful and only 
seemingly simple, a game with 
enormous depth about select-
ing the best combination for 
optimum scores or selecting 
cards to obstruct your oppo-
nent’s plans, as you know his 
cards. Small, nice and a wonder-
ful game for two players. þ

TIDES OF TIME
DRAFTING THROUGH THE CENTURIES

INFORMATION

Designer: Kristian Čurla
Artist: Rafał Szyma, Anja Pittner
Price: ca. 10 Euro
Publisher: Pegasus Spiele 2015
www.pegasus.de

PLAYERS:
2

AGE:
8+

TIME:
20+

EVALUATION
Card drafting, collecting
Users: With friends
Version: de
Rules: cz de en es pt
In-game text: yes

Comments: 
Fantastic graphics * Lot of 
in-game depth despite the 
most simple rules * Tactic 
from choice of relics and 
discarded cards * Chance 
element from drawing 
cards * Topic rather forced, only sym-
bols and abilities are important

Compares to:
Micro games, Card drafting games

Other editions:
Edge Entertainment, Fun Box Jogos, 
Portal Games, REXhry,

For one of his pranks, Till Eulen-
spiegel collected shoes from 
the spectators and then sim-
ply threw them down from the 
rope. Players as spectators are 
tasked with recombining pairs 
of shoes. Tightrope cards are 
laid out between house cards, 
underneath the rope cards are 
four shoes in each column. You 
roll the die: For a color result you 
move till to the next rope card 

of this color, regardless in which 
direction, and take the bottom-
most shoe in the column. IF you 
roll the symbol for Till, you move 
till to any rope card of your 
choice and take any show from 
the column beneath the card. 
Take care! If you have already a 
pair of shoes in a color, you can-
not take another shoe of that 
color. If you collect four pairs of 
shoes first, you win.

In a variant till stays in place 
when you roll his symbol and 
you may steal a shoe from an-
other player, provided it is a sin-
gle shoe and not one part of a 
pair of shoes. In this variant you 
can collect any number of shoes 
of the same color.
In the memo version the shoes 
are laid out face-down be-
neath the rope cards, one shoe 
is turned up. If you roll a color, 
you move Till to the next card 
of this color, regardless in which 
direction. When you roll Till, you 
move him to any rope card of 
your choice. In both cases , you 
turn over any show in the col-
umn below Till. If you now have 
a pair of shoes uncovered, you 
take it and turn over a shoe for 
the next player; if not, you turn 
back over the shoe you just re-
vealed.
This is a very nice and rather 
simple dice and collecting game 
with a pretty background story. I 
like the memo version best, it is 
the most challenging and thrill-
ing one. þ

TILL EULENSPIEGEL
SORTING OUT HIS PRANK

INFORMATION

Designer: R. and E. Pichler
Artist: Paletti-grafik
Price: ca. 11 Euro
Publisher: Piatnik 2016
www.piatnik.com

PLAYERS:
2-4+

AGE:
4+

TIME:
15+

EVALUATION
Dice, collecting, memo
Users: For children
Version: de
Rules: de
In-game text: no

Comments: 
Nice background story * 
Simple mechanisms nicely 
combined * Memo version 
is especially nice

Compares to:
In general, dice and collect-
ing games

Other editions:
Currently none
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PLAYED FOR YOUtTIPTOI / TOP 12

In this edition the tiptoi pen 
takes players onto a multi-lin-
gual language trip, players will 
encounter a total of eight lan-
guages, including German. 
First, you need to download the 
audio file to the tiptoi pen, the 
pen is not included in this edi-
tion! The game features task / lo-
cation boards and the pen gives 
tasks to the players who need 
to resolve them. Players receive 

assistance from the children on 
the control panel, who speak 
German and one of the seven 
other languages – English, 
French, Italian, Dutch, Russian, 
Spanish and Turkish. All tasks 
are organized to follow a similar 
scheme – 1. Identify language & 
translation, 2. Solve task & assist 
a person, and 3. Evaluation & Re-
ward. The reward is a letter chip 
for the secret solution term.

Locations are Cook and Restau-
rant, a map of Europe, a Hotel 
as well as the downtown district 
of a city and a city map. Tasks 
concerning the Cook board may 
be to find the ingredients that 
the cook needs, or to find out 
who ordered what to assist the 
waiter or to find the origin of a 
song to assist a guest. For a sim-
pler game players can choose 
three languages themselves, 
in a more difficult version the 
pen chooses the languages. 
When all rally tasks have been 
resolved, you try to combine 
the letters you got for awards 
into the solution. The pen gives 
information, if and how many 
letters are missing and provides 
small clues for the solution.
Somehow, I could direct you 
to other tiptoi reviews for the 
conclusion as it is the same as 
usual – pen and games for it are 
an unusual, very well-working, 
entertaining and playful way 
to transport information and 
knowledge content. þ

TIPTOI
DIE INTERNATIONALE  
SPRACHEN-RALLYE

INFORMATION

Designer: Kai Haferkamp
Artist: Nora Nowatzyk
Price: ca. 23 Euro
Publisher: Ravensburger 2014
www.ravensburger.de

PLAYERS:
1-4

AGE:
6-10

TIME:
40+

EVALUATION
audio-digital learning game
Users: For children
Version: de
Rules: de
In-game text: yes

Comments: 
Playful relaying of educa-
tional content * Level of 
difficulty can be selected * 
Eight different languages

Compares to:
All other tiptoi editions

Other editions:
Currently none

One of the nice, practical tins 
from Schmidt Spiele offers us 
yet another nice game in the 
take-me-along range, a quick lit-
tle game for in-between and on 
the road, a dice game in which 
all play simultaneously. 
Each player is given a score sheet 
which shows five columns, one 
for each of five symbols on the 
die – Hand, Star, House, Tree and 
Crescent Moon. The sixth sym-

bol on the die does not have a 
column, the red lightning sym-
bol is a joker for all of the other 
symbols. Aim of the game is to 
be first to enter 12 numbers in 
ascending order into one of the 
columns.
At the start each player secretly 
enters the numbers 10, 20, 30, 
40 and 50 into any case in any of 
the columns, one number into 
each of the columns. Even at 

that point you should remem-
ber the necessity of ascending 
number values. The active play-
er names a number in the range 
between 1 and 100 and rolls the 
die; the resulting symbol and 
the number are now valid for all 
players. If one of the five sym-
bols was rolled you enter the 
number into the correspond-
ing column, again anywhere in 
the column, albeit adhering to 
the ascending value rule. When 
the joker symbol was rolled, you 
can choose the column in which 
you want to enter the number. 
If you cannot enter the num-
ber, bad luck, you must pass. 
Whoever is first to fill all cases 
of a column in the correct order, 
wins the game.
As I have said at the start, a 
quick cute and quite fetching 
game, a solitaire game for each 
player, because everyone of 
course names a number that is 
good for himself and if you copy 
your neighbor you will at best 
achieve a tie in winning. A won-
derful game to put into your 
luggage for your holidays. þ

TOP 12
WHERE TO PUT 34?

INFORMATION

Designer: Heinz Meister
Artist: Visid
Price: ca. 7 Euro
Publisher: Schmidt Spiele 2015
www.schmidtspiele.de

PLAYERS:
1-4

AGE:
8+

TIME:
20+

EVALUATION
Dice
Users: For families
Version: multi
Rules: de en es fr it nl
In-game text: no

Comments: 
Simple rules * Needs little 
room to play * Very good 
travel game * Can be 
played with more than four 
people

Compares to:
Dice game with pre-set rules, Take it 
Easy for identical parameters for all 
players

Other editions:
Currently none
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Little pirates are on the hunt 
for treasures and need to build 
a bridge from their respective 
islands to the treasure island in 
the middle before they can sal-
vage the treasure.
A treasure piece is hidden be-
neath the palm tree on the 
middle island; players choose a 
pawn and place it on the island 
of the same color in one of the 
corners. Bridge parts are sorted 

by size and set out ready. The 
active player rolls the die: For 
bridge part symbols you take 
the corresponding part or parts 
from stock and add it/them to 
your island or bridge. Parts in 
higher levels may not extrude 
over parts in lower levels and 
there can be no gaps. When 
you roll a part that you cannot 
use you cannot take it and must 
pass your turn. When there are 

no parts in stock, you must pass 
until someone rolls the wave 
symbol. The wave washes parts 
out of the bridge of the ac-
tive player: If he rolls a wave he 
rolls again, takes the resulting 
parts out of his bridge and puts 
them back into stock. Then he 
can rebuild his bridge with the 
remaining parts. If you do not 
have the indicated part in your 
bridge, nothing happens. If you 
are first to complete a bridge 
of five levels correctly, you can 
move over to the island, salvage 
the treasure and win.
In a variant all players must 
complete their bridges and then 
take them down again. You roll 
for parts to remove, but can only 
take parts that are on top and 
accessible. 
Tropicano offers beautiful 
wooden components, first tacti-
cal elements and a training for 
spatial thinking, coupled with 
lots of fun and the thrill of hop-
ing to avoid rolling the wave 
and its destructive forces. þ

TROPICANO
BRIDGES BETWEEN ISLANDS

INFORMATION

Designer: not named
Artist: not named
Price: On demand
Publisher: Beleduc 2016
www.beleduc.de

PLAYERS:
2-4

AGE:
5+

TIME:
10+

EVALUATION
Dice, building
Users: For children
Version: multi
Rules: cn de en es fr it nl
In-game text: no

Comments: 
Wooden components * 
Very nice design * Variant 
with taking down bridges

Compares to:
Building games with dice-
determined parts

Other editions:
Currently none

The third game after Helvetia 
Cup and Shafausa is again set in 
a somewhat different version of 
Switzerland, in a Fantasy setting, 
this time regions fight for inde-
pendence. Each player uses 16 
dice, three terrain tiles and one 
power card out of three. At the 
start, dice are displayed by each 
player to show the biggest red 
number. Then you roll a 5, 4 and 
3 for the positioning of the ter-

rain tiles. Afterwards, you use 
dice as army units and move 
them into the direction of the 
magical portal.
The game comprises two parts, 
Deployment and Movement; 
to deploy armies you place 
dice in one of your four cases 
on the board, two in each turn, 
until all 16 dice are placed as 
four groups of four dice. In the 
Movement phase each player 

has three movement points; 
advancing towards the middle 
of the board costs one point, 
advancing on terrain tiles two 
points. When then two compa-
nies come alongside, combat re-
sults instantly. The smaller dice 
value loses the skirmish, in case 
of a tie the value of the unit be-
hind the fighting one is added. 
The dice value of defeated units 
is reduced by one, units are 
swapped. Terrain tiles influence 
units. The choice of the power 
card to use remains secret till 
you use the card.
When a company reaches the 
portal it is taken off the board 
with its current value. When all 
units of all player are at the por-
tal, each player adds the values 
of his units and wins with the 
highest value.
A basically abstract game about 
positions and maneuvers, con-
flict is not the main purpose, 
but clever maneuvering of units 
towards the portal, deployment 
of troops at the very start plays 
an essential role in the game. þ

UNITA
MANEUVERING FOR INDEPENDENCE

INFORMATION

Designer: Steve Brück
Artist: Olivier Debons und Team
Price: ca. 45 Euro
Publisher: Helvetia Games 2014
www.helvetia-games.ch

PLAYERS:
2-4

AGE:
13+

TIME:
60+

EVALUATION
Dice maneuvering
Users: With friends
Version: multi
Rules: de en fr  pl
In-game text: no

Comments: 
Abstract despite topic * 
Clever combat mechanism 
* Outcome of combat is 
predictable

Compares to:
All games using dice for 
units without rolling them

Other editions:
Polish edition, Portal Games
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PLAYED FOR YOUtWITNESS / ZOCK ‚N‘ ROLL

Blake and Mortimer, Heroes of 
a Belgian Comic series, solve 
puzzling cases in Witness. Each 
player has a Clue booklet and 
his character marker, a Whisper 
tile is laid out. Then you choose 
a case in one of four levels of 
difficulty and the introduction 
is read out from the Case book-
let. Then you read your personal 
clues. Then four Whisper rounds 
are played, according to the 

templates on the Whisper tile – 
the player with the character in 
the color of the arrow whispers 
all clues he knows at that point 
to the character at whom the 
arrow is pointing. When clues 
are whispered to you you can-
not ask any question and may 
not mention clues of your own. 
You are also not allowed to 
take notes until after the fourth 
Whisper round, notes are made 

secretly.
The Question phase is next: 
Questions for the case are read 
from the Question booklet. Each 
player writes down his answer. 
Then, in scoring, each correct 
answer scores a point, the high-
est possible number of points 
is one point per correct answer 
per player, that is, 12 points. If 
the team achieves six or fewer 
points, you should compare 
your clues and try so solve the 
case together.
An unusual concept and a fan-
tastic game – a cooperative 
game in which you cannot talk 
to other players except for whis-
pering clues – no discussing, no 
consulting, each player has to 
make the best of clues received 
by himself – challenging and dif-
ficult and offering an impressive 
spectrum of tasks to do to solve 
a case, ranging from puzzling 
images together to cracking a 
code wort; everyone thinks on 
his own, the cooperation comes 
from transmitting clues as ex-
actly and comprehensively as 
possible. þ

WITNESS
COOPERATIVE INVESTIGATION

INFORMATION

Designer: Dominique Bodine
Artist: E. P Jacobs
Price: ca. 35 Euro
Publisher: Ystari / Asmodee 2014
www.asmodee.de

PLAYERS:
4

AGE:
12+

TIME:
15+

EVALUATION
Deduction, communication, 
cooperation
Users: With friends
Version: de
Rules: de en fr
In-game text: yes

Comments: 
Can only be played with 
four players * Exact transfer 
of information and careful 
listening is necessary * Af-
ter four whispering rounds 
everyone has all information * Broad 
spectrum of tasks for solving cases

Compares to:
Chinese Whispers, communication 
games with exact transmitting of 
information

Other editions:
French and English edition from Ystari

A version of Kniffel, played in 
stages of three rounds each:
Each player has a dice cup that 
is open on top and bottom plus 
two dice of his color. For round 
1 of a stage all players throw 
their two dice into their cup 
and check the result by look-
ing into the cup from the top, 
but do not lift the cup! Then the 
starting player rolls three white 
dice. Now each player tries to 

form the highest possible scor-
ing combination with the result 
of the three white dice and of 
his two dice. When someone 
wants to quit, he lifts his cup, 
marks “quit in round 1” and also 
his combination on his board, 
always in the first free case from 
the left. In round 2, the starting 
player rolls a fourth white die 
and again all still in play decide 
on quitting + marking or on 

staying. In round 3 the last white 
die is rolled and then all still in 
play lift their cups – whoever 
can now form the combination 
of highest value marks it and 
also marks “3rd round won” on 
the board. 
When someone marks the 6th 
case in a row, the game contin-
ues to the end of round 3 in the 
current stage and then you win 
with most points. You score the 
number of points at the end of 
a row for each tick in the row, 
one point for each „quit in round 
1“ and as many points as there 
are players for each „3rd round 
won“. Whoever achieved the 
highest total score wins.
In the advanced version you 
use the backside of the scoring 
boards and three dice of your 
own, and can use maximum six 
dice for a combination.
Kniffel with cream, so to say, a 
very nice variation of the Kniffel 
mechanism with a large serving 
of risk of stay/quit, simple, fast 
and really very very good. þ

ZOCK ‚N‘ ROLL
KNIFFEL RE-ROLLED

INFORMATION

Designer: Jörg von Rüden
Artist: Anne Pätzke
Price: ca. 18 Euro
Publisher: Schmidt Spiele 2016
www.schmidtspiele.de

PLAYERS:
3-6

AGE:
8+

TIME:
40+

EVALUATION
Dice, risk
Users: For families
Version: de
Rules: de
In-game text: no

Comments: 
Well-working Kniffel 
version * High-quality 
components * Good rules 
* Includes an advanced 
version

Compares to:
Kniffel and other dice games on 
poker combinations

Other editions:
Currently none
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Color codes for target groups (Headline Color)

For children + learn
For families

With friends
For experts

Color codes for features (Bar in Evalution box)
Chance
Tactic

Strategy
Creativity

Knowledge
Memory

Communication
Interaction

Dexterity
Action

Tactical placement game for 2 players, ages 5+

In a double-sided disc sit 28 mice, that is, marbles, in six rows 
with 3-5-6-6-5-3 marbles. Players alternate their turns and press 
down any number of mice in one row of their choice. You are al-
lowed to press down all mice in a row. With your turns you try to 
force your opponent into having to press down the last mouse 
and thus lose the game. When all mice are down, you turn over 
the disc for a new round. Whoever wins three such rounds wins 
the game. In the expert rule you may only press down mice in a 
row that already shows gaps when the mice you want to press 
down are adjacent to each other.
Version: multi * Rules: de en + fr * In-game text: no

AUS DIE MAUS

Designer: Theora Design
Publisher: Foxmind Games / Carletto

Expansion for Blindes Huhn for 3-5 players, ages 10+

You want to win chicks in auction and avoid Blind Hens. Three 
cards are auctioned as a package. You pay the auctioneer for the 
highest bid with cards you already own; if the auctioneer wins 
the bid he pays one card to each player. At the end you score for 
color majorities and card values in three colors as well als Blind 
Hens and Golden Corns.
Viehdoktor – Both cards are shuffled into the stack. Each card 
heals one Blind Hen and you have to decide immediately if you 
want to heal a Blind Hen when you win it in an auction. A Healed 
Hen has value 2 and is color-neutral.
Version: de * Rules: de * In-game text: no

BLINDES HUHN VIEHDOKTOR

Designer: Heike Risthaus
Publisher: Ostia Spiele

Quiz game for 2-21 players, ages 14+

Did you know it or did you guess, asks the cover and the game 
asks unusual questions about Vienna. 220 cards ask one ques-
tion each and provide a choice of three answers. The standard 
game is intended for 3-6 players, rules for 2 or for more than six 
players are included. You are asked a question and decide on 
Risk or Answers. If you answer correctly in case of Risk, you get 
3 chips for a correct answer and none for a wrong one. In case 
of Answers you get 2 chips for a correct answer and a second 
choice for wrong one, winning you one chip if you choose cor-
rectly from two answers.
Version: de * Rules: de * In-game text: yes

DAS NEUE WIEN QUIZ

Designers: Melita and Robert Sedlaczek
Publisher: Piatnik

Communications game for 2 or more players, ages 14+

Wisdom at the turning of a leaf, wisdom immediately at hand, 
who would not love this, especially when someone is talking 
statements and clichés and you cannot find a snappy answer 
quickly. Three blocks of words and phrases provide parts of 
sentences, they always fit together, always make sense and can 
be the basis of fantastic communication and talks. Courage in 
the end is the greatest virtue – or – courage is somehow an illu-
sion – or – courage per se is our salvation. So you can use a total 
of 125.000 combinations for inspirations to discuss on sense or 
nonsense of those phrases.
Version: de * Rules: de * In-game text: yes

DER MORAL-O-MAT

Designer: Pia Frey
Publisher: Metermorphosen

Collecting game for 2-4 players, ages 4+

Princess Scarlet is visiting and handing out colorful glitterstones 
in the Garden of Papilla. At the start the stones are distributed 
evenly among players. You roll the die and move Princess 
Scarlet. If she ends her move on a location with free horse shoe 
spaces, you must place one of your stones there and can then 
stop or do another roll & move. When Princessin Scarlet ends 
up on a place completely filled with stones you may take all of 
them. Whoever is out of stones first, ends the game and you win 
with most stones.
Version: multi * Rules: de fr it * In-game text: no

FILLY BUTTERFLY SAMMLE DEINE FUNKELSTEINE

Designer: Reiner Knizia
Publisher: Ravensburger

Satirical party game for 4-16 players, ages 8+

The Dark Lord receives his minions that are returning from their 
more or less useless missions and excuse their failures with the 
most outrageous fabrications. The Dark Lord decides if he allows 
himself to be appeased. If not, the minion is penalized with an 
Annihilating Look, if you have to suffer three of them you are out 
of the game. The story is told with clue cards, and with action 
cards you can shift responsibility, or protest. Can be combined 
with Set Green and also includes in version „Ja, Mein Gebieter” 
in the joint rules.
Version: de * Rules: de it * In-game text: yes

JA, HERR UND MEISTER ROTE EDITION

Designers: Crosa, Bonifacio, Massimiliano, Ferlita
Publisher: Truant Verlag

Card collecting game for 2-6 players, ages 6+

Approx. 40 animals are laid out, the rest is draw pile. A card is 
turned over, the big symbol is the wanted characteristic. Cards 
taken must be kept, you search with one hand and hold col-
lected cards in the other. If no one takes cards any more, cards 
in hand are checked, the big symbol must be among the small 
symbols on the backside of the taken cards. For wrong cards 
one correct one must be set aside. The player with most cards 
receives 2 cards for victory points, the one in second place gets 
one card. All other cards are laid out animal up and three are 
added from the stack. After 7 rounds you win with most cards. 
Zoo-Edition Version: multi * Rules: de en * In-game text: no

MANIMALS SERENGETI-PARK HODENHAGEN

Designer: Bernhard Naegele
Publisher: Adlung Spiele

Cards shedding game for 2-4 players, ages 8+

All play simultaneously and want to shed as many cards as pos-
sible, same color and sorted from 1 to 10. You are dealt 30 cards, 
shuffle them and split them: 10 cards to an open-faced Ligretto 
stacks three open cards in a row, and the rest in your hand, 
backside up. No all try to place suitable cards, always same color 
and value +1 one to the previous card, according to detailed 
rules for cards from your hand, your Ligretto or you row. When 
one Ligretto is empty, cards in the middle score 1 points, cards 
in a Ligretto -2 and cards in hand or row 0. Version featuring 
images from Star Wars Rebels, characters Ezra, Sabine, Chopper 
und Inquisitor. Version: multi * Rules: de fr it * In-game text: no

STAR WARS REBELS LIGRETTO

 
Publisher: Schmidt Spiele

Stacking game for 2-4 players, ages 4+

The crocodile begins the animal pyramid, each player takes seven 
different animals. In his turn a player rolls the die – for one or two 
dots one takes one or two animals and places them on the stack 
with one hand. For the crocodile one may place an animal next to 
the crocodile to enhance the stacking area, for the hand symbol 
one gives an animal to another player to stack, and for the ques-
tion mark players choose an animal for stacking. If the stack falls, 
one has to take animals, the player to be rid of all animals first 
wins the game. New edition in a tin for the 10 Year Anniversary.
First edition 2005, Haba 4478 Version: multi * Rules: de en es fr it nl * 
In-game text: no

TIER AUF TIER

Designer: Klaus Miltenberger
Publisher: Haba
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Icon explanation

Solo Play Two Players Large Groups Recommended Minimum Age

GABIS explanation on page 5
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