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DAGMAR DE CASSAN, EDITOR-IN-CHIEF
 
In the United States there are conventions on a plethora of topics, especially well liked are game conventions, of which Origins and GenCON are two biggest ones and have been held for many years.
 
Spiele Club Österreich now wants to introduce that tradition of GameCONs to Austria and holds the 1. ViennaCON on 25./26. Juni at MGC-Wien, Modecenterstrasse 22, 1030 Wien, U3 Gasometer.
 
Therefore we would like to invite all fans of board and card games to come and play with us and to try out the latest and newest games.
 
The program focuses on the playtesting of new games, but many other attractions are also waiting for our visitors, take a look at
http://www.ViennaCON.at
 
During ViennaCON, we also host the 13th Game Designer Meeting of Austrian game designers.
 
And on Saturday we announce the winners of the awards of Austrian Games Awards, wait and see, from Saturday on
http://www.spielepreis.at
 
In our games data base LUDORIUM you find many of those games already. Take a look and check on all those games that you might miss, at http://www.ludorium.at
 
If you like our WIN? Until we have caught up with our delay, we do not accept new subscribers! The reading is free for all our visitors, please check http://www.gamesjournal.at 
 
Our Games Companion GAME BY GAME 2016 is available als PDF, Infos at http://www.gamescompanion.at
 
 
 
 
 
 
 
 



REVIEW
 
 
 
SHIPS, BUILDINGS, ACTIONS
 
ANTARCTICA
 
MAJORITIES ON ICE
 
Antarctica is a game designed by Charles Chevallier for two to four players, published by Argentum Verlag. As stated on the box, the game is intended for players of ages ten and up – on principle I can agree with this rather well, but of course such age notations are usually rather subjective. On the one hand, Antarctica can be assigned to the range of games for expert players, but is, on the other hand, not really difficult to play.
 
For me, personally, graphics are not really close to my heart, but I have noted a few times, when looking at the game, that the graphic design by Dennis Lohausen is very attractive on the box cover as well as for the game board; especially for the game box a lot of attention has been paid to details – in accordance with the topic the dominant color is blue, blue like ice or cold.
As regards to theme, the game is set into future probably not too far away and in the Antarctic, at a time when the sea levels have risen due to the warming up of earth and you need to make use of new land masses where you set up research stations and produce energy.
During the complete course of the game you find that the sun in the game moves counter-clockwise and frees ships by melting them out of the surrounding ice and thus make them available for actions. In all other situations, too, activities of players are resolved in counter-clockwise direction.
 
When you take a close look at the game you note that it is designated as a development game – well, you need to do some developing, but in the end is a game on majorities and aim of the game is to achieve as many lucrative majorities as possible.
However, unlike most majority games, in Antarctica second positions are not interesting at all, you should be in first place in every case, because the leader, to put it bluntly, gets everything and the players in the successive positions receive only the minor contribution made by the player in the position before them, which means a score of for instance 18 points for first place, three points for second place and two points for third and fourth place. And, again contrary to most other majority games, you need not share the score for first place in case of a tie, but all players involved in the tie receive the full number of points. Anyway, in case of a game of four players there are 15 opportunities to score a majority, of which however the majorities for eight sectors on the game board usually are the most lucrative ones.
 
I believe that you should very soon, that is, already in your second game, use the variable start of the game, as you can position yourself rather more tactically that way and there is no real difficulty in using this start. I believe also that the attraction of the game is highest when played with four players. Anyhow, the game plays rather differently in relation to the number of players, as is the case for many games. So I will note my impressions for a game with the full complement of players, that is, four players. 
 
How do we play the game? To begin with, each player places two ship, in analogy to Catan, first one way and then back the other way. Already at that point you play the first turn counter-clockwise, but you get used to that rather quickly. That is also the moment in which you are faced with the dilemma that you want to plan some actions or do some actions, but on the other hand want to do your turn as early as possible. This dilemma keeps cropping up over all of the game and again and again demands the best possible decision. However, at the start of the game and even in the first few games as a whole you do not really have a plan and thus decide on doing your turn early.
Because, as soon as the game starts, the sun moves by one section counter-clockwise and enables the ship next to the sun in the sections, which is the one that was placed the earliest, to do an action. This is done by taking the ship and putting it into one of the other seven sections, provided that one of the three slots there is still available. 
 
You then have the following options for actions: 
- You build a building, which can be one of 14 different buildings, provided that you meet the conditions for constructing this building. The condition is usually access to one definite building (or to two buildings, in one case) or access to the the necessary resources which are produced by the buildings, and you need to have a scientist in your personal stock (two scientists in case of one of the buildings) and then you can advance accordingly on the research tracks. At the start of the game you have two out of twelve scientists – in a game of four players - in your personal stock. Additional scientists must be acquired with the respective actions.
 
Buildings never belong to any of the players, but are always available to all players. In general, there are five different types of buildings. The Disc buildings allow you to acquire a new ship or new researchers for your personal stock. Resources buildings are already available at the start of the game – one building of each type, as I need them to build additional buildings; similar to this work the Know How buildings, which are not available at the start of the game. Then there are also additional discs which represent research stations that allow you to advance on the research tracks later in the game. Finally, there are prestige buildings which have no additional functions.
I must admit, that in my first few games I did look at the components with a critical eye, as especially the prestige buildings are made from cardboard and are somewhat dubious. In the meantime I have learned that the design of the building and the material – wood, cardboard and cardboard tiles – make a lot of sense.
 
The action of building a building enables you to place scientists into the sections, who become very important for the majority scorings at the end of the game. But scientists are also necessary in order to make the actions of hiring scientists or scientific advancement on the research tracks more effective. It is not allowed to have two buildings of a kind in a section, which could cause some problems towards the end of the game as you might want to place a scientist into a certain section but cannot do so as the buildings that are left to select from have already been built in the sector.
 
Basically, there are three stacks of buildings and therefore three buildings are available. Should a stack have been used up, the selection is reduced!
To make the building action somewhat simpler, especially in the initial phase of the game, each player has already at the start one resource card witch can be used once instead of having access to the necessary building; I can get this card again when I reach the relevant position on the corresponding research track. You could also acquire a resources card due to “research” for the two Know-How buildings.
 
- Another action option is to hire new scientists for your personal stock. This can be done in a section in which the building type of Camp, a tile, is present, and with a strength according to your presence with units in this section – units are ships, also the one that was just placed, and scientists, thus at least a strength of one unit. If you acquire all your scientists early in the game, you then probably will also determine/trigger the end of the game, as the game ends either when one player has placed all his scientists or when all buildings have been built. I have not done the calculation if a game end condition by building all buildings is possible at all, but as you also place scientists when you build a building the scientist game end condition is probable the common one.
 
- Build a ship: As soon as the tile/building Shipyard is on the board, you can transfer a new ship from the area for „unused game pieces“ into the sector where the sun is currently located. This gives you more actions on the one hand, but also easier access to buildings and also more units in the sectors. 
 
- You also advance on the research tracks – are are five of them – in relation to your strength in the respective sector in which the intended research station is already present. There are three kinds of research stations, which are each assigned to two research tracks, and there is only one research track to which two research stations are assigned. At the end of the game there is also a majority scoring on the research tracks. On those tracks you pass point stages – the player in first place receives the total of all players in the game, and the ones ranked behind him receive the points of those in front of them. (Sorry, I will definitely not use gendering – when I write in the male form I include the ladies, too, but not due to lack of respect, but due to better readability.)
When certain cases on the research tracks are entered or passed, this triggers a certain action, either for all players in case of blue or a certain action for the respective player in case of red. Those actions should be included in your plans. Possible action options can be a new scientists, relocation a ship on the board, it might be a resource card or you might receive one of the coveted Shipyard cards or you might be able to advance on one of the research track or even receive a new ship.
Always when a player places a new ship on the board the other players receive a Shipyard card, as long as there is one available. These shipyard cards might give you an action from the Icebreaker in a sector where your ship is in second place, or two scientists for your stock, a scientist for a sector or an advancement of three steps on a research track.
 
Steps on the research tracks are counted in a way that you only count cases without cubes of players; that means, that you arrive late on a track you can advance quite some distance. 
 
An action that should not be left out of considerations is the action that you can do before or after your action, which is to take one of your pieces – that can be one of the cubes available for the research track, a ship from the area of unused pieces or even a ship from the board – and place it onto the area for “Discarded Resources”. Those playing pieces are then out of the game for good, but you get a scientist for your stock and this area is also scored at the end of the game.
 
I have not yet mentioned one last scoring, which is done for building cards which are deposited in front of players and basically have no function anymore. There are cards with stars and cards without stars. The stars are scored, in the same way that is used for other scorings: The player in first place, that is, with the most stars scores the number of all cards with stars, the others as many points as the player in front of him.
A somewhat funny factor with the building cards is that the conditions to build one and the same building are different on cards and the stars also seem to be randomly allocated to the cards, at least I have not yet managed to discover a system for the distribution.
It is also a bit difficult to recognize which building or buildings are meant to be part of the condition for the building. That is a point where the graphics could be improved a bit, in my opinion.
 
All in all, Antarctica for me is a well-made game which demands well-considered decisions throughout the whole game. The end of the game sometimes arrives rather suddenly, but can be calculated by observing your fellow players. In this end phase you need to decide where you make a final try to achieve majorities or to defend them; whereby you are always in danger of being outbid after all, if you are not the player who triggers the end of the game. In my test games the player who caused the game to end has usually done very well or was the best, as this player also has placed most scientists.
The mechanism itself is a bit unusual and offers lots of options out of which you need to find the most profitable one.
As the building cards are shuffled at the beginning and the buildings become available always in different order in each game, each game therefore takes a different course and so you can probably not rely on only one single strategy for winning.
The use of cards – you are limited to the use of one card for each action case – cam be of immense importance.
Even if some of my test players denied to play another game, for me the replay value of the game is very high, and there surely are options for interesting expansions.
 
Hans Mostböck
 
Players: 2-4
Age: 10+
Time: 90+
Designer: Charles Chevallier
Artist: Dennis Lohausen
Price: ca. 35 Euro
Publisher: Argentum Verlag 2015
Web: www.argentum-verlag.de
 
Genre: Development, majorities
Users: With friends
Version: de 
Rules: de en fr
In-game text: no
 
Comments:
Functional components
Graphic design goes well with the topic
Unusual mix of mechanisms, especially the majority scoring
 
Compares to:
Development games with majority scoring
 
Other editions:
Argentum Verlag (en, fr)
 
My rating: 5
 
Hans Mostböck:
For me an interesting game with a high replay value which demands well-considered decisions throughout all of the game.
 
Chance (pink): 1
Tactic (turquoise): 3
Strategy (blue): 1 
Creativity (dark blue): 0 
Knowledge (yellow): 0
Memory (orange): 0
Communication (red): 0
Interaction (brown): 2
Dexterity (green): 0
Action (dark green): 0 
 
 



REVIEW
 
 
 
INDIVIUAL TOURISTS AND GROUP TRAVEL
 
DREAM ISLANDS
 
A TOUR AROUND THE ARCHIPELAGO
 
As a tour guide around the Dream Islands Archipelago you need to comply with tourist wishes quickly and well, but the guests have different demands – some want to see the islands one after the other, some want to travel alone, others in groups.
 
The board shows various islands that are connected by arrows; the destination Dream Islands can only be entered, after visiting all islands, from the last island in the line and you cannot leave Dream Island again.
 
Each player has a little board and six tourist pieces, four shell pieces and 16 task cards wish guest wishes, expressed by arrangement of tourist images on the task card.
You place five of your tourists onto the airplane case at the start; the starting player places one tourist on the first island as indicated by the arrow, the then next player puts his tourist on the next island after that, and so on, following the indications of the arrows. Finally, you draw three cards from your face-down stack of task cards.
 
From now on each player in turn, beginning with the starting player, has one turn with three actions each:
- Move: You place one of your shell pieces on a free number on your board – 2, 3, 4 or 5 – and thus choose the range of movement for the turn. When all cases are taken, you remove all four shells and can choose from all four numbers again.
 
- Complete a task: If, after the movement of your tourists, you can complete a task on a card in your hand with the current locations of your tourists – there are either exactly 2, 3,4 o5 5 tourists on an island (four tourists on an island do NOT complete the task of „3 tourists on an island“!) or you have exactly one of your tourists on 2, 3, 4 or 5 consecutive islands (one tourist on three islands does NOT complete the task card of „one tourist on 2 islands each“) or you have more of your own tourists on an island than all of your opponents together – you can set down the card as completed. 
Tourist pieces that you have moved to the Dream Island in the middle of the archipelago are placed, in the order of arrival, on cases 3, 2, 2 for victory points, all others arriving on Dream Island go to case 1 for one victory point. Pieces that have arrived on Dream Island can never be removed from there and cannot be included in a configuration to meet a task card. You are, however, allowed to use one figure to complete several tasks.
 
- The complete your turn you refill your hand to three cards and can put any number of cards in hand underneath the stack, in any order, before refilling.
 
If you have competed your last task or you have six tourists on Dream Island you trigger the end of the game; the current round is completed and then you win with most points from two points each for each completed task, tourists on Dream Island in relation to their position and a bonus of three points, if you managed to complete all tasks.
 
It is a real dream of an archipelago where we are moving around, and the other tourists do not really disturb us, they can only interfere in the completion of majority tasks. Everything else we do on our own, as in the tasks of x tourists on an island or x tourists on consecutive islands the tourists of other players are not in the way at all. So we only have to manage to achieve the necessary arrangements of our tourists in a way that provides optimum succession with few unnecessary moves and therefore plan our movement range carefully. Chance is also not really a big deal, as we can at any time shunt tasks that do not suit at the moment and can also check at any time what we have already completed. And don’t forget, you can do several tours around the islands before you send a tourist to the Dream Island and take him out of play this way. A very nice game for summer and for holidays for the whole family!
 
Dagmar de Cassan
 
Players: 2-4
Age: 8+
Time: 20+
Designer: Lorenz Kutschke
Artist: Michael Menzel
Price: ca. 21 Euro
Publisher: Schmidt Spiele 2016
Web: www.schmidtspiele.de
 
Genre: Marker placement and arrangement
Users: For families
Version: multi
Rules: de en fr it
In-game text: no
 
Comments:
Somewhat abstract despite the topic
Little interaction
Not a lot of chance
Nice family entertainment
 
Compares to:
Games on arrangements of markers
 
Other editions:
Currently none
 
My rating: 5
 
Dagmar de Cassan:
The nice illustrations provide holiday feeling, which is not marred by the mechanism and the somewhat abstract feeling, all in all nice light summer entertainment.
 
Chance (pink): 1
Tactic (turquoise): 3
Strategy (blue): 1 
Creativity (dark blue): 0 
Knowledge (yellow): 0
Memory (orange): 0
Communication (red): 0
Interaction (brown): 1
Dexterity (green): 0
Action (dark green): 0 
 
 



REVIEW
 
 
 
FOUND SHEEP AND FISH
 
MEMORY DAS BRETTSPIEL
 
PLACED THEM ON MEADOW AND RIVER
 
Memory is THE classic and bestselling game in the Ravensburger program and a game mechanism that everybody is familiar with. Now there is a new and in my opinion wonderful idea based on this game mechanic – a memory in which put the pairs to use after you have found them.
 
First of all, we need memory tiles, there are 60 tiles fr 30 pairs, showing images on different background colors which are corresponding to a certain type of terrain – greyish for stone or mountain, blue for water/river, green for meadow and yellow for fields. The images are suited to the terrain, for water there is an anchor, a treasure chest, fish or a raft, for the fields terrain there is grain and a sickle and for the meadow there are flowers, animals and tools and the mountain tiles show an eagle, a crystal or a mining lamp. There are ten image pairs each for water and meadow, seven for the mountains and three for fields.
Each player receives a tree of two pieces, roots and treetop and there is a general stock of tree trunk tiles in four sizes, which are sorted by size and set out ready, each player puts his tree down, too.
 
The memory tiles are shuffled face down and randomly distributed on the squares on the board. Then the game begins; if you are the active player, you have two options – turn over tiles or place tiles on the board.
If you decide on turning over tiles, you reveal two tiles – if you did find a pair, you take it, set it down face-down and can then decide if you take another turn of revealing tiles or if you want to place tile. When the tiles you revealed show different images, your turn ends immediately and you put them back.
If you decide on placing tiles on the board, you choose one to four of your tiles and place them on the board, adhering to those rules:
Tiles are placed open-faced on squares of the same terrain and must be placed adjacently, edge to edge, regardless what shape results as long as the terrains are correct, and images are disregarded now; you need not place two identical tiles, but can do it if you want to cover two squares of the same terrain.
When you placed your tiles, you are rewarded with a tree trunk tile – a tile of size One for one tile placed, and so on to a tree trunk tile of size Four for four placed tiles.


When placing tiles you must remember that the number of tree trunk tiles is limited and also different in different sizes, there are rather few tiles of size Four and a lot of tiles of size One. The earlier you manage to place several tiles the greater is the chance to get a tree trunk tile of corresponding size. Later in the game it can happen that you place four tiles and must content yourself with a tree trunk tile of size Two because Four and Three are gone.
 
When all pairs have been taken from the board, all players can place tiles one more time and then you win if your tree is the highest.
 
Well, I like it, I like it very much. I love memory and I think the idea to put the pairs to further use is innovative and very good. Some of my fellow players were grumpy about the big box and about not being able to beat the memo wizards; well, that is not true – of course, you need to find the pairs first in order to then place them tactically and at the right time, but that is what the game is about – place tiles tactically and place several tiles at the right time to get the long tree trunk pieces. Because, if you place too late you might get a shorter piece than you should get. But that is not the only point where tactic enters the game – I can place according to the rules and yet severely restrict good opportunities for placement for my fellow players. Where, of course, memory is a good thing, if you can remember what the others picked up, yes, memory again. That’s the name of the game!
 
Dagmar de Cassan
 
Players: 2-4
Age: 7+
Time: 30+
Designer: Wolfgang Kramer, Michael Kiesling
Artist: Anne Wertheim, Andreas Adamek
Price: ca. 24 Euro
Publisher: Ravensburger 2016
Web: www.ravensburger.de
 
Genre: Memo, collect, place
Users: For families
Version: de
Rules: de
In-game text: no
 
Comments:
Simple rules
Memo feature is dominant
Tactic from location and timing of tile placement
 
Compares to:
All kinds of memory, placement games with terrain effects
 
Other editions:
Currently none
 
My rating: 6
 
Dagmar de Cassan:
All in all a cute idea which works well, of course the memory wizards have an advantage but a bit of clever tactic can counter them, especially when you place tiles at the right time.
 
Chance (pink): 1
Tactic (turquoise): 2
Strategy (blue): 0 
Creativity (dark blue): 0 
Knowledge (yellow): 0
Memory (orange): 3
Communication (red): 0
Interaction (brown): 3
Dexterity (green): 0
Action (dark green): 0 
 
 



REVIEW
 
 
 
PALENQUE AND PYRAMIDS
 
PACAL‘S ROCKET


TOMB SLAB AND ROCKETS
 
Pacal’s Rocket picks up the myth on the tomb slab of Palenque. Does it really show an astronaut in his space ship? Who did really construct the Mayan pyramids? In this game we are the builders and construct pyramids with the help of our space ships.
 
The number of players determines the size of the board: If fewer than five are playing, certain areas of the board are covered. The board shows districts of different sizes, made up from squares, the districts have different colors. The central area has nine squares and has an area value of 7, is called Holy District and our space ships start from there; those ships are hollow cylinders with an opening top and bottom.
Each player has his own summary board and all energy stones and pyramids of a color as well as three God stones of values 2, 4 and 6.
 
The active player rolls the die and places it on his summary board, visible for all, as the result goes for all players in this round, and all players take one turn using this result.
First you move your spaceship – you lift it up and thereby leave energy stones behind on the square, provided there were some in the ship. The movement itself can be as many squares as the pips on the die indicate, either straight forward in any direction – if you encounter an obstacle like another spaceship, water, pyramid or the edge of the board, the remaining steps are forfeit – or you change direction at right angles as often as you want, but must take all possible steps. When the arrow symbol was rolled, you may choose a direction and move any number of squares straight ahead in the chosen row or column and also cross over obstacles. A move can always end on a square with one or several energy stones. Instead of moving in these ways you can also use one of your God stones and relocate your spaceship to any location of your choice. For the first round of the game a special rule applies: All spaceships must leave the Holy District in a straight line. 
 
When the move is finished you may, but need not, put energy stones into spaceships – if you did move straight ahead, regardless if by using a pip result or the arrow symbol on the die – you place one energy stone into your spaceship and one energy stone into the spaceship of any player of your choice. If you did choose the movement with change of direction or did use a God stone, you may place an energy stone into your ship.
 
For the energy stones some restriction apply, too: Only one energy stone of a color is allowed on a square, but there can be several stones of different colors on a square. Should someone have made a mistake and two stones of the same color appear on a square when a spaceship is lifted, both pieces are taken off the board and returned to their owner, they can be used again later. If you have no stone left in stock and want to put one into a ship, you may take any of your stones from the board and put it into the ship.
 
Why do you put energy stones into your spaceship for them to remain on the board when the spaceship moves on? Well, as soon as the visible energy stones of a player form a certain geometrical pattern, you are entitled to build a new pyramid; the necessary patterns and possible pyramid sizes are depicted on the summary card and range from one-level pyramids to five-level pyramids; the necessary patterns formed by the stones are always symmetrical. You choose one of the energy stones in the pattern and build the pyramid in that square, then you take back all energy stones in the pattern. If you build on a square where there are also energy stones of other players, you return them to their owners.
Pyramids already set up can be used instead of energy stones to be part of a new constellation to build more pyramids; such a constellation must contain at least one energy stone to provide the location where you build the new pyramid. You can also upgrade pyramids when the are part of a suitable constellation; there is no mandatory building of pyramids, you can only build one pyramid per turn and must make do with lower-level pyramids if you have no suitable one left in stock.
 
For pyramids that were built you score points equal to the value of the district, but only if you are first to build in a district or if you achieve the majority in a district; to determine majorities you do not count the number of pyramids in the district, you count the total of levels in all your pyramids in the district. If you already have the majority in a district and build again, you do NOT score! 
 
If someone builds his last but one pyramid, the game ends immediately with five bonus points for this player. Alternately, the game ends when someone scores 40, 35 or 40 points in a game with 3, 4 or 5 players, at the end of the round. In both cases, a final scoring follows. Energy stones and spaceships are removed from the board and majorities at the lake and the river are scored, with 12/8/4 points for 1st/2nd/3rd place. Majorities in districts give the value of the district to the player with the majority and two points to the player in 2nd place in the district. Finally, you score the values of the God Stone for each God stone that you did not use and you win with most points.
 
In an expert version you can only build pyramids with only energy stones in the pattern and you can only include a pyramid in a constellation if you can replace it with one of higher value.
 
Sounds, easy, doesn’t it? But it is not as easy as it sounds – considering the multitude of colored energy stones on the board you must watch closely for opportunities to form constellations and you must try to make optimum use of each individual move. You can try to play ahead, for instance for majorities at river or lake, but usually you make do with checking the dice results for their chances for forming a constellation and to try to place pyramids in various districts quickly to force others to be better there to also score. And then you can use those pyramids in further constellations and also upgrade them to take back the majority in a district to score again.
An attractively design and – despite the topic – abstract but thrilling puzzling game on positions, in which the constellations for pyramids with three and four levels are the most difficult to achieve.
 
Dagmar de Cassan
 
Players: 2-5
Age: 8+
Time: 60+
Designer: Günter Burkhardt
Artist: Maximiliano Longo
Price: ca. 35 Euro
Publisher: Piatnik 2015
Web: www.piatnik.com
 
Genre: Placement, patterns, majorities
Users: For families
Version: multi
Rules: cz de en fr hu it pl sk
In-game text: no
 
Comments:
Attractive components
Die gives you options
Long-term planning is difficult
 
Compares to:
Lanterns and other games with pattern formation for further use
 
Other editions:
Currently none
 
My rating: 6
 
Dagmar de Cassan:
An elegant abstract game of pattern formation, in which a die presents possibilities for which you must find the optimum use.
 
Chance (pink): 2
Tactic (turquoise): 3
Strategy (blue): 1 
Creativity (dark blue): 0 
Knowledge (yellow): 0
Memory (orange): 0
Communication (red): 0
Interaction (brown): 2
Dexterity (green): 0
Action (dark green): 0 
 
 



REVIEW
 
 
 
FRAGRANCES FOR ALL
 
PARFUM
 
SELLING IN TWO BOTTLE SIZES
 
Just like many women, I suppose, I love to browse around on shelves in perfumeries, smelling the different perfume bottles and searching for my ideal scent.
This quest for my perfect scent is always very exciting for me and therefore I was very much interested in the new game by Queen and my expectations therefore were rather high, also because recently I have again liked the new games published by Queen Games much more.
 
The cover of the game box shows a golden scent bottle with a landscape at sundown in the background. When opening the box you find these components: A double-sided game board, four perfumeries, 42 fragrance notes, represented by tiles, aroma dice – three each for five aromas, 25 customers, 25 water well tiles, 25 flacons, seven clocks, four scoring markers, 1 cloth bag and closing time token as well as the rule book.
The components are nicely done and get a nice flair across, and all the women in my test games were pleased with the components.
 
What is the game about? You roll the aroma dice and try to achieve fragrance notes. If you managed to roll suitable aromas, you can take the corresponding fragrance not and also receive a small amount of money. Let me say this, at the moment I cannot recall a game where I am rewarded for the picking up of resources with money.
Using the fragrance notes you can in due course then produce perfume and sell those perfumes to customers in flacons of different size.
 
That’s it for a short summary, before we turn to the details:
Not surprisingly we put the board on the table, shuffle the fragrance notes a bit and put them into the bag.
Customers are separated by their backsides into those for Phase A and those for Phase B, then you place – depending on the side of the board you use – four or five customers A on the designated spots. Customers of Phase B are shuffled together with the Closing Time token and then stacked face down next to the board; the remaining customers of Phase A are stacked, again face-down, on top of Phase B customers to form a face-down draw pile.
From the bag you draw six fragrance notes in case two or four players and displayed openly on the board, in a game of three players you display five fragrance notes.
Out of the seven clock you use the dark ones in case of two or four players, the three light ones in case of three players.
The water well tiles show zero to three money on their back sides, and they are shuffled backside-down. Each player takes one perfumery, one scoring marker and two water well tiles, blank side up.
 
The game is played in rounds, and each round is comprising three phases.
 
Phase 1 – Turn order determination:
In Phase 1 players each choose one clock which determines the turn order of the current round. A starting player was chosen at the start of the game, he beings Phase 1 or round 1 with the selection of a clock. In all other rounds it is always the player who commands fewest money on the counting track who chooses first, then the player with the second-fewest money chooses, and so on.
Besides the turn order, the clock also determines the number of actions that you can do in this round. The Clock with “1” gives you starting player and only three actions; Clock “2” gives you second place in turn order and four actions to do, Clock “3” gives you third place and five actions and Clock “4” lets you do six actions.
 
Phase 2 Perfume Creation:
In this phase you now have the number of actions at your command that your choice of clock has given you:
Possible actions are: Take any one aroma cube – take any face-down water-well tile of your choice or draw one fragrance note from the bag.
The action „Draw one fragrance note from the bag“ is never available for the starting player of the round, as all spaces for fragrance notes on the board are filled at the start of the round and thus there is no room for additional notes.
If you took an aroma die you can try to roll aromas. This rolling for aromas is not an action by itself, but is part of the action “Take any one aroma die”, but you roll the die only when all your other actions are done. 
There are the five aromas of Violet, Bergamot, Rose, Vanilla and Lavender. For each of those aromas there are three dice in the respective colors. The aroma dice for Violets, Bergamot and rose show four times the symbol for Aroma and 2x the symbol of a fly. If you roll the aroma symbol you have achieved the respective essence, if you roll the fly, you failed. The aroma dice for Vanilla and Lavender show 3x aroma and 3x fly.
We have noticed in our test games that the starting player very often did use all his three actions to roll three dice for aromas.
 
Fragrance notes show one or several aromas which a player must manage to roll so that he can acquire a certain fragrance note. When a player has rolled the necessary aromas for one or several fragrance notes on display he can instantly take those fragrance notes, which show different amounts of money. The marker of the player on the money track is immediately advanced by that sum.
 
What do I need the fragrance notes for? You can use them to produce perfume flacons in your perfumery. Each perfumery has room for one flacon of two fragrance notes to the left and room for a flacon of three fragrance notes to the right.
The fragrance notes are showing flacon parts in the front, top middle or bottom, so that to the left of your perfumery you can produce a perfume of top and bottom, that is, head and base note, to the right you need top, middle and bottom for head, heart and base note.
If you produce a perfume of head and base note you receive two wooden flacons as soon as you have added the second fragrance note. If you produce a perfume of three fragrance notes you receive three flacons.
 
Water well tiles can be easier acquired when you come later in turn order.
With the water well tiles that you pick up with the empty side up you can change the results of your dice rolls. When you discard such a tile you can either re-roll all flies in one dice color or all dice, but in this case you must also re-roll all dice showing an aroma result. When you discard two water well tiles you can change a dice result from one fly to one aroma. 
 
The action „draw from the bag“ is most and foremost used by players in third and fourth place in a round to enter fragrance notes into the game so that you might have fragrance notes on display that you can use for your perfumes.
 
Phase 3 Sale of perfumes:
In this phase players can, in the turn order of the current round, sell flacons to the customers that are on display, provided that their perfume does at minimum contain the aromas that the customer wishes for. Each player may sell one flacon to start with. Then a second round of sales follows, in which each player can sell a second flacon. Any player you cannot sell or does not want to, must pass.
The customers on display show different amounts of money. The marker of a player is advanced on the money track by this amount.
Towards the end of the game it can happen that players own perfumes that no customer wants to buy; for that contingency there is a general market where you can sell perfumes of two parts for 2 money units and perfumes of three parts for three units of money. In Phase 3 Sales there are always only two rounds of sales, therefore you need to take care to have sold all flacons at the end of the game, because they are then worthless.
 
The game can end in two ways:
- The game ends in the round of the game in which the Closing Time token is drawn for a customer, the current round is played to the end.
- Another way for the game to end is the situation when at the start of the round you cannot draw enough fragrance notes from the bag to fill all empty slots; in this case the game ends instantly.
 
The winner at the end of the game is whoever has earned most money!
 
There are certain similarities, if you are familiar with Fresco by the same designers, especially the determination of turn order sequence for the current round. Unfortunately, the game does not have the same depth as Fresco and also is not as much fun, either. In my plays women did like the game better, most men did not like it a lot. I believe this might be – despite the not very big fun - because of the topic which women like better.
The element of chance is very dominant in the game and strategic considerations are rarely necessary. Usually you are totally dependent on the current situation on the board, which only results in short-term tactical considerations.
 
The structuring of the rules was thought by some of my fellow players to be somewhat unclear. The examples, however, and the picture explanations, are easily understood.
The graphic design was very well received, especially by women.
All in all my probably too high expectations have not been met, but players with not much playing experience will have fun with the game all the same.
 
My conclusion – a simple family game with a high element of chance that can provide a lot of fun to newcomers.
To all players with higher demands towards a game I recommend Fresco by the same designers that was also published by Queen and receives very often on many a games table. 
 
Maria Schranz
 
Players: 2-4
Age: 8+
Time: 45+
Designer: Marcel Süßelbeck, Marco Ruskowski
Artist: Claus Stephan, Marcel Süßelbeck
Price: ca. 25 Euro
Publisher: Queen Games 2015
Web: www.queen-games.com
 
Genre: Dice, set collection
Users: For families
Version: de
Rules: de en
In-game text: no
 
Comments:
Nice components
Women like the game better than men do
Good game for beginners
 
Compares to:
Fresco for some mechanisms
 
Other editions:
Multilingual edition, Queen games (de en)
 
My rating: 4
 
Maria Schranz:
A game with a very high element of chance which rarely needs strategic consideration, but some short-term tactics.
 
Chance (pink): 3
Tactic (turquoise): 2
Strategy (blue): 1 
Creativity (dark blue): 0 
Knowledge (yellow): 0
Memory (orange): 1
Communication (red): 0
Interaction (brown): 1
Dexterity (green): 0
Action (dark green): 0 
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ANCIENT IMPERIAL RESIDENCE 
 
PORTA NIGRA


TRIER AND HER FAMOUS BLACK GATE
 
Trier and her famous Black Gate, an impressive witness to the great past of the town. Trier was founded as Augusta Treverorum at the time of Emperor Augustus, was extended and upgraded over the course of centuries and, finally, was made Imperial residence of the Roman Emperors.
 
We are builders in Trier at the time in which the city was built and developed. 
At the start of the game the supply cards are set out ready as are six building and 14 honor cards; each player takes 20 sesterces, one torch token as well as the action card deck of his color. This deck of eight cards is shuffled and you draw two cards in hand. You put down your player board in your color and take your corresponding builder marker piece, three action markers and five Romans of your color, the remaining ten Romans are put into general stock.
 
This takes us to the game itself and we encounter the first surprise: in a game with three and four players we play only two rounds! Which without fail provokes the question of how long a round takes? Well, exactly as long as it takes all players to play all their eight actions once. This is followed by an interim scoring and a final scoring, after the second round - or third round for two players. 
 
In detail, a player turn comprises two phases: Refill Phase and Action Phase. In your first turn of the game you place your builder at the start of the turn into one of the four quarters of the board.
Then, and in all further turns in the refill phase, you check the number of building bricks in the market and replenish them if necessary. To do so you draw a supply card and place a brick into each shop that is marked on the card with +1, if necessary also on top of a brick already in the shop. This drawing of a supply card and placing bricks is repeated until a total of at least 14 bricks is on the market. If the draw pile is empty, you shuffle the discard pile for a new draw pile.
Then you check the building cards; when there are fewer than six cards on display, you refill them from the draw pile. If this is empty, you do not refill building cards.
As the final step in the refill phase you check the number of honor cards and refill them, if necessary, to 14 from the stack; again you do not refill if the stack is empty.
 
This takes us to the Action phase of a player turn and this is very easy – you play one of the two action cards in your hand, use maybe Influence markers and draw a card. The cards show varying combinations of actions out of five action options and the number of torches depicted on the card indicates how many of the actions depicted on the card you can do once, you mark them with one of your action markers. Action options are:
- Buy a brick: You buy a brick from a shop with bricks, either in the shop of the color indicated on the card or, for the grey brick symbol, a brick from any shop of your choice. If necessary you move your builder into the quarter with the necessary shop color and pay one sesterce for each change of quarter, then you buy the brick and pay the cost, which is between 1 and 5 sesterces. The white shop can be reached from any quarter without moving. If you do not have enough money, you cannot do this action. 
- Place a Building Element: you can place a building element on an empty building lot in the quarter where your builder is currently located. Such a building element comprises one to eight bricks of a color – white can replace any color – and must comply with the conditions indicated by the building lot as regards to color and number of pieces. Porta Nigra always demands between three and eight brick pieces. On a Building Element that was correctly composed you must place on of your Roman markers – if you cannot do this, you cannot place a building element – and then score victory points and a building card, in case of a building card being on display which shows the building to which you did ad the element and also the color of the bricks used. Then you put the building element onto the slot and might trigger builder rewards, if the new total of your bricks at the building (they can be identified by your Roman on top) can be divided by three. 
- Take an influence token: You can use those influence tokens for actions, at any time in your turn, for buying an honor card (once per turn), taking a Roman from general stock or placing a building element.
- Take a torch token: You can use a Torch marker in later turns to give you an extra action. When there is an action symbol left you your action card that you want to use, you cover it with a torch token, which then goes back into general stock. Torches can also give you one Sesterce from the bank for each torch symbol or marker - you either discard a torch token or forfeit an action and cover the torch symbol on your action card. 
- Take coins: You take coins according to the symbol on the card.
 
When all eight action cards have been played, there is an interim scoring for each player: You count the number of bricks that you have built on the board, double the total and split this total any way you like into sesterces and victory points.
 
There are several ways in which the game can end:
- At the end of the second or third round
- In a player turn both brick market and stock of bricks are empty
- Someone builds his 15th building element and is thus out of Romans. In the two latter cases the player who triggered the end scores five victory points, finishes his turn and all other players have one more turn.


In the final scoring you get points for sets of building cards, Final Scoring cards and for Romans, Sesterces, Influence tokens, Torch tokens and Bricks in your player board as well as for majorities in bricks in buildings and win with most points.
 
Porta Nigra is a highly sophisticated game, it seems simple and easy and suddenly you are in the middle of a game with surprising depth and far-reaching decisions. Due to the always varying multiple actions on the cards you find yourself in a fascinating mix of strategy and tactics – what must I plan for, what is best to be done immediately, do I have enough money to go to the yellow shop and pay for two yellow bricks or is it better to buy a Final scoring card with my influence points or, even better, a Roman for the next Building Element, and so on and so on. 
The components are nice and fit the topic well, the bricks have already been eye catchers in Torres and Die Baumeister von Arkadia. What I like especially well, as it saves a lot of sorting efforts and also components, is the fact the the bricks take their color from their location. When in a red shop, they are red and stay red in the player storage area and work as red bricks in a building slot that demands red bricks. The element of chance is small, too, all have the same set of cards and the same options over the course of the game. A very well-made game, which in my opinion was too much overlooked in the games crop of 2015.
 
Dagmar de Cassan
 
Players: 2-4
Age: 12+
Time: 90+
Designer: Wolfgang Kramer. Michael Kiesling
Artist: Michael Menzel
Price: ca. 50 Euro
Publisher: eggertspiele / Pegasus Spiele 2015
Web: www.pegasus.de
 
Genre: Collect, build, sets
Users: With friends
Version: multi
Rules: de en + fr
In-game text: no
 
Comments:
Easy, straightforward rules
Lots of in-game depth
Few chance elements
 
Compares to:
Die Baumeister von Arkadia and other building games with demands for location and building materials
 
Other editions:
Stronghold Games (en), Gigamic (fr)
 
My rating: 7
 
Dagmar de Cassan
A very well-made, good mix of strategy and tactic based on very straightforward easy mechanisms, with quick access to the game also for more inexperienced players.
 
Chance (pink): 0
Tactic (turquoise): 2 
Strategy (blue): 2 
Creativity (dark blue): 0 
Knowledge (yellow): 0
Memory (orange): 0
Communication (red): 0
Interaction (brown): 3
Dexterity (green): 0
Action (dark green): 0 
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DYNASTIES AND ALLIANCES
 
SIGNORIE
 
CAREERS AND MARRIAGES
 
Introduction
 
This new game from the Italian designers Andrea Chiarvesio and Pierluca Zizzi brings us back to the 15th Century, during the Renaissance, and to the most powerful families of the biggest Italian cities of the era. At that time it was a sort of „necessity“ to prepare the elder son to become the next „Signore“ of the family and to push the other sons to the diplomatic and/or military career, while the youngers were very often addressed to the ecclesiastic branch (the family needed to have her hands everywhere !). For the daughters it was simply a question of searching for good marriages with other powerful families in order to increase their own influence. 
 
The game SIGNORIE uses dice to select actions combined with a new and interesting system of worker placement. The materials are all of good quality. The 25 plastic dice, in six colors, have numbers instead of pips. Meeples are made of colored wood and are divided in „men“ and „women“, while a handful of white wooden discs is used to mark the „Helpers“ on the players‘ personal boards and some white „women“ will become the wives of the four sons of the Signore of each Family.
 
 
 
Finally SIGNORIE uses three kind of tiles : 
- Alliances: at the start of the game two of those tiles are placed in each of the five Italian towns. During the game they will be taken by the players after a diplomatic action or a marriage and replaced at the beginning of the next round.
- Tasks: 10 tiles are randomly placed on the related cases on the board, two for each die color, and should be mixed and replaced at the beginning of each new round. 
- Rewards: There are in total 14 of these tiles, but only 7 of them are placed on the board at the beginning. Five have various bonus (as we will see later) and two assign Victory Points (VP) at the game‘s end. The combination of these tiles therefore varies in each new game and grant a good variability.
 
 
 
The board is divided in six different zones and each of them has a special use:
 
- Zone 1 is on the top left: four big cases to stock the RESERVE of meeples.
- Zone 2 under Zone 1: 10 TASK cases in five colors (two cases for each die).
- Zone 3 is immediately under : here we see five DICE cases (yellow, red, violet, grey and blue) were all the colored dice are placed at the beginning of each turn. The white dice have a different task and are kept aside the board.
- Zone 4 is on the bottom left side and is used to place the 7 REWARD tiles.
- Zone 5 is in the middle of the board and shows 5 cities: Milano, Venezia, Firenze, Roma and Napoli. Each of them has 2 boxes for the Alliance tiles and 8 small numbered cases (1-1-2-2-3-3-4-4) on which the players will place diplomats and brides.
- Zone 6 is on the right side and shows 5 tracks: three of them (Diplomacy, Military and Church) are used for our sons careers, one (Initiative) will determine the order of play for each round, while the fifth one simply shows this order for the current round. 
 
Every player has a personal board that is the real „heart“ of the game as it is used to show the MAIN actions available in each turn (one per die color) and all the possible SUBSIDIARY actions (three per die color) generated by the Helpers. On the right of the personal board we see 3 cases used to take track of the Alliances (each case shows a combination of 4 crests in 3 different types) and 1 case for the weddings (with all 6 different crests). Collecting the „Alliance“ tiles corresponding to those „shields“ is very important for the final scoring and we found in our test that it is practically impossible to win the game without the VP granted by those tiles. Note: to be counted a combination must have at least THREE valid tiles.
 
 
 
Set-Up
 
SIGNORIE needs a few minutes to prepare as you have to place seven rewards, ten tasks, ten alliances (crests) and other markers on the board. Then each player takes four boys and three girls and put all the remaining meeples on his reserve on the board. Finally the turn order is randomly determined, with the First Player that receives 6 Fiorini (the money of the game), while the following ones get 7-7-8. 
 
The Game
 
A game of SIGNORIE is played in 7 ROUNDS and each of them has 3 PHASES: 
 
- Phase 1: the First Player takes all the „Task“ tiles and randomly place them on the related cases of the board. Then he replaces the eventually missing „alliance „ tiles with new ones and throws all the dice, placing them, without changing the result, on the cases with the same color.
- Phase 2: the players, in turn, select ONE die and place it on their personal board, executing the related MAIN action and, if they already have helpers, the subsidiary ones. Play proceeds in turn order until all the players finish their FOURTH action or pass. Selecting „pass“ may be a necessity if you wish to get a Reward and therefore you cannot collect extra “pips”. 
- Phase 3: the next turn new order is determined looking at the „initiative track“: if some players advanced far enough on the track to get some bonus VP they move the markers accordingly. Then all verify if they remained under the 13 “pips” with their dice in order to collect the end turn reward.
 
The ACTION PHASE is obviously the real heart of the game: players, in turn order, take one die from the main board and put it on the case of the same color on their personal boards. If the number on the die is the same or exceeds the number on the case (“1“ for yellow, „2“ for red, „3“ for violet, „4“ for grey and „5“ for blue) there are no penalties. If the number is lower players must pay the difference with money.
 
Each player have the possibility to select ONE of the following 3 „main“ actions:
 
1 - Hire an HELPER: take one of the available white discs and place it on one case of the column immediately preceding the one where the die was placed. If, for example, the player selected a RED dice the helper may be placed on the yellow column, and so on. The player must always pay 2 to 4 Fiorine for a Helper.
2 - Select a TASK: select one of the 10 tasks available, pay 1-3 meeples (girls if the task is in the top case, boys if it is in the bottom one) and use the selected bonus: then advance on one diplomatic track, take neutral „alliance“ tiles, start a marriage, etc.
3 - Use the color related action: each colored case has a different action. With „blue“ the player gains 4 steps on the diplomatic tracks, with „grey“ may place one diplomatic on a town, with “violet” he gets „N“ sons (throwing 1-5 white dice and taking a girl with „1-2-3“ and a boy with „4-5-6“), with “red” a marriage and with “yellow” 3 Fiorini.
 
Once the basic action has been taken the player may also use the subsidiary actions generated by the helpers previously placed on that column. If, for example, you selected the yellow die and you have an helper on case 2 and 3 you may take 3 Fiorini (Basic action), 3 steps on the diplomatic tracks (case 2) and a number of steps on the Initiative track to match the pips of the yellow die (case 3). For that reason it is always a good idea, at least in the first turns, to select the colors in studied sequence, in order to create an Helper with the first dice, then select „that“ die to immediately use the Helper, etc. If, for example, we selected the blue die and we paid 2 Fiorini to install an Helper on the first case of grey, then we may select the grey die in the following turn and, after having performed the basic action, receive 3 Fiorini.
 
During our test we noted that the most used helpers were placed in: case 1 Grey (cost 2 Fiorini and gives a bonus of 3 Fiorini); 3rd blue (cost 4 Fiorini but gives you a 1 Task point for free) and 4th yellow (cost 4 Fiorini but allows you to advance on the Initiative track); etc. 
 
Every time that a player receives an „advancement bonus“ he may place a new „boy“ in one of the three „Career“ tracks of the board (Diplomatic, Military or Church) or rise one (or more) of the existing ones increasing their „value“ and „rank“.
 
 
 
Every city has eight cases available: Two for each „rank“ (that vary between 1 and 4). The first two „pawns“ will occupy the two „rank 1“ cases, the following two the Rank 2 cases, with the last two that need to be at „rank 4“ to be selected. Each of the three career tracks has a value from 1 to 14: when a boy of the right „rank“ is placed on a City the player receives the Alliance tile available on the right case of the City (2 to 5 VP) and a number of VP corresponding to the value of the case from which the pawn was taken.
 
Of course that the faster you are able to „rise“ your boys on their career tracks, the more VP you will collect in each mission, but things are not so easy. As you remember each personal board has three different combos of alliance tiles so you need to rise your pawns in a programmed way in order to have the right ones ready for the right missions. Let‘s make an example: Milano has an alliance tile (value 4) of the type that is requested both by your Military and Church combos. So you need a pawn in one of these two tracks and you have to hope that none of your opponents will arrive in Milano before you in order to take the Alliance tile (and this, believe me, happens more often that it could seems). Never forget which tiles you need for your combinations and try to always have at least one pawn on each track in order to. .. jump on the necessary tiles as soon as you can.
 
The situation is somewhat easier for the girls as each player may use up to 6 different alliance tiles for the „marriage track“ of his personal board. When he selects the action marriage he takes one of his available girls and will place it in the selected City: he does not need to look at the „rank“ here, but MUST pay at least a „dowry“ that match the actual rank value of the City. But as each father wish for his daughter the best the players are allowed to pay up to 4 Fiorini for each marriage (to get 2 VP for each coin spent). So if you wish to send your daughter to Venezia (which has still one rank 2 case available) you may pay a minimum of 2 Fiorini (4 VP) or a maximum of 4 Fiorini (8 VP). Then you take the Alliance tiles on the left case of the City. 
 
Players will also use actions or bonuses to rise their markers on the initiative track. This track not only decides the order of the next turn but also assign some VP if the marker is placed from case 4 (2 VP) up to case 10 (9 VP). 
 
At the end of a turn the players check the number of pips used on their dice: if the total is 13 or less they receive a REWARD. They may select between getting 3 Fiorini (sometimes is a good move on the first turn) or the special bonus offered by that tile: send a pawn to a City for free, marrying one daughter, advance on the career tracks, place an Helper, etc. 
 
 
 
The last TWO cases on the right (6th and 7th turns) offer instead VP based on the number of pawns already placed in the Cities or the number of Helpers already in the personal board. It is highly recommended to try to get those points as they can make the difference on the final score. 


A few final considerations
 
SIGNORIE is an interesting game even if the first time things seems complex or sneaky, with all those cases and tracks on the board. But after a few turns everything fits well and very rarely you need to go back to the rules for clarifications. 
 
To try to win a game a certain „brain“ engagement is necessary as it is impossible to run in every direction hoping to get all the available objectives: in other words try to decide a „provisory“ strategy since the beginning of the game, but be prepared to modify it if the games conditions suddenly change.
 
A first possibility, for example, could be to get all the „alliance“ tiles necessaries to win points on the four categories, thus alternating diplomatic/military/church actions and weddings. 8 VP per wedding means that you may easily arrive to 45-50 VP at the game‘s end. This strategy needs also a good investment on the Initiative track in order to get the extra VP and, more important, to be the first or second in the following turns as this will guarantee the best selection of dice. Therefore you have to initially concentrate mainly on Helpers that give you money and track advances. 
 
Another possibility is to. .. get rid of the Rewards and use dice with a lot of pips. Your Helpers should then be placed on cases 3 of the yellow, red, violet and grey dice because every time that you use one die of that color you will advance one or more of your pawns on the different „careers“ tracks and you may get 10-14 points for each of them sent to the Cities. But do not forget to use sometimes the violet die to get more and more. .. children You simply toss as many WHITE dice as you have of wives and you get a girl with each 1-2-3 and a boy with 4-5-6).
 
After a dozen games I still do not have a favorite strategy and I tend to initially. .. follow the situation on the board (and the available dice), but I certainly try to put an Helper on the following cases as soon as possible: #1 grey (3 Fiorini), # 2 yellow (3 cases on the careers‘ track), # 3 yellow (for the Initiative track) and # 3 blue (1 free Task action that you may use very often to increase the level of pips from 13 to 16 or 19 in order to use high value dice). 
 
The players have always enough time to program their next action while the others are playing, so the game has no „paralysis“, but a minimum of program is necessary to guarantee a certain flow of money (specially to hire Helpers). 
 
Unfortunately play between experts and newbie‘s is not balanced, but (hopefully) even if you realize that you cannot win because you made too many mistakes you will still find enough motivations to continue play in order to get the maximum from the following turns and/or to. .. put a spoke on the others‘ wheels !
 
Most of our games between expert players were decided at the last turn and after all the calculations: no sure winner was clear before. If you like games that may challenge your brain and your capability of getting all the possible opportunities offered in each turn this is for you.
 
Pietro Cremona
 
Players: 2-4
Age: 12+
Time: 150+
Designer: Andrea Chiarvesio, Pierluca Zizzi
Artist: Mariano Iannelli
Price: ca. 45 Euro
Publisher: What’s Your Game/Asmodee 2015
Web: www.asmodee.de
 
Genre: Worker placement, dice
Users: For experts
Version: de
Rules: de en fr it pl
In-game text: no
 
Comments:
Good graphic design
Clear rules
Well-interlocking mechanisms
Strategy and tactic are equally in demand
 
Compares to:
Complex worker placement games
 
Other editions:
Ghenos Games (it), What’s Your Games (en, fr, pl)
 
My rating: 7
 
Pietro Cremona:
A good mix of dice and worker placement during the Italian Renaissance. 
 
Chance (pink): 0
Tactic (turquoise): 3
Strategy (blue): 3 
Creativity (dark blue): 0 
Knowledge (yellow): 0
Memory (orange): 0
Communication (red): 0
Interaction (brown): 2
Dexterity (green): 0
Action (dark green): 0 
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DISTURBANCE IN THE SPACE-TIME CONTINUUM
 
T.I.M.E. STORIES
 
WANTED: TIME TRAVEL AGENTS 
 
You are looking for an exciting assignment that offers unlimited career options as well as the opportunity to visit various realities and timelines? You want to preserve the order within the space-time continuum and the prosperity of our present times? Then the Time Agency needs YOU!
In a far-away future in which time travel is part of daily life, the T.I.M.E. Agency (Tachyon Insertion in Major Events), a joint institution of all governments on Earth, sees to it that unintentional or illegal time travels do not have an effect on the main time axis of the world, that is, do no wreak havoc on the history of the world. Up to four courageous T.I.M.E. agents are sent out on missions with the task to prevent a time rift in the past or in an alternate universe. With the help of Tachyon Insertion Technology the minds of the agents are transferred into individual host bodies, which gives the player / agent control over all abilities, characteristics and equipment of the host. Should the host die or time run out, the mind of the agent can be transferred back without a problem and a new run can begin.
A short note: As the purpose of T.I.M.E. Stories is to solve a puzzle, I have taken very special care to keep this review „spoiler-free“, that is, to avoid to reveal contents of the the game which the players only find out in the course of playing the scenario.
 
The core game of T.IM.E. Stories comes with the first mission „Asylum“ which sends us back into the year 1921 and, to be exact, into the Beauregard Neurological Clinic. Curious events happen there, patients have disappeared and it is the task of the agent to solve the puzzle behind those occurrences and to prevent a time rift.
 
We begin our adventure in the sitting room. This room is made up (as are all other rooms in the game) from a series of cards that are placed next to each other and provide a panorama of the room. The first card of the room always gives a short description of what we see. Now players decide cooperatively who will explore which part of the room, represented by deciding who places his marker next to which card; it is possible that several players choose the same card.
 
Players take the card they have decided on, turn it over and read them by themselves. Then players hold a conference and tell each other what they have just read/learned/experienced. Players can then decide to spend a Temporal Unit (TU) and explore additional cards of this room or to switch to another room, which costs 1-3 TU (you roll a die for this).
The room cards can feature various kinds of information – that may be pure text which can be use less or a valuable and necessary clue for the solution to the puzzle, can bring more or lessee peaceful encounters with persons, new rooms that you can explore, but also trials – this could be stealing a key with dexterity, convince a person with eloquence to give information to all players, and so on. 
To pass a trial the player as agent works with the ability values of his host, rolls the corresponding number of dice and is given a reward when the dice results show a sufficient number of success symbol, or a penalty when the requirements are not met. When a trial is not coped with successfully or an opponent has not been defeated instantly, players can or must spend an additional TU to start another attempt. Players can also come to each other’s assistance.
Rewards usually take the guise of object cards which will be necessary in the later course of the game, so, for instance, a cupboard might remain inaccessible for players if they did not acquire the corresponding key earlier in the game. But who knows if the cupboard holds something useful or will turn out to be a pure waste of time after all? 
 
In addition to the usual characteristics of Dexterity (green), Eloquence (yellow) and Strength (red) as well as Defense (shield) and Life (heart) hosts on this special missions also sport a psychosis, as they are all inmates of a lunatic asylum.
So, for instance, Soldier Ferdinand Meunier has a war trauma which hinders him to attack an opponent who has only one or two life points left. Little Madeleine du Tilleul, on the other hand, suffers from panic attacks. If she is alone on a square, she rolls one die less.
 
Each action and each change of location cost time, of which agents have only a very limited amount at their disposal before their mind is teleported back (the amount of time varies in relation to the number of players and on the number of times you already failed the mission; for a first attempt with four players you have 25 Temporal Units TU). Therefore, each step must be well considered, each failed dice roll is aggravating and each clue that turns out to be a dead end after all will make players sweat.
The mission is won, when the instruction text on a card asks players to read the card „mission accomplished“. The mission is failed when you need to read the card “Mission failed” or the time marker has arrived at Zero or when all agents are dead.
Agents are then teleported back, and a very small number of accomplishments can be kept, usually locations that you have already explored or can explore, the rest is reset to the starting conditions, agents receive five additional TU and a new attempt can begin. Hopefully, someone has remembered which encounters are best avoided and behind which cards the really important items are hidden, so that the new attempt will end with the instruction “Read the card MISSION ACCOMPLISHED”.
 
I have needed three attempts with my group of players to accomplish it, which means that the game can be played in one evening; should you not manage to accomplish this, you need to use your brain by all means to remember all the information until the next games evening.
Here another advice is necessary: I do not recommend to play the game with two players, because in this case each player controls two hosts, which in my opinion, intensely changes the flair of the game and does not enable you to identify with a character. The game is clearly intended for four players and is most pleasing and most fun with this number of players.
 
The relation of what you pay for the game to what you get from the game might be a deterrent for many people with this game. The design of the box and cards and the quality of all components are top, but if you know the scenario and have solved the puzzle once, the the replay value rapidly drops to zero. Maybe you could, with a new set of three more players, be a silent player and have a few amusing hours, or try, if you are a very ambitious group, try to beat your own best time. Both options are not very probably in my case, so I think that I will not play T.I.M.E. Stories ASYLUM ever again.
 
Good to know that Manuel Rozoy, the designer of the game, has provided for this contingency. The expansions „Der Marcy-Fall“, „Die Drachenprophezeiung“ and „Hinter der Maske“ are already available and additional ones are already announced. Each of them deals with another topic (Fantasy/adventure/horror and so on) and all scenarios have also been designed in a different style. All expansion need the core game to play, but do not build on each other and can therefore be played in any order of your choice.
The amount of chance introduced by the dice is not dominating and fits the concept well. Texts on the cards manage again and again to draw you into the story. I especially love that the room cards are not simply read out but are retold in players’ own words. This “forced storytelling” is, in my opinion, a very felicitous element in the game. It asks players to memorize the content of their card and to retell it in their own way and helps you to immerse yourself deeper into your character. The story itself – including the SciFi elements – is plausible enough for me and well thought-out. So – a clear recommendation to buy for all fans of a cooperative game who love to solve puzzle and to tell stories. For me one of the best games from 2015.
 
Carina Katinger
 
Players: 2-4
Age: 12+
Time: 90+
Designer: Manuel Rozoy
Artist: Ben Carre, Vincent Dutrait, David Lecossu, Pascal Quidault
Price: ca. 45 / 25 Euro
Publisher: Space Cowboys 2015
Web: www.asmodee.de
 
Genre: Cooperation, role play, narration
Users: With friends
Version: de
Rules: de en fr 
In-game text: yes
 
Comments:
Atmospheric role-playing + board game
Well thought-out story
Needs much communication and some memory
 
Compares to:
Mice and Mystics, Crime dinner games
 
Other editions:
Space Cowboys / Asmodee (en, fr)
 
My rating: 7
 
Carina Katinger:
I love the story-telling and the immersing in characters combined with information and cooperative puzzle solving.
 
Chance (pink): 1
Tactic (turquoise): 1
Strategy (blue): 1 
Creativity (dark blue): 2 
Knowledge (yellow): 2
Memory (orange): 1
Communication (red): 3
Interaction (brown): 2
Dexterity (green): 0
Action (dark green): 0 
 
 
 
 



PRESENTATION
 
 
 
ASTERIX & OBELIX 
 
DAS GROSSE ABENTEUER


The little village in Gaul needs supplies and we travel through Gaul with Asterix and Obelix to acquire the necessary goods.
As active player you roll five dice and use them for one action, then the die is spent. 
Actions are travelling once per turn to visit a town or the Roman camp with the corresponding color die, or symbol actions: Re-rolling dice with Idefix, Whack Romans with PAFF, Asterix or Obelix, Take Coin or Take victory points for the Boar symbol.
In towns you first whack Romans using the PAFF or Asterix or Obelix symbols, with or without magic potion for Asterix and Obelix - which lets them beat Romans of any strength - and take defeated Romans. 
If you whacked all Romans successfully you can buy one good for money. As an alternative to Whacking Romans you can look at three cards on the board for each Asterix symbol you use. In the Roman camp you whack centurions, they give you goods or victory points. In the village you replenish the potion, score victory points for boar symbols on dice, deliver goods as tiles, centurion cards or pirate cards and swap cards and draw cards. At the end of the round – all had one turn – you get a pirate card if you are first to roll Obelix or Asterix and thus defeat the pirates, Asterix also needs the potion for this. 
After eight or nine rounds you score for defeated Romans, pirates, unused goods, money and centurions.
A very nice family game and a must for all fans of the comic books, the flair has been very well caught and as everyone wants to whack Romans you do this alone and without interaction in this well-working game of optimizing use of dice.


Players: 2-4
Age: 8+
Time: 60+
Designer: Michael Rieneck
Artist: Fiore GmbH
Price: ca. 25 Euro
Publisher: Pegasus Spiele 2016
Web: www.pegasus.de
 
Genre: Adventure, dice use
Users: For families
Version: de
Rules: de
In-game text: no
 
Comments:
Flair of the comic books nicely implemented
Successfully whacking Romans is a central element
Little to no player interaction
 
Compares to:
Games using dice placement for actions
 
Other editions:
Currently none
 
Chance (pink): 2
Tactic (turquoise): 3
Strategy (blue): 1 
Creativity (dark blue): 0 
Knowledge (yellow): 0
Memory (orange): 0
Communication (red): 0
Interaction (brown): 0
Dexterity (green): 0
Action (dark green): 0 
 
 



PRESENTATION
 
 
 
BARKING UP THE WRONG TREE
 
COLLECT TREES INSTEAD OF BARKING AT THEM
 
You are meant to collect as many different trees as possible and must bark up the right tree for this, that is, place dogs at trees.
63 cards feature ten types of dogs, six stray dogs and seven different cats, for which there are also markers. 40 discs represent ten types of trees in different numbers. Those trees are stacked face-down in five stacks of three, four, five, six and seven discs – the rest is set aside - and each player gets one cat card. In round One you use the first tree stack with three cards, in the following rounds the next stack in turn. All players then receive as many cards as there are trees in the round. 
Then you can discard one or more cat cards, draw cards and place a cat marker at a tree. Then you can add one or more dogs of one type to a tree where there are none of this type and where you did not yet place cards. Or you can pass for the round.
At a tree with a cat marker you can add any number of dogs of types that are not already there and can do this in several rounds. When all have passed, the trees are given to the player with most dogs there, in case of a tie the rank of the dogs decides. Trees without dogs go out of the game, all players keep remaining cards – limit of 10 – and the next round is prepared. After five rounds the first tree of a type scores 3 points, the second one 2 points and each additional tree only 1 point.
This is a cute game about collecting a set of as many different trees as possible, so don’t bark up the wrong, that is, the same tree too often. Again, a cute, fast, fun game with some strategic and tactical choices.
 
Players: 2-5
Age: 14+
Time: 30+
Designer: Gary Dicken, Steve Kendall, Phil Kendall
Artist: Marco Primo
Price: ca. 20 Euro
Publisher: Ragnar Brothers 2015
Web: www.ragnarbrothers.co.uk
 
Genre: Placement, collecting
Users: With friends
Version: multi 
Rules: de en
In-game text: no
 
Comments:
Cute very individual drawings
Topic very nicely implemented
Nice, fun filler game
 
Compares to:
Set collecting games
 
Other editions:
Currently none
 
Chance (pink): 2
Tactic (turquoise): 1
Strategy (blue): 0 
Creativity (dark blue): 0 
Knowledge (yellow): 0
Memory (orange): 0
Communication (red): 0
Interaction (brown): 2
Dexterity (green): 0
Action (dark green): 0 
 
 



PRESENTATION
 
 
 
BLACK STORIES 
 
DAS VERHÖR
 
Murder has happened! As Inspectors players have interrogated one suspect each and now meet for a conference on the case after those first investigations.
You choose a case card with all 30 interrogation cards with the corresponding symbol. Each player draws one suspect, receives interrogation cards in relation to the number of players and writes the name of the suspect and the numbers on the interrogation cards down on his sheet. Text blocks on the interrogation cards are correlated to suspects with letters. The case is read. Then each in turn reports on his findings by using the text blocks on his cards in any order, in free speech. All others listen closely, you are not allowed to make notes! Then each puts down his suspects, all players’ interrogation cards are shuffled and seven of them are randomly laid out, red side up, their order can not be changed from now on.
Using the red foil the information on that card is now read out. After each card you note a suspect if you remember a corresponding information. When all cards are read you can now give a guess on the culprit. Then the interrogation cards are turned over again – if one of their numbers is present on your sheet you mark it. The culprit is the suspect who was marked most often on the sheets and you score for correctly assigned suspects and correct guesses on the culprit, wrong culprit guesses and non-assigned clues score penalty points.
Detective work in the universe of Black Stories – cleverly thought out, elegantly implemented, quick to play and very entertaining, albeit demanding a bit of player effort in their presentations.


Players: 3-6
Age: 12+
Time: 20+
Designer: Johannes Krenner
Artist: Bernhard Skopnik, Kirsten Küsters
Price: ca. 14 Euro
Publisher: moses. Verlag 2015
Web: www.moses-verlag.de
 
Genre: Detection, communication
Users: With friends
Version: de
Rules: de
In-game text: ja
 
Comments:
Good texts and illustrations
Black Stories flair marvelously transported
Replay value due to random selection of interrogation cards
 
Compares to:
Detection games without writing down information
 
Other editions:
Currently none
 
Chance (pink): 1
Tactic (turquoise): 0
Strategy (blue): 0 
Creativity (dark blue): 2 
Knowledge (yellow): 0
Memory (orange): 3
Communication (red): 3
Interaction (brown): 0
Dexterity (green): 0
Action (dark green): 0 
 
 



PRESENTATION
 
 
 
CAMEL UP SUPERCUP
 
THE RACE GOES ON
 
Camel race in the desert - camels move along the race track and players bet on stage results and final results. A player turn comprises exactly one out of four options: Take a stage tile to bet on a camel - place your desert tile on the track - take a pyramid tile, use the pyramid to toss dice and move the camel in the color of the die ejected by the pyramid - bet on final winner or loser. Camels that end their move on an occupied square are placed on top of others there to form a camel unit and all camels in it move together. When all camels have been moved once, a stage ends and is scored. When a camel unit crosses the finish line, you win - after a stage scoring and the final scoring - with most money.
Super cup provides four additional modules for the camel race in the desert; you can use them individually or in any combination with the core game. Components for a game with nine and ten players are also provided, in this case you should use all modules. Module 1 comprises an extended track and dice for galloping – at the start of a round the second die for the camel in last place is put into the pyramid; you can also enter the second die with a pyramid tile. Module 2 introduces a photographer - you can choose the option to take the photographer tile and position the camera to take pictures of camel units on this spot, you earn one Pound per camel in the unit. Module 3 offers bets on position and Module 4 betting partnerships in a game of six or more players.
This expansions offers something for every taste – a bit more chance, forced betting partnerships and a way out from a blatantly wrong bet, and there is also money.


Players: 2-10
Age: 8+
Time: 40+
Designer: Steffen Bogey
Artist: Dennis Lohausen, Andreas Resch
Price: ca. 15 Euro
Publisher: eggertspiele / Pegasus 2015
Web: www.pegasus.de
 
Genre: Race, dice, betting
Users: For families
Special: Many players
Version: multi
Rules: de en + es hu it nl
In-game text: no 
 
Comments:
Very good, atmospheric expansion
Provides many new facets for the game
Basic feeling and flow of the game remain intact
 
Compares to:
Camel Up
 
Other editions:
Z-Man (en), Piatnik (hu), 999 Games (nl), uplay.it (it), Ediciones MaQUeOca (es)
 
Chance (pink): 3
Tactic (turquoise): 2
Strategy (blue): 1 
Creativity (dark blue): 0 
Knowledge (yellow): 0
Memory (orange): 0
Communication (red): 0
Interaction (brown): 2
Dexterity (green): 0
Action (dark green): 0 
 
 



PRESENTATION
 
 
 
CASSADO
 
ROLLING MARBLE, SKIDDING DISC


Marbles roll down chutes and are meant to push a wooden disc into the diagonally opposite target zone. Each hit in the target zone scores one point.
The board measures 71 x 71 cm and is equipped with four chutes in four colors in its corners. Two wooden bars with pegs are used for scoring – if you achieve a hit and score a point, you take a peg from the bar and put it next to your chute. In a game for two players you can use the bars for boundaries to fence of parts of the board so that only two chutes with opposing target zones remain available. 
All players take their first metal ball in hand and on a signal let it roll down their chute into the playing fields. The chutes can be rotated and thus can precisely target the disc. When the first marble is in play, players can use their four remaining ones and, of course, adjust the chute after each marble. When all five marbles are in the field, you can pick them up again, but can never use more than five marbles. If you are first to score five points, you win.
If you want to vary the level of difficulty you can use two wooden rings for target objects and you can also play a team version.
Cassado is offering a very simple game mechanism that is lots of fun to play and at the same time offers exercising a lot of abilities – action/reaction, motor skills, hand-eye-coordination, counting and also assessing the influence of speed on the consequences of marble hitting disc. Cassado also works well for a family game and is well worth its price due to its high-quality wooden material and its size and also the variability it offers.
 
Players: 2-4
Age: 5+
Time: 10+
Designer: not named
Artist: not named
Price: ca. 180 Euro
Publisher: Beleduc 2016
Web: www.beleduc.de
 
Genre: Dexterity 
Users: For children
Version: multi
Rules: cn de en es fr it nl
In-game text: no
 
Comments:
High-value components
Very big
To be played on the table or on the floor
 
Compares to:
All marble rolling games with moving interim target
 
Other editions:
Currently none
 
Chance (pink): 0
Tactic (turquoise): 0
Strategy (blue): 0 
Creativity (dark blue): 0 
Knowledge (yellow): 2
Memory (orange): 0
Communication (red): 0
Interaction (brown): 0
Dexterity (green): 3
Action (dark green): 3 
 
 



PRESENTATION
 
 
 
CUCINA CURIOSA
 
COOKS CATCHING CRUSTACEA
 
The sudden high rolling waves cause problems in the kitchen, things are sliding about and all lobsters have escaped from the aquarium and need to be caught again to satisfy guests. To catch the lobsters you must straighten the kitchen so that you only reach lobsters from the entrance and do not have to step on fish bones. 
Each player has his own map of the kitchen and a set of 20 tiles showing paths, lobsters, fish bones and kitchen implements. One player is the tile selector and shuffles and stacks his kitchen tiles face-down, all other players set out their tiles open-faced. The tile selector reveals a tile, all others take the same tile from their own stock. All players then put their tile on their own board, only on free spots and never overlapping. New tiles need not be placed adjacently to ones already on the board, and you can rotate the tile any way before placing it, paths need not be continued on adjacent tiles.. 
When 16 tiles have been placed, the kitchen boards are scored: Each player scores one point for each lobster that can be reached from the entrance without encountering obstacles und receives two penalty points for each fishbone that is crossed on the way. Lobsters and fish bones that are depicted on the board are also counted. 
In the solo version you try to accrue as many points as possible; lobsters on the four unplaced tiles are added to your score.
One player randomly selects for all – since Take it Easy this is a favorite mechanism that was attractively and not at all abstractly varied for this very nice family game; you must look closely, as the tiles are very similar.
 
Players: 1-4 
Age: 8+
Time: 30+
Designer: Reiner Knizia
Artist: Fabia Zobel, Andrea Hofbeck
Price: ca. 16 Euro
Publisher: Noris Spiele 2015
Web: www.noris-spiele.de
 
Genre: Tile placement, path forming
Users: For families
Special: 1 player
Version: multi
Rules: de fr it nl
In-game text: no
 
Comments:
Simple placement rules
Familiar mechanism nicely varied
Copying your neighbors moves is no advantage
 
Compares to:
Take it Easy for the Select/Placement mechanism
 
Other editions:
Currently none
 
Chance (pink): 2
Tactic (turquoise): 1
Strategy (blue): 0 
Creativity (dark blue): 0 
Knowledge (yellow): 0
Memory (orange): 0
Communication (red): 0
Interaction (brown): 0
Dexterity (green): 2
Action (dark green): 0 
 
 



PRESENTATION
 
 
 
DADAOCHENG
 
TRADE IN TAIWAN


Dadaocheng in Taiwan – we trade resources or buy ships and buildings.
The board is equipped with resources, ship cards and event cards are prepared and each player receives his own store house board.
You play eight or ten rounds depending on the number of players and have one turn per round, comprising four phases:
Phase 1 is the planning phase in which you do two movements – either switching positions of two resources discs or flip one resource disc over, in any order and combinations, the same action can be done twice.
In Phase 2 you choose three or four orthogonally adjacent resources of the same type and take one corresponding resource for a row of three discs and two resources for a row of four discs.
For each storage house that is adjacent to such an orthogonal resources row you place one corresponding resource into storage. When then there are three or more resources, all are removed. Then you flip over the row of resources that you used – if this results in a new row, you use this row as before. Then Phase 3 follows – you check your store house: If there are resources in all four spaces, you have achieved “full house” and pick up all resources of one space. Those resources can then in Phase 4 be used to buy ships or resources or use the temple, and you can also resolve the event card. After eight or ten such rounds you score prestige from ships, buildings and money and deduct one point per black opium resource.
The core element of the game are the Phases 1 and 2, your clever actions there determine available resources and your action options in Phase 4. A very clever and very pretty game, not very interactive, but attractive!
 
Players: 1-4
Age: 8+
Time: 45+
Designer: Eason Kao, Tsai Huei-Chiang 
Artist: Whooli Chen
Price: ca. 35 Euro
Publisher: Soso Studio 2015
Web: sosostudio.blogspot.tw
 
Genre: Resources management
Users: For families
Special: 1 player
Version: multi
Rules: cn en
In-game text: no
 
Comments:
Resources in Phase 1 and 2 are deciding element
Clever mechanisms
Resources limits between rounds
 
Compares to:
Resources management in general
 
Other editions:
Currently none
 
Chance (pink): 1
Tactic (turquoise): 2
Strategy (blue): 0 
Creativity (dark blue): 0 
Knowledge (yellow): 0
Memory (orange): 0
Communication (red): 0
Interaction (brown): 1
Dexterity (green): 0
Action (dark green): 0 
 
 



PRESENTATION
 
 
 
DAO
 
MAXIMUM POINTS IN ONE COLOR WITHOUT ANY OTHER COLOR


This would be the optimum result – managing to collect most points in one color and not having to score negative points in any other color.
Sixty cards comprise five sets in five colors, each one containing twelve cards; each card represents one element of the Five-Elements philosophy. Cards are shuffled, stacked face down and then the top three are laid out in an open row. True to the name of the game – path or lane – you choose, in your turn, either a risky path or a secure one. For the secure alternative you take the card next to the stack from the display and put it down face-down. Or you choose the risky alternative, draw a card from the stack and place it at the end of the row. When the total value of the row, including the new card, is then higher than 12, you must take all cards in the row. But should the new card be identical to the one immediately adjacent, you do not take cards. Cards you took are placed in your stack, which you can check at any time.
When the last card from the stack has been drawn and resolved, you sort your stack of cards by color, choose one color to be scored for positive points – you add up the values of all cards – and then you deduct one point for each card of any other color in your stack. If you then have most points, you win.
Fortuna is much in demand in this game, the chance factor of drawing cards is driving the game; tactic comes only into play when taking cards from the row, and even there you depend on what is available. Nice, simple, a good game for beginners or for families with younger children, quickly explained and quickly played.


Players: 2-6
Age: 8+
Time: 15+
Designer: Andy Hopwood
Artist: Alexander Jung
Price: ca. 7 Euro
Publisher: Amigo Spiele 2016
Web: www.amigo-spiele.de
 
Genre: Cards, value limit, sets
Users: For families
Version: de
Rules: de en
In-game text: no
 
Comments:
Nice design, nice topic
Easy rules
Quickly explained
Very much chance-driven
 
Compares to:
6 nimmt!, Set collecting games and games with limits
 
Other editions:
Dodekka, Coiled Spring Games
 
Chance (pink): 2
Tactic (turquoise): 2
Strategy (blue): 0 
Creativity (dark blue): 0 
Knowledge (yellow): 0
Memory (orange): 0
Communication (red): 0
Interaction (brown): 0
Dexterity (green): 0
Action (dark green): 0 
 
 



PRESENTATION
 
 
 
DER HERR DER RINGE DAS KARTENSPIEL 
 
DAS LAND DES SCHATTENS
 
The Core Set features 226 cards in four starter decks, which can be used immediately for an introductory game. This is amended by scenarios and 84 Encounter cards which you can master. The cards used are hero cards, player cards, encounter cards and adventure cards. If at least one player survives until the last part of the adventure deck has been dealt with, the players win together.
Das Land des Schattens / The Land of Shadow is a Saga expansion and introduces 165 new cards with again new Campaign, Boon and Burden Cards for use in the three scenarios of the expansion when playing in Campaign mode, as a sequel to “Sarumans Verrat / The Treason of Saruman”. You can also play the scenarios individually, Boon and Burden cards are only used in Campaign mode. Intended for this saga expansion only are the cards Frodo Beutlin and “Schwör’s es / Speak your Promise!” from the Fellowship sphere and the Boon card “Ein paar junge Karnickel / Brace of Coneys” . Furthermore, there is a new, unique double-sided card Gollum Sméagol, whereby the Gollum side is an Enemy card and the Sméagol side is an objective-ally card. The scenarios are Die Durchquerung der Sümpfe / The Passage of the Marshes with a new keyword “Mire X”, Wanderung zum Scheideweg / Journey to the Cross-roads and Kankras Lauer / Shelob’s Lair.
You can again play in three different modes, Easy Mode, Standard Mode and Nightmare Mode for which you need Nightmare Decks which are available separately.
Yet again a very atmospheric, dense expansion that tells the story of the Fellowship and the One Ring, events move on seamlessly, expanding the game very attractively.
 
Players: 1-2
Age: 13+
Time: 90+
Designer: Caleb Grace, Nate French
Artist: Chris Rahn, Deb Freytag und Team, Fiona Carey
Price: ca. 23 Euro
Publisher: Heidelberger Spieleverlag 2015
Web: www.heidelbaer.de
 
Genre: Living card game
Users: For experts
Special: 1 player
Special: 2 players
Version: de
Rules: de en es fr pl
In-game text: yes
 
Comments:
Scenarios from part two of “The Two Towers”
New unique double-sided card
Special rules in relation to the campaign mode


Compares to:
Other saga and deluxe expansions for Der Herr der Ringe


Other editions:
Fantasy Flight Games, Edge Entertainment (es fr), Galakta (pl)


Chance (pink): 1
Tactic (turquoise): 3
Strategy (blue): 0
Creativity (dark blue): 0
Knowledge (yellow): 0
Memory (orange): 0
Communication (red): 3
Interaction (brown): 2
Dexterity (green): 0
Action (dark green): 0 


 



PRESENTATION
 
 
 
DIE HELDEN VON KASKARIA
 
TREASURES AND AMULET FROM THE CRATER
 
Trolls have robbed the Kaskarians of their ancestors‘ treasure and the powerful tribal amulet, so heroes set out for the crater of the volcano to bring back treasure and amulet. 
Each player commands scaled griffin and a cliff runner for a mount and has five cards in hand, three cards are on display. The cliff runner starts at the cliff village, the scaled griffin at the waterfall village. As the active player you can draw a card from the pile or the display – up to a maximum of 10 cards in hand - or play cards of the same color, minimum two cards, and do the action for each individual card as indicated by the image on the card: Move the depicted mount – several animals on the same case are allowed; take gold as part of the treasure or draw two cards, again either from the stack or from the display. Cards that are taken from the display are replaced from the stack. When someone draws the waterfall card or when it is put into the display, the card is shuffled together with the discard pile and the draw pile for a new draw pile. When a mount of a player reaches the amulet, the player takes it and adds it to his gold, it is worth two gold pieces. The remaining cards played in the set are resolved and then players get gold in relation to the positions of their mounts – seven for first position, four for second and one gold for third position. The hero with most gold wins. 
This is a very pretty, well-working and thrilling adventure game with a standard topic, offering a first introduction to tactical considerations – which animal to move, do I collect many cards or play fewer cards more often? 
 
Players: 2-4
Age: 5+
Time: 20+
Designer: Benjamin Schwer
Artist: Jann Kerntke
Price: ca. 19 Euro
Publisher: Haba 2016
Web: www.haba.de
 
Genre: Adventure, collect and play cards
Users: For children
Version: multi
Rules: de en es fr it nl
In-game text: no
 
Comments:
Standard topic
Attractive components as usual
Allows first tactical considerations
 
Compares to:
Games with collecting cards to play for actions
 
Other editions:
Currently none
 
Chance (pink): 1
Tactic (turquoise): 2
Strategy (blue): 0 
Creativity (dark blue): 0 
Knowledge (yellow): 0
Memory (orange): 0
Communication (red): 0
Interaction (brown): 0
Dexterity (green): 0
Action (dark green): 0 
 
 



PRESENTATION
 
 
 
DIE HÖHLE DER LÖWEN
 
ENTREPRENEURS LOOK FOR INVESTORS


Investors, called Lions, receive offers from inventors as entrepreneurs on the search for risk capital, they offer shares in innovative business ideas.
In each round of a pre-set number of rounds, each player is candidate once and resolves four phases in his turn: 1) Draw and select cards – minimum one project card, one mission card and one event card in a total of six cards, then choose one card per category. Projects are presented, missions need to be completed in the presentation and events can change the outcome. 2) Present project. You present your project in any way you want, a text on the card can assist, and you name the sum of money that you want to receive and the number of shares you offer. 3) Receive offers from Lions. A Lion names the number of shares he wants to buy for what amount, places his marker and prepares the money, he can choose his offer at his discretion. Lions can discuss the project and negotiate and can also offer a joint deal or can quit. 4) After phase 3 or any time in phase 3 the candidate can accept an offer or refuse all offers. In any case he receives money for a completed mission and if he accepts an offer he receives the money from the Lion. Then the agreement is checked in the result brochure and the lion rolls dice accordingly and checks the total against another chart; depending on the result profit or losses were made. At the end of an agreed number of rounds you win with most money.
Very communicative, astonishingly entertaining, challenging and thrilling due to missions and events; all-over it is a question of being convincing, the quality of the presentation is not evaluated.
 
Players: 3-6
Age: 12+
Time: 45+
Designer: not named
Artist: Fiore GmbH
Price: ca. 24 Euro
Publisher: Noris Spiele 2016
Web: www.noris-spiele.de
 
Genre: Economics, TV show
Users: With friends
Version: de
Rules: de
In-game text: no
 
Comments:
Game based on the TV show
Topic nicely implemented
Pure negotiation game
Some luck from events
 
Compares to:
Economics games in general, first game based on this show
 
Other editions:
Currently none
 
Chance (pink): 2
Tactic (turquoise): 3
Strategy (blue): 2 
Creativity (dark blue): 0 
Knowledge (yellow): 0
Memory (orange): 0
Communication (red): 0
Interaction (brown): 0
Dexterity (green): 0
Action (dark green): 0 
 
 



PRESENTATION
 
 
 
DIE HOLDE ISOLDE
 
WOOING IN THE TOURNAMENT ARENA
 
The game was published 2014 in France by Blue Cocker and is presented here again in its German edition:
As a Squire you want to win hand and heart of Holde Isolde and woo her for six months in various events. The game features six playing boards, with each of them showing a track for marker movement, and there are 52 learning cards in the board categories – Holde Isolde, Jousts, Tournaments, Studies, The King, Quests and Charity. In a round you draft five cards. Then you play one card per turn and move your marker accordingly on the board corresponding to the card. When the case you reach is occupied, you place your marker on top of those already there and are now ahead of them in ranking. When four cards are played the boards are scored; some boards are scored every round, some only in certain rounds. You start scoring with the Holde Isolde Board - the players in first, second and third position move their marker on any board of their choice by three, two and one step ahead. In scorings for the boards of Jousts, Tournaments and Quests the players ranked first to third earn chivalry points, represented by shields. Scorings for Studies and Charity lose points for players in last and last-but-one positions. The King’s board gives points according to the case reached, not for rank. Whoever has accumulated most chivalry points after six rounds wins the game and may solicit the hand of Holde Isolde.
In this version, too, the game is a fantastic family game with remarkably nice components. The mechanism is simple, the flow of the game runs smoothly and there are additional rules and variants.
 
Players: 2-5
Age: 8+
Time: 30+
Designer: Nicolas Poncin
Artist: Pierô la Lune
Price: ca. 22 Euro
Publisher: Schmidt Spiele 2015
Web: www.schmidtspiele.de
 
Genre: Card placement, points collecting
Users: For families
Version: de
Rules: de
In-game text: no
 
Comments:
German edition of Medieval Academy, Blue Cocker Games
Cute, witty drawings
Very good, painstakingly designed components
Very good family game


Compares to:
All games using cards to move markers for points


Other editions:
Medieval Academy, Blue Cocker


Chance (pink): 1
Tactic (turquoise): 3
Strategy (blue): 1
Creativity (dark blue): 0
Knowledge (yellow): 0
Memory (orange): 0
Communication (red): 0
Interaction (brown): 1
Dexterity (green): 0
Action (dark green): 0 


 



PRESENTATION
 
 
 
DOCTOR PANIC
 
HECTIC IN THE EMERGENCY ROOM
 
As a team of doctors players treat patients in the emergency room. You play in teams of maximum three players and use App or soundtrack. One player as head physician takes one card of each type of treatment and sets out the patient card for the chosen degree of difficulty.
All teams play simultaneously, Heart Failure and Director’s Call as events interrupt current treatments. For Heart Failure one player does heart massage, the others lay set out cards for the currency value, call “back” and lift their hands, then bang the table and call “shock” . A regular peep tone indicates that heart failure has been avoided and regular treatment can continue. When the phone rings, treatment is interrupted. One player answers the call, reads out the task and all do the action; then treatment continues.
Treatments are: Control Check – one player uses the magnifying glass as instructed; Prescription – the pill board must be filled correctly; Instruments – the head physician must receive four instruments of his description in the correct way; X-Ray - one player must pose exactly in two ways described to him; Stitching – a pattern must be formed with needle and thread; Scanning – the patient card must be passed through two scanner cards that prop each other up; Electrodes – correct placement on the patient board according to the template, and Injections – exact dosage as regards to dose card and patient card. Teams can help each other teams when done with their own tasks.
Crazy, hectic, cute and with super relation to the topic – a real-time game suitable for families that is simply fun! Cheating in treatments is of course forbidden!
 
Players: 2-9
Age: 8+
Time: 12
Designer: Roberto Fraga
Artist: Éric Azagury
Price: ca. 30 Euro
Publisher: Repos Productions 2016
Web: www.asmodee.de
 
Genre: Cooperation, real-time
Users: For families
Special: Many players
Version: de
Rules: de en es fr 
In-game text: yes
 
Comments:
Absolutely fun to play
Cute mix of mechanisms
Treatments cutely interpreted
 
Compares to:
Space Alert and other cooperative real-time games
 
Other editions:
Repos Productions (en es fr)
 
Chance (pink): 1
Tactic (turquoise): 0
Strategy (blue): 0 
Creativity (dark blue): 0 
Knowledge (yellow): 0
Memory (orange): 0
Communication (red): 3
Interaction (brown): 3
Dexterity (green): 2
Action (dark green): 3 
 
 



PRESENTATION
 
 
 
DREIST
 
THREE PLACED, TWO GIVEN AWAY
 
To get rid of your number cards is the aim of the game! There are number cards of values 1 to 8 in four colors. A set of basic cards of values 1-8 is laid out in a row, these cards define columns for the number values in the display. All number cards are dealt evenly to all players and stacked face-down, you draw five cards for your hand.
The active player can add any number of cards to the display, normally at least one, into rows and columns under the basic cards. In rows you cannot have cards of different colors directly next to each other, they need to be separated by a gap. A single card can only be placed next to a card already in place. Cards placed in additional rows must be connected directly or indirectly to the basic cards. 
If you form a Dreier in the display – three cards of the same value and different colors in a column or three cards of adjacent values, e.g.2-3-4, and all of the same color – you draw a card from your stack and and remove – in case of a Dreier in a column – this column from the display and also all cards that are no longer connected to the basic cards due to the removal of cards. 
If you can place all cards in hand, you give away two cards from your stack to another player, who puts them on top of his draw pile without looking at them and then you draw five cards. If you get rid of your last card you win, regardless whether you give it away or put it into the display.
DREIst is a nice version of a standard mechanism, quickly explained and quickly played, offering more tactics than you suppose at first glance, a nice filler game for families.
 
Players: 1-4
Age: 8+
Time: 20+
Designer: Janet Kneisel
Artist: Martina Hillemann
Price: ca. 10 Euro
Publisher: Ravensburger 2016
Web: www.ravensburger.de
 
Genre: Card shedding
Users: For families
Special: 1 player
Version: de
Rules: de
In-game text: no
 
Comments:
Standard mechanism
Nicely varied
Good, easy rules
Nice family game
 
Compares to:
Card shedding games with a bonus for combinations
 
Other editions:
Currently none
 
Chance (pink): 2
Tactic (turquoise): 3
Strategy (blue): 0 
Creativity (dark blue): 0 
Knowledge (yellow): 0
Memory (orange): 0
Communication (red): 0
Interaction (brown): 2
Dexterity (green): 0
Action (dark green): 0 
 
 



PRESENTATION
 
 
 
EXOPLANETS
 
CREATE PLANETS AND LIFE
 
You create your own planetary system around a young star, add planets, create life and complete tasks on space tiles. In your turn you first create a planet – you either draw two planet tiles from the bag and choose one while the other is placed on the reserve stack, or you take a planet from one of those reserve stacks. Then you place the planet on any side of the star, on top of a space tile, adjacent to another planet and in the same orientation. This earns you an energy marker from the sun and also resources depending on the neighboring planet.
Then you can create life on a planet or develop it further, from Level 1 to Level 4, with a corresponding number of life markers; Level 4 means you create a new species and place a species marker. Several players can have their life markers on a planet, but if you create a species there, you dominate the planet; no more life markers can be placed and those already there go back to their owners with a resource for compensation. Space tiles can be played any time for once only or permanent effects.
When the last energy marker is taken from the star, that is, after five rounds, the game ends at the end of the current turn and all score Creation points for life and species markers, multiplied by the number of life-giving resources, and also for completed tasks; the score is modified by space tiles beneath planet tiles.
Well, Exoplanets is thematically interesting, offers nice, functional components and many mechanics opportunities, and it is not overly complex; but you need the reference cards rather often to implement effects; all the same - all in all, a well-working game.
 
Players: 2-4
Age: 14+
Time: 60+
Designer: Przemysław Świerczyński
Artist: Przemysław Świerczyński
Price: ca. 30 Euro
Publisher: Board and Dice 2015
Web: www.boardanddice.com
 
Genre: Space, development
Users: With friends
Version: multi
Rules: de en pl
In-game text: nein
 
Comments:
Attractive components and topic
Rules with a few wording problems
Reference cards help!
Lots of interaction
 
Compares to:
Games with multi-stage resources management
 
Other editions:
Currently none
 
Chance (pink): 1
Tactic (turquoise): 2
Strategy (blue): 1
Creativity (dark blue): 0 
Knowledge (yellow): 0
Memory (orange): 0
Communication (red): 0
Interaction (brown): 3
Dexterity (green): 0
Action (dark green): 0 
 
 



PRESENTATION
 
 
 
FLADERANTI
 
BEEN TOO GREEDY? LOOT LOST!


Bank robbery! Police are on their way to catch the thieves. They always concentrate on the thief with the biggest share of the loot. 
The getaway cards are removed from the deck, the deck is then shuffled and each player is dealt three cards, then the getaway cars are shuffled into the draw pile. As active player you draw cards to have four cards in hand; if you draw a getaway car you put it on the table and draw another card. Then you play one of your four cards: Money cards face-down for yourself or openly to another player. Police cards are played onto the table: When there are four or more police hats on all police cars on the table, an intermediate scoring is triggered. All players count their loot and if you have most, you lose all of it. Diamond ring and Talisman are special: The Ring has a value of three for intermediate scoring and a value of 1 for the final scoring, the Talisman a value of 1 for intermediate and 3 for final scoring. All other players leave their money cards openly on the table, the lost loot and the police cars are shuffled into the draw pile. If you play an action cards, all players must put down all their police cars in hand or you may remove one police car from the table or you may move a loot card from one player to another, but not your own, or you must draw and play two cards.
When seven getaway cars are on the table, you win with most booty.
A very nice and very interactive game, topic and mechanism go well together and the permanent dilemma of keeping loot cards or handing them on or the hoping for a Road Block car to remove a police car are simply fun!
 
Players: 3-6
Age: 8+
Time: 20+
Designer: Richard de Rijk
Artist: Björn Pertoft
Price: ca. 11 Euro
Publisher: Piatnik 2016
Web: www.piatnik.com
 
Genre: Cards, bluff
Users: For families
Version: multi
Rules: cz de hu sk + en fr nl
In-game text: no
 
Comments:
Topic and mechanism go well together
Nice mix of bluff and tactic
Luck is necessary for suitable action cards
 
Compares to:
Other bluff games with cards
 
Other editions:
999 Games (fr, nl), Calliope Games (en)
 
Chance (pink): 1
Tactic (turquoise): 0
Strategy (blue): 0 
Creativity (dark blue): 0 
Knowledge (yellow): 0
Memory (orange): 0
Communication (red): 2
Interaction (brown): 3
Dexterity (green): 0
Action (dark green): 0 
 
 



PRESENTATION
 
 
 
FORMULA D 
 
AUSTIN NEVADA RIDE


Formula D, by now a synonym for car racing games, has been published in several versions since 1991, the latest one was published by Asmodee in 2008. Formula D is a simulation of a card race with all the chicaneries, but basically very simple: The higher the gear level the further forward you can move your car. For each gear level there is a die, you need to take tires and engine stats into account, must save up petrol for the final effort at the finish and must apply brakes cleverly around bends to cross the finish line as the winner. Optional rules are to construct your car yourself, to do some training laps before the race, hold a race over three laps and take the weather into account, too.
Expansion #6 introduces two new tracks, Austin and Nevada Ride. Austin is played with the rules from the basic game. For Nevada Ride there are additional rules for five areas on the Board: Dangerous Area from case 23-29 on the outer two lanes, along mountains and precipice, with effects on Wear Points and rolling dice for car body damage or road handling. In Colorado Jump the cases 10, 11, 12 and 13 have collapsed and you need to jump over the Colorado River; if you fall in, you re-start in maximum 3rd gear. Happy Crowd and Muddy Track feature spectators and dirt as obstacles on the track and at the Casino you can regain lost victory points with the roll of dice.
As already stated, Formula D is one of the best, if not THE best, simulation of car racing; this expansion, too, is an enrichment for the basic game with new rule supplements and a challenge for players, with Austin as a Grand Prix track and Nevada Ride for a Street Course.


Players: 2-10
Age: 14+
Time: 60+
Designer: Laurent Lavaur, Eric Randall
Artist: not named
Price: ca. 21 Euro
Publisher: Asmodee 2015
Web: www.asmodee.de


Genre: Car racing, dice
Users: With friends
Special: Many players
Version: multi
Rules: de en es fr nl
In-game text: no


Comments:
Expansion #6 for Formula D
Needs basic game to play
Changed target age group
Rule supplements for Nevada Ride


Compares to:
Formula D and all its expansions, Formule Dé, other car racing games


Other editions:
Currently none


Chance (pink): 2
Tactic (turquoise): 3
Strategy (blue): 1 
Creativity (dark blue): 0 
Knowledge (yellow): 0
Memory (orange): 0
Communication (red): 0
Interaction (brown): 2
Dexterity (green): 0
Action (dark green): 0 
 
 



PRESENTATION
 
 
 
FRAM R’LYEH
 
WIN TREASURES OR TURN CULTIST
 
In the ruins of a sleeping city at the bottom of the Pacific Ocean treasures wait to be salvaged. You try to outbid others with power cards to take possession of treasures.
Each player holds a set of power cards and a randomly drawn joker with varying effects; the treasure cards show one of three depth of the ocean and also points for treasure value.
A display and draw pile of treasure card is prepared and in twelve rounds you play for one treasure in each rounds. The starting player checks the top treasure card and plays an open-faced power car, all other players play one face-down power-card; with the highest power-card you win the treasure and may look at it. The winner of the auction is the starting player of the round. In the last round all players see the treasure card before the auction. Power cards played in an auction are turned over into insanity cards and – if necessary – stacked upon others of previous rounds, each such card has a value of -1. 
If you win a treasure, you can put the treasure face-down on your stack of insanity cards and thus neutralize them. Your power-card that won the treasure is not turned over and scores its value of negative points. If, after twelve rounds, you have a negative total, you are turning into a cultist of the Great Old One. In case that all players have become cultists, you win with most negative points.
Despite the Cthulhu topic, Fran R’lyeh is a pure auction game with one bid per layer and treasure, so that you need luck in drawing cards in hand and maybe a bit of bluff. The game works well using standard mechanisms, and is probably of most interest to collectors of Japanese games.
 
Players: 3-5
Age: 12+
Time: 20+
Designer: rerasiu
Artist: BakaFire, Gun_zi
Price: ca. 14 Euro
Publisher: BakaFire Party / MinimalGames 2015
Web: http://japonbrand.myshopify.com
 
Genre: Cards, auction
Users: With friends
Version: multi
Rules: en jp
In-game text: no
 
Comments:
Pure auction game
Topic not essential, works with any topic
Good, albeit bleak graphics
 
Compares to:
All auction games with one bid per item
 
Other editions:
Currently none
 
Chance (pink): 0
Tactic (turquoise): 2
Strategy (blue): 2 
Creativity (dark blue): 0 
Knowledge (yellow): 0
Memory (orange): 0
Communication (red): 0
Interaction (brown): 3
Dexterity (green): 0
Action (dark green): 0 
 
 



PRESENTATION
 
 
 
GAME OF CROWNS
 
POWER STRUGGLE IN RUELE
 
The nine houses of Ruele fight for the succession to the Emperor who died in the battle against titans. You start the game with cards for one house, two voting cards for Attacker or Defender as well as for Raven tokens. The Guest cards are set out face-down.
In your turn you either do an exchange or play a card. In order to to an exchange you put down a card as the active player and tell what you want to get for it; all others then put down one card openly; then you as active player can add another card and all others must add a card, too, and can amend their offer with Raven tokens. The active player must accept one of the offers. When you play a card you play Coinage or Knight: For Coinage you swap a card from your hand for one that you draw randomly from another player’s hand. With Knight you attack another player; all other players vote for Attacker or Defender, Raven tokens can be used to strengthen a side. If you win the battle, you either take a card from the defeated player or draw a Guest card. Guest cards offer opportunities for victory points in relation of your cards to those of other player, but are not considered to be House cards as regards to card effects.
When the Raven marker reaches the case for „Game End“, you score your cards for victory points: Princesses give you one VP per Knight in hand, traders one VP for each Coinage card and Castellans one VP for each Raven marker. Guest cards are scored as to type. 
Game of Crowns is a very good game with several winning strategies, lots of interaction from exchange and voting and challenging play from clever interdependency of cards.
 
Players: 4-9
Age: 14+
Time: 45+
Designer: Remo Conzadori
Artist: Pascal Quidault, David Ausloos
Price: ca. 30 Euro
Publisher: Alderac Entertainment 2015
Web: www.alderac.com
 
Genre: Cards, sets
Users: With friends
Special: Many players
Version: en
Rules: en
In-game text: yes
 
Comments:
Clever mechanisms
Lots of interaction from exchange and voting
Several winning strategies
 
Compares to:
Card games with intense card interaction
 
Other editions:
Currently none
 
Chance (pink): 2
Tactic (turquoise): 2
Strategy (blue): 1 
Creativity (dark blue): 0 
Knowledge (yellow): 0
Memory (orange): 0
Communication (red): 3
Interaction (brown): 2
Dexterity (green): 0
Action (dark green): 0 
 
 
 




 



PRESENTATION
 
 
 
GEISTESBLITZ 
 
SPOOKY DOO


Ghost Balduin is haunting about again and finds something that he thinks is a lamp shade, or maybe a bottle cooler, but, lo and behold, it is a hat, or to be correct, it looks more like a Fez, under which you can hide lots of things including yourself. Ghost, bottle, mouse and barrel are set up in a circle, and you put the hat randomly over one of those four pieces. The top card is revealed and you try to grab the correct piece as fast as you can: 
When a piece is depicted on the card in its correct color, you grab this piece, you are allowed to use one hand only. If no piece is depicted correctly, you take the piece that is not pictured and whose color is missing. When the piece is wanted that is beneath the hat, that is, neither the item nor its original color is depicted on the card, you lift the hat to show the piece underneath it, you do not say anything. But when the hat is wanted, because his shape and color are missing, you must name the item hidden beneath the hat and are not allowed to take any piece or to lift the hat!
If you are first to react correctly, that is, to take the correct piece, call its name or lift the hat, you get the card. All pieces are put back into the middle; when the hat lifted or the piece was wanted that is hidden beneath the hat, you put the hat on a different piece. Each player has only one chance to react correctly; if you make a mistake, you lose a card. When all cards have been taken, you win with most.
Brainwave wanted! An attractive mind twister, already in its fourth version and still going strong, it is challenging, fast and lots of fun!
 
Players: 2-8
Age: 8+
Time: 20+
Designer: Jacques Zeimet
Artist: Gabriela Silveira
Price: ca. 18 Euro
Publisher: Zoch Verlag 2016
Web: www.zoch-verlag.com
 
Genre: Reaction, observation
Users: For families
Special: Many players
Version: multi
Rules: de en
In-game text: no
 
Comments:
Fourth game in the series
Trains observation, concentration and reaction
Enchanting drawings
Barrel and Hat as new items
 
Compares to:
Other Geistesblitz editions, reaction games on combinations
 
Other editions:
Gigamic (fr)
 
Chance (pink): 0
Tactic (turquoise): 0
Strategy (blue): 0 
Creativity (dark blue): 0 
Knowledge (yellow): 2
Memory (orange): 0
Communication (red): 0
Interaction (brown): 2
Dexterity (green): 3
Action (dark green): 3 


 



PRESENTATION
 
 
 
GEOMETRY STRATEGY
 
PIECES CHANGE THEIR RANKINGS


You need to get your Sphere into the Bullseye in the middle of the board. You use 10 different geometric shapes for playing pieces. The Bullseye is surrounded by four squares forming the Red Zone. At the start, pieces are placed at your discretion in your own quarter of the board, but Sphere and Helix must begin at your base line. The first card for Red Zone Ranking Condition is revealed. Each of those cards names a piece characteristic, based on which the pieces have a ranking according to a table, whereby a currently stronger piece beats the weaker one. In a turn you can move a piece one or two squares. 
When a piece enters the Red Zone which must be empty, a new card for a new ranking is revealed and the piece must leave the zone in the next turn. A piece in range can be attacked in the next turn, the defeated piece leaves the board, the winning piece is put on the square vacated by the defeated piece. For instance, in the ranking “largest area” the cone defeats the pyramid, in the “most volume” ranking the pyramid beats the cone. The Sphere cannot defend itself and cannot attack, the Helix cannot be attacked and defeats all other pieces. When pieces of the same rank meet in a challenge, the challenged piece is placed into one of the black corner squares, chosen by its owner. If you lose your Sphere, you are out of the game.
Thinking at its purest! The real challenge is to defend your own Sphere and at the same time to hinder others to get there Sphere to the Bullseye. But surprise, surprise while you prepare to attack, someone else goes to the Red Zone and suddenly you are the challenged one!
 
Players: 2-4
Age: 12+
Time: 60+
Designer: Anna Kristensson, Pernilla Molander
Artist: Anna Kristensson, Pernilla Molander
Price: ca. 27 Euro
Publisher: Bright of Sweden 2015
Web: www.brightsite.se
 
Genre: abstract, placement
Users: For experts
Version: multi
Rules: en se
In-game text: no
 
Comments:
Changing ranking of pieces
Few rules
Extremely challenging
A lot of chance for an abstract placement game
 
Compares to:
First game of this kind
 
Other editions:
Currently none
 
Chance (pink): 1
Tactic (turquoise): 3
Strategy (blue): 0 
Creativity (dark blue): 0 
Knowledge (yellow): 0
Memory (orange): 0
Communication (red): 0
Interaction (brown): 3
Dexterity (green): 0
Action (dark green): 0 
 
 



PRESENTATION
 
 
 
GIGI GNOMO
 
SEARCH FOR TREASURES, AVOID GIGI
 
Players are looking for the five treasures of the Gnomo family, but need to take care not to be caught and bewitched by Gigi Gnomo. Treasures are depicted on the bottom part of trees that are put into the box around the edges, one slot is left empty. You roll all three dice: For foot prints you move forward accordingly – you can go fewer steps than rolled, but at least one step, holes and occupied spots are not counted - and pull a tree from the box to find the treasure depicted on the case you reached. If you managed to find the right treasure, you take the corresponding disc for your board and put the tree back into the other free slot.
For each Dust Cloud that you rolled you rotate the disc by one spike. Pieces that did fall into a hole due to this rotation have been caught by Gigi and are bewitched – their owners draw a card and must implement the effect from now on, after their own turn or after any turn or all the time, depending on the symbol on the card. The pieces involved go back to the next clearing. 
If you reached and found a treasure that you already own, you can use it to get rid of a spell. You can also get rid of a spell by discarding a treasure from your board. If you get back to the starting spot, you may select any treasure of your choice. If you then still do not have five treasures, you must begin another round across the forest. If you have collected all five treasures, you win.
A very nice game for children and also a good family game in which you can utilize the option to select your range of movement in a turn for a bit of tactic. The drawings are very nice and the spells are appropriate.


Players: 2-4
Age: 5+
Time: 30+
Designer: Marco Teubner
Artist: Sabine Kondirolli
Price: ca. 30 Euro
Publisher: HUCH! & friends 2016
Web: www.hutter-trade.com
 
Genre: search, memo, collect
Users: For children
Version: multi
Rules: de en es fr nl
In-game text: no
 
Comments:
Nice game for children
Also good family game
Well-working combination of mechanisms
Nice graphic
 
Compares to: 
Games with removable, hidden parts
 
Other editions:
Currently none
 
Chance (pink): 2
Tactic (turquoise): 1
Strategy (blue): 0 
Creativity (dark blue): 0 
Knowledge (yellow): 0
Memory (orange): 1
Communication (red): 0
Interaction (brown): 1
Dexterity (green): 0
Action (dark green): 1 
 
 



PRESENTATION
 
 
 
GLUPSCHGEISTER
 
JELLY FISCH GHOST OR BLOWFISH GHOST?


Six types of Glupschgeister– Jellyfish Ghost Lisa, Sea Horse Ghost Maggie, Moustache Ghost Don, Snails Ghost Luc, Blowfish Ghost Bob and Eel Ghost Al as well as Kraken Ghost Ed are making mischief in the Deep Sea. Players are ghost hunters and must look closely because the ghosts are very similar to each other. 
The playing area is set up with the big Deep Sea disc loaded with ghost tiles, a small spinner disc with window and a board featuring sea holes and sea covers working as magnifying glasses. One player rolls the die and turns the disc accordingly. The Glupschgeist now visible in the window is identified by name or type and you look by yourself for such ghosts in the Deep Sea through the sea covers on the board. If you find one, you mark and block the window with your starfish. When all starfishes have been placed, players in playing order of the turn open their sea covers marked with their starfish and fish for ghosts from the Deep Sea. You can fish for more suitable ghosts by shunting the ghost tiles around with your fingers. This can change the situation for the following players. However, each player can fish and shunt tiles, even if he does not immediately see a suitable ghost when removing his cover. You place all ghosts corresponding to the one in the window into your cache. If you are first to have stashed nine ghosts in your cache, you win.
What an attractive variation of a familiar game mechanism! The components are marvelous, the Turning, Spotting and Fishing for ghosts works a treat and is lots of fun. A variant “Gemeiner Krakengeist” can be played by older children or as a family game.
 
Players: 2-4
Age: 5+
Time: 20+
Designer: Jens-Peter Schliemann, Bernhard Weber
Artist: Andreas Resch, anoka.de
Price: ca. 30 Euro
Publisher: Kosmos 2016
Web: www.kosmos.de
 
Genre: Spotting, collecting
Users: For children
Version: de
Rules: de
In-game text: nein
 
Comments:
Very attractive, lavish components
Easy rules
Use of Sea cover magnifying glasses needs supervision
 
Compares to:
Spotting games about similarities
 
Other editions:
Currently none
 
Chance (pink): 2
Tactic (turquoise): 0
Strategy (blue): 0 
Creativity (dark blue): 0 
Knowledge (yellow): 0
Memory (orange): 2
Communication (red): 0
Interaction (brown): 2
Dexterity (green): 1
Action (dark green): 1 
 
 



PRESENTATION
 
 
 
GO DA CHEESE!
 
CHEESE FOR MICE FOR CATS FOR DOGS


Mice look forward to cheese, cats to mice they will catch and dogs to cats they will chase away.
There are 15 animal cards in five colors – in each color nine mice, two with arrow, two Fat Mice, one King Mouse, two cats with arrows and one dog – and eleven cheese cards of values 2, 3, 4 and five and five player cards.
You shuffle and stack your animal cards and draw three of them, two randomly drawn cheese cards per player are laid out in a circle. The active player either draws three cards, hand limit six cards, or sets down three cards – the first face-down next to any cheese card, the second and third one openly to the next cheese cards in clockwise directions. Cards with an arrow are always played face-down. When all players have placed their cards with cheese, each row is revealed without changing the order and resolved from bottom to top. If there are dogs in a row, cats immediately in front or behind them go to the dog owners. Cats catch any kind of opposing mice up to a distance of three cards (including gaps). If the cat encounters dog, cat or cheese, the chase ends. Scored cats are removed. Remaining King Mice go to the top of the row. Remaining mice in a row eat cheese, beginning at the cheese, which states the number of mice it feeds. Mice that ate go to their owners. Then each mouse and King mouse in your stack scores 1 point, each Fat mouse 2 points and each cat 3 points, regardless of the colors.
So you need to pay attention, count arrow cards, bluff with dogs, count cats and place your cards cleverly in this fun and well-working family card game. The more players the merrier the chase!
 
Players: 3-5
Age: 6+
Time: 15+
Designer: Hisashi Hayashi
Artist: ryo_nyamo
Price: ca. 12 Euro
Publisher: Okazu Brand / Japon Brand 2015
Web: http://japonbrand.myshopify.com
 
Genre: Card placement, bluff
Users: For families
Version: multi
Rules: en jp
In-game text: no
 
Comments:
Very pretty design
Nice graphics
Good mix of bluff and planning
Counting cards can help
 
Compares to:
Cards with bluff and mixed placement
 
Other editions:
Currently none
 
Chance (pink): 1
Tactic (turquoise): 2
Strategy (blue): 0 
Creativity (dark blue): 0 
Knowledge (yellow): 0
Memory (orange): 2
Communication (red): 0
Interaction (brown): 3
Dexterity (green): 0
Action (dark green): 0 
 
 



PRESENTATION
 
 
 
HOYUK ANATOLIA
 
A NEW ERA BEGINS


Your own clan has settled with four others in a valley. You set up a replica of a Neolithic settlement, complete with fire places, sacrificial shrines and paddocks. The phases of a round are building twice, followed by catastrophes implementation and then a phase of aspect cards and, finally, the end of round phase. 
Now a new era begins for your clan; in the Anatolia expansion you need to build a water supply system for your village, organize the best festival in the valley and construct two artifacts. At the start you choose two of those achievements, build them one after the other – never two at the same time - and the game ends instantly if someone has built both of them.
For the water supply – 15 VP – you must first put a house one one of the slots on the board with water and then place all your water drops. For this you relinquish one element on a building tile and place a water drop into the house on the water slot instead, to start your water supply construction. The remaining drops are each placed in a building phase in the same block. For a Festival – 18 VP – you collect sacrifices using reward cards and can then use one element in the building phase to discard five reward cards and set down the sacrifices. Artifacts – 5 VP per artifact – can be built in the building phase in the same or in different blocks, as the third house on a two-storey house.
Anatolia provides an accomplished and polished expansion that really extends the game, but does not make it easier, on the contrary! The mechanisms are not changed, you have nothing to unlearn, the mechanisms are supplemented and the game gets more variable.
 
Players: 2-5
Age: 10+
Time: 60+
Designer: Pierre Canuel
Artist: Anthony Cournoyer
Price: ca. 17 Euro
Publisher: Mage Company 2015
Web: www.magecompanygames.com
 
Genre: Development, placement
Users: With friends
Version: multi
Rules: de en fr
In-game text: no
 
Comments:
Spieleschmiede project
Accomplished continuation of the topic
Again simple rules, hard play
 
Compares to:
Hoyuk
 
Other editions:
Currently none
 
Chance (pink): 2
Tactic (turquoise): 3
Strategy (blue): 1 
Creativity (dark blue): 0 
Knowledge (yellow): 0
Memory (orange): 0
Communication (red): 0
Interaction (brown): 2
Dexterity (green): 0
Action (dark green): 0 
 
 



PRESENTATION
 
 
 
JOLLY ROGER
 
NEW CAPTAIN ON A NEW SETTING
 
As crew member on a pirate ship you join the hunt for booty.
Crew cards are shuffled and dealt to players according to the set-up, whoever is dealt the Captain card puts it down openly, all other crew cards remain secret.
The captain – in the Appointment Phase of a round – appoints a Quartermaster and a destination – Trade Ship, Fort or Settlement to attack for booty, Pirate Harbor for new crew cards and Treasure Island to hide and secure booty. The crew can always confer on this. In case of an attack the Quartermaster plays the first card, others decide on their contribution and play as many cards as they want, the destination card states the conditions for success. If there is booty to be shared, the captain chooses first, the rest is distributed as evenly as possible by the Quartermaster, in relation to the number of cards. If Treasure Island was chosen as a destination, someone has to play the card „Old Sailer“ to make the choice possible and to secure booty cards there. Curious! This seems an unnecessary complication. 
After this Voyage Phase the captain can suggest punishment for a crew member, the quartermaster chooses the victim. Any player can start a mutiny after any of the captain’s decisions, other players can play support card for both sides – when all have passed, the winner of the totals comparison stays or becomes captain. After ten rounds you win with most gold on your cards. The rules state additional rules and variants.
A very nicely implemented standard topic with interesting interaction of captain, quartermaster and crew; mutiny is always an option, albeit a rather chaotic one! Yohoho!


Players: 4-10
Age: 10+
Time: 30+
Designer: Frédéric Moyersoen
Artist: Loïc Billau, Fabio Maiorana, Fiona Carey
Price: ca. 19 Euro
Publisher: Heidelberger Spieleverlag 2015
Web: www.heidelbaer.de
 
Genre: Cards, pirates
Users: With friends
Special: Many players
Version: de
Rules: de en gr it
In-game text: yes
 
Comments:
Standard topic
Interesting captain/quartermaster relation
Old Sailor card makes it unnecessarily difficult
 
Compares to:
Booty, Mayfair Games
 
Other editions:
Ares Games (en it) , Kaissa (gr), Galakta (pl, announced)
 
Chance (pink): 1
Tactic (turquoise): 2
Strategy (blue): 1 
Creativity (dark blue): 0 
Knowledge (yellow): 0
Memory (orange): 0
Communication (red): 3
Interaction (brown): 2
Dexterity (green): 0
Action (dark green): 0 
 
 



PRESENTATION
 
 
 
KABUKI
 
JAPANESE THEATER MASKS
 
You hand masks to actors in a Japanese theater production and should not give the same mask to an actor twice. The game features 50 Mask cards which are shuffled and then stacked face down; depending on the number of players you receive four or five victory point markers.
Then you lay out the for Actor cards around the Mask stack to begin four Actor stacks.
Then you play the first of three rounds. In your turn you draw the top card from the Mask card stack, show it to all players and then place it openly on top of one of the four Actor stacks. If someone believes that there is another of the cards that was just placed already present in the stack, he says “stop” and the stack where the last card was placed is checked.
If the doubting player is correct, the active player loses one victory point marker to the doubter for each card in the stack that corresponds to the top card. If there is no such card in the stack a second time, the doubter loses a victory point marker to the bank. Other correlations in the stack among cards other than the top one are ignored, as they were not noticed and doubted at the time when a card was placed. When the masks are used up or someone is out of victory points, the round ends and all note their victory points. Then you prepare a new round. After three rounds you win with most victory points.
An unusual memo game – the masks are color cards, but only at first glance; at second glance you find different faces of a color. Each face, to be exact, is present five times and there are ten different faces! A good visual memory and being able to count cards that are played is a great advantage!
 
Players: 2-6
Age: 6+
Time: 20+
Designer: Hope S. Hwang
Artist: Naïade
Price: 13 Euro
Publisher: Iello 2015
Web: www.heidelbaer.de
 
Genre: Memory, reaction
Users: For families
Version: en
Rules: en fr kr
In-game text: no
 
Comments:
Neu edition of Illusion, Deinko, 2011
Series Mini Games
Easy rules
Nice filler game
 
Compares to:
All memo games
 
Other editions:
Iello (fr), Deinko (kr)
 
Chance (pink): 1
Tactic (turquoise): 0
Strategy (blue): 0 
Creativity (dark blue): 0 
Knowledge (yellow): 0
Memory (orange): 3
Communication (red): 0
Interaction (brown): 1
Dexterity (green): 0
Action (dark green): 0 
 
 



PRESENTATION
 
 
 
KARNIVORE KOALA
 
POST-EUKALYPTIC HUNTING
 
On a transformed earth mutant animals roam, koalas turned carnivore and their leaders demand tribute that must be hunted. Three animal cards are on display for the menus, you hold three cards in hand and the koala kings are laid out. 
In a round you have one turn. First, you roll dice and can discard a card to roll again. If you have accepted the roll, you then have any number of actions in any order: Place koalas – workers to the left of the king, residents and hunters to his right, never more than seven koalas plus king; Assign dice – dice symbols activate Koalas with a corresponding symbol, the effect is resolved immediately; some cards can be activated several times. Crowns are assigned to your king for his effect. Instead of assigning dice you can use them for instant effects – spears for hunting, crowns for taking over a koala from another tribe, draw a card or use a skull to remove a koala or reduce the limit of cards in hand. Villains are played from your hand for immediate effects. Animals in the menu must be hunted in the order of starter – main course – dessert. When your own workers show the symbols of an animal, you can hunt it with three spear symbols from cards and dice and receive the card; a new one is put on display. 
At the end of your turn you clear up – used koalas are removed, unused skull symbols assigned to koalas, the hand limit is checked and cards are discarded and new ones drawn- If you are first to hunt the dessert, you win.
All in all a cute and wittily illustrated game, the combined management of cards and dice is cleverly done and the limit of cards in hands if devilishly scant!
 
Players: 2-6
Age: 12+
Time: 40+
Designer: André Schillo, Martin Müller
Artist: The Mico
Price: ca. 25 Euro
Publisher: Voodoo Games 2015
Web: www.voodoo-games.com
 
Genre: Use card and dice
Users: With friends
Version: de
Rules: de en
In-game text: yes
 
Comments:
Cute illustrations
Good mechanisms
Wording of rules not at its best in some parts
Advanced and expert versions
 
Compares to:
Card game with dice for card activation
 
Other editions:
Voodoo Games (en)
 
Chance (pink): 2
Tactic (turquoise): 3
Strategy (blue): 1 
Creativity (dark blue): 0 
Knowledge (yellow): 0
Memory (orange): 0
Communication (red): 0
Interaction (brown): 1
Dexterity (green): 0
Action (dark green): 0
 
 



PRESENTATION
 
 
 
KRAZY WORDZ
 
6 CONSONANTS, 3 VOWELS, ONE WORD
 
A game on imaginative word creations and their meanings. Each player is given a board and tip cards 1-6 in case of 6 players, 1-7 for 6 and 1-8 for 7 players. The same number of number cards is laid out. You then receive a face-down task card and draw six consonants and three vowels face-down. Those letters are then used to form a word on your board that does not exist but fits the task card as well as possible. Then you hand – again face-down – the task card back to the starting player who then shuffles all tasks cards, amended by additional cards from the stack to the amount of number cards on display, and then puts the card open-faced onto the number cards, the number of each cards remains visible.
Each player now puts his tip card with the number next to his task card face-down underneath his board and then uses the remaining cards to give a guess for each board on the number of the task card that belongs to this word, that is, one card for each player’s board. Then players in turn reveal all tip cards and the creator of a word scores one 1 point for each correct tip received and the correct guessers score 1 point each. After six rounds you win with most points.
Amgrys – a nice-tasting spice or a woman’s magazine? Or is it something really expensive? Would Grysam then fit better? Creativity based on given topics in relation to randomly drawn letters is on demand, Family Edition relations to the content of the task cards rather than to the suitability for the game as a family game, as, I do believe, all players should have a similar command of vocabulary for this very good, creative word game for all players to have fun!


Players: 3-7
Age: 10+
Time: 45+
Designer: Dirk Baumann, Andreas Odenthal, Matthias Schmidt
Artist: Heiner Buck
Price: ca. 16 Euro
Publisher: Ravensburger / fishtank 2016
Web: www.ravensburger.de
 
Genre: word forming, guessing meaning
Users: With friends
Special: Many players
Version: de
Rules: de
In-game text: yes
 
Comments:
Demands comparable vocabulary in players
Therefore probably not good with children
“Family” relates more to topics of task cards
 
Compares to:
Krazy Words Nicht 100% Jugendfrei
 
Other editions:
Krazy Words Nicht 100% Jugendfrei
 
Chance (pink): 1
Tactic (turquoise): 0
Strategy (blue): 0 
Creativity (dark blue): 3 
Knowledge (yellow): 0
Memory (orange): 0
Communication (red): 2
Interaction (brown): 0
Dexterity (green): 0
Action (dark green): 0 
 
 



BESPRECHUNG
 
 
 
LEO MUSS ZUM FRISEUR
 
MEETING FRIENDS SLOWS YOU DOWN
 
Lion Leo needs get a haircut, but on the way he meets friends and loses time. A path from Leos bed to the to the hairdresser’ saloon is laid out. The back of the path tiles shows jungle scenes, the front side a color plus animal and number value or a signpost. The hand of the clock points to 8 and Leo’s head plus four parts of his mane are laid out. Movement cards of values 1-5 have different colors, they are shuffled and dealt evenly to all players.
You play a movement card and Leo advances as many steps. The path tile he reaches is turned over: If it is an animal tile with another color than the card that was played Leo loses as many hours as indicated, the clock hand is moved accordingly and the path tile remains open. When the color of the path tile and card correspond or a signpost was revealed, Leo does not lose time. If Leo reaches the hairdresser before the hand of the clock arrives at 8 again, all players win the game together. If Leo is not on time for the hairdresser, one part of the mane is added to Leo’s head and a new round begins. The path tiles are turned back over in unchanged sequence and the movement cards are dealt again. All players, hopefully, will remember which path tiles should remain hidden because they cost Leo too much time. Leo has a total of five rounds to reach the hairdresser on time or else all lose the game together. 
A game for children bordering on family game, a felicitous mix of memory and cooperation, a challenge that is fun to play! The illustrations are enchanting and the level of difficulty is exactly right!
 
Players: 2-5
Age: 6+
Time: 30+
Designer: Leo Colovini
Artist: Michael Menzel
Price: ca. 17 Euro
Publisher: Abacusspiele 2016
Web: www.abacusspiele.de
 
Genre: Memo, cooperation
Users: For children
Version: multi
Rules: de en + cn it pl
In-game text: no
 
Comments:
Excellent combination of mechanisms
Enchanting drawings
Also good as family game
 
Compares to:
Cooperative Memo games
 
Other editions:
GoKids (cn), dV Giochi (it), G3 (pl)
 
Chance (pink): 1
Tactic (turquoise): 0
Strategy (blue): 0 
Creativity (dark blue): 0 
Knowledge (yellow): 0
Memory (orange): 3
Communication (red): 2
Interaction (brown): 1
Dexterity (green): 0
Action (dark green): 0 
 
 



PRESENTATION
 
 
 
LINKEE
 
BREAD – REPUBLIC – BOAT – SPLIT -> BANANA
 
In this quiz game you do not only look for answers to questions but for a term that links the answers, the so-called Link!
Each card in the game shows, on the front side, four questions and answers, a clue and the term for the solution. The backside of the card shows a letter, either L, I, N, K or E.
Players sort themselves into teams; one player is quizmaster for the whole game or players take turns to be quizmaster for a round. The current quizmaster draws a card, shows the letter to all players and then reads out all the questions. After each question teams note down their answer – you can never name it! – and try to think of the umbrella term that could connect questions and answers. Each team can call “Linkee” at any time and name the link. If you call Linkee, you must answer! When the link is correct, the team receives the card; if not, the team must pause till the next card. When nobody wants to give a guess, the quizmaster reads out the clue.
You have also the option of removing or swapping letters – you can discard two letters that you do not want and remove a letter of your choice from a team of your choice. If you discard three letters, you may take any letter from the box, because: The first team that can spell LINKEE with cards it did win has won the game!
An example: Answers – Flat, Percussion, Sharp, Rest; Clue – Punctuation for musicians; Link – Musical Notation. Or, easy: Halloween, Saw, Scream, Friday 13th – Hide while watching – Horror Film.
Challenging, interesting, good, mostly astonishing – a well-made and well-working trivia quiz variant for big groups, that surprisingly also works well for two players.
 
Players: 2-30
Age: 12+
Time: 30+
Designer: not named
Artist: not named
Price: ca. 15 Euro
Publisher: Jumbo 2015
Web: www.jumbo.eu
 
Genre: Quiz, trivia
Users: With friends
Special: Many players
Version: de
Rules: de en
In-game text: yes
 
Comments:
Good mix of questions
Unusual winning conditions
Good for large groups
 
Compares to:
Trivia quiz games
 
Other editions:
Bananagrams (en)
 
Chance (pink): 0
Tactic (turquoise): 0
Strategy (blue): 0 
Creativity (dark blue): 0 
Knowledge (yellow): 3
Memory (orange): 0
Communication (red): 0
Interaction (brown): 0
Dexterity (green): 0
Action (dark green): 0 
 
 



BESPRECHUNG
 
 
 
LOS ROLLOS
 
LET THE MARBLES ROLL!
 
There are different paths through tower and balcony, you need to align the balconies in a way that the marble will end up in your own segment at the foot of the tower. Eight silver marbles, four golden marbles and four black marbles are placed into the bag.
The tower is set up and each player chooses a colored target segment. The balcony pieces are dealt evenly to all players and players take turns to place one balcony piece at a time anywhere on the tower. Then the timer is started, the first player draws a marble from the bag and drops it into one of the slots in the roof. Depending on the target segment where it ends up you can then change the position of balcony pieces and start the timer again. The turn now passes to the next player, he draws a marble and drops it into a slot before the timer runs out. If someone is too late in dropping the marble, the marble is put back into the bag and balcony pieces remain where they currently are. In this way play is continued until until all marbles have been dropped and have landed in the target segments. Now players score two points for each golden marble in their own target segment, one point for each silver marble and deduct one point for each black marble in the target segment.
The timer can be set to 8 seconds for easy play, to 4,5 seconds for difficult play and to variable for switching between easy and difficult.
If you think too long you will not score, if you drop the marble too quickly you might give points to an opponent – an ongoing dilemma that is lots of fun – uups, a balcony has been moved, how did that affect the tracks? I can take one more look before time runs out!
 
Players: 2-4 
Age: 6+
Time: 15+
Designer: Anoka Designstudio
Artist: Anoka Designstudio
Price: ca. 16 Euro
Publisher: HCM Kinzel 2015
Web: www.hcm-kinzel.eu
 
Genre: 3D Puzzle, dexterity
Users: For families
Version: multi
Rules: de en fr it
In-game text: no
 
Comments:
Simple Rules
Spatial thinking necessary
Changing tracks due to balconies
 
Compares to:
Gravity Maze for bringing marbles to the correct target
 
Other editions:
Currently none
 
Chance (pink): 0
Tactic (turquoise): 0
Strategy (blue): 0 
Creativity (dark blue): 0 
Knowledge (yellow): 2
Memory (orange): 2
Communication (red): 0
Interaction (brown): 0
Dexterity (green): 2
Action (dark green): 0 
 
 



PRESENTATION
 
 
 
MOUNT PINGO
 
SUNBATHING PENGUINS
 
Penguins want to do some sunbathing on the coolest iceberg in the Antarctic, room on it is therefore much in demand and scarce. The Iceberg is set up and one big penguin is leaned against it, six seagulls and six fish pins are made ready. The remaining cards – big penguins, small penguins, walruses, seagulls, fish and clouds – are shuffled and dealt evenly to all players. Each players stacks his cards face-down. The active player reveals his top card: A penguin is placed, feet down, at on the floe; a big penguin leans against other penguins or the iceberg and must be placed somewhat staggered so that the others still get some sun; small penguins lean at big ones, never directly at the iceberg. The walrus wants to get some sun, too, but it is clumsy and pushes a big penguin off the floe – you need to snip off one big penguin, never a small one, and always only one card. Then you set walrus and penguin card aside. A cloud is placed on top, never completely covering another cloud already in place. Seagulls are attached to any card on the floe and the seagull card is discarded. Fishes are attached to a big penguin and the fish card is also discarded. 
When cards tilt or fall off, you take them for penalty points. When a fish action goes wrong or a seagull falls off, you set the fish or seagull piece down into stock and take one of the discarded seagull or fish cards for a penalty point. When someone is out of cards, you win with fewest cards.
Those penguins are cute, as are seagulls and fish! The “build a house of cards” mechanism is a clever idea and another form of dexterity exercise.
 
Players: 1-5
Age: 5+
Time: 15+
Designer: Arno Steinwender, Christoph Puhl
Artist: Markus Binz
Price: ca. 16 Euro
Publisher: HUCH! & friends 2015
Web: www.hutter-trade.com
 
Genre: Dexterity, balance
Users: For children
Special: 1 player
Version: multi
Rules: de en fr nl se
In-game text: no
 
Comments:
Enchanting idea
Cute illustrations
Well-working dexterity variant
 
Compares to:
Balance and dexterity games
 
Other editions:
Currently none
 
Chance (pink): 1
Tactic (turquoise): 0
Strategy (blue): 0 
Creativity (dark blue): 0 
Knowledge (yellow): 0
Memory (orange): 0
Communication (red): 0
Interaction (brown): 0
Dexterity (green): 3
Action (dark green): 2 
 
 



PRESENTATION
 
 
 
MYSTERY
 
MOTIVE FOR MURDER
 
A criminal case focusing on the questions of Who? and Why? There are five game stages in the game which unlock the rules in stages, beginning with game #1:
At the start of the case a random suspect tile is laid out as victim. You hold three suspect tiles and interview cubes of a color, a status disc for each player is placed next to the scoring track. You play a tile from hand, adjacent to one already laid out, and at a maximum distance of two positions from the corps, place an interview cube on it and draw a tile. When all twelve possible spots are filled with suspects, you score interview markers for victory points; arrows with point values on the tiles – blue for positive and red for negative – mark relations between suspects and suspects and victim. Those relations determine the degree of suspicion for a suspect and thus your points. Then a new case is played and after as many cases as there are players you win with most points.
In game #2 there are two corpses, in game #3 you can also play motive cards; game #4 is the complete game with three rounds for cards and suspect tiles, victory is achieved with interviewing the most probable suspect and there are only limited scorings of suspects. In the advanced game #5 detectives and second interviews are added. There is also a solitaire version of the game.
This is a very different detection game with cleverly constructed relations between cards, there are never improbably relations, but for your score you depend almost totally on the tiles you draw and the turn order. Not for thinkers, but an unusual and very well-made, light filler game.
 
Players: 1-5
Age: 10+
Time: 90+
Designer: Bruce Glassco
Artist: Edward Gorey
Price: ca. 60 Euro
Publisher: Mayfair Games 2015 
Web: www.mayfairgames.com
 
Genre: Detection, tile placement
Users: With friends
Special: 1 player
Version: en
Rules: en
In-game text: ja
 
Comments:
Topic somewhat abstract
Relations cleverly constructed
Somewhat chance-driven
 
Compares to:
Tile placement games on relations between tiles
 
Other editions:
Currently none
 
Chance (pink): 2
Tactic (turquoise): 3
Strategy (blue): 0 
Creativity (dark blue): 0 
Knowledge (yellow): 0
Memory (orange): 0
Communication (red): 0
Interaction (brown): 3
Dexterity (green): 0
Action (dark green): 0 
 
 



PRESENTATION
 
 
 
MYTHS AT WAR
 
THE END OF THE AGE OF MEN


Set collecting and deck-building game in a world where different mythologies exist side by side; in this edition you find Nordic, Egyptian and Japanese gods with two pantheons each and cards for the respective Gods deck with characters, events and resources as well as cards for the Designs deck with actions, equipment and summons.
You assemble your deck, including one pantheon, 20 Gods cards and 30 Designs cards, stack the Gods deck in four stacks for oracles and draw five cards from your Designs deck. 
In a round you reveal the top card of each oracle and resolve events; then you can discard a card, can relocate power markers between stacks and stock and also enter cards into the game on which there are power markers equal to the cost of the card. Then you alternate with your opponents to resolve influence actions until all have passed, using either Equip or Meditate. Then the Confrontation phase begins with moving characters to the battle fields, and then resolving confrontation and evaluation, followed by a clearing up phase for power token distribution and card preparation. 
If at the end of a round you have 30 or more points, you win; if you have 0 or fewer points, you lose instantly. In a game of more than two players there are special winning conditions.
Basically, Myths at War is a 2-player confrontation game in which you need to know the cards very well to use their interactions best. The topic is well-supported and nice, the cards are nicely illustrated, the mechanisms well-known, all in all a well-made clone of trading card game mechanisms for fans of that type of games.


Players: 2-5
Age: 10+
Time: 40+
Designer: Francisco Gallego, Maria Pérez
Artist: Roberto Martinez
Price: ca. 40 Euro
Publisher: GDM Games 2015
Web: www.gdm-games.com
 
Genre: Deck-building, collecting
Users: With friends
Special: 2 players
Version: en
Rules: en es
In-game text: yes
 
Comments:
No pre-constructed decks
Works for up to five players
All the same a game best for two
 
Compares to:
Magic The Gathering, other deck-building and set-collecting games
 
Other editions:
Spanish language edition, GDM
 
Chance (pink): 2
Tactic (turquoise): 2
Strategy (blue): 1 
Creativity (dark blue): 0 
Knowledge (yellow): 0
Memory (orange): 0
Communication (red): 0
Interaction (brown): 3
Dexterity (green): 0
Action (dark green): 0 
 
 



PRESENTATION
 
 
 
OATH OF THE BROTHERHOOD
 
WORK FOR YOUR MEMBERSHIP
 
The captain has had some news about treasures and is hiring pirates for the search for those treasures, but he will only accept members of the Brotherhood of Pirates for his crew, so you want to become a member of the Brotherhood. 
In each of the seven or ten rounds, depending on the number of players, from round Two you start with a Replenishing Phase and then play the phases Action and End of Round. For actions you place crew man or mate on a location on the board and use him for resources or completing missions. The second player at a location must “fight” the one already there and in consequence loses one Toughness; when a player’s toughness is down to Zero he can only go to free locations. 
Locations and their actions are Blacksmith, Bazaar and Docks to acquire one Supply, Equipment or Ally – Beach for drawing of one Action card that can be played at any time in your turn and instantly resolved – Bridge for two Doubloons – Brotherhood to complete or acquire a mission or both – Inn for 2x Toughness – Tavern for a Follower card for a special ability with payment of 1 Doubloon for use – Watchtower for the Starting Player token and and Exploration card that unlocks a new location on the board. At the end of the round you take back all men.
After seven or ten rounds you can complete a final mission and discard markers and then you win with most points.
Worker placement as we like it, challenging and with lots to do; as usual the choice of the optimum actual working spot is essential. All happens in a nicely designed environment with good components, with everything fitting the theme nicely.
 
Players: 2-5
Age: 12+
Time: 80+
Designer: Vangelis Bagiartakis, Tony Cimino
Artist: Othon Nikolaidis, Tiago Da Silva
Price: ca. 30 Euro
Publisher: Desyllas Games 2015
Web: www.desyllasgames.gr
 
Genre: Worker placement
Users: With friends
Version: en
Rules: en gr
In-game text: yes
 
Comments:
Good use of the worker placement mechanic
Nice components
Atmospheric background story
Also good for ambitious casual players
 
Compares to:
Worker placement games in general
Other editions:
Greek edition
 
Chance (pink): 1
Tactic (turquoise): 3
Strategy (blue): 1 
Creativity (dark blue): 0 
Knowledge (yellow): 0
Memory (orange): 0
Communication (red): 0
Interaction (brown): 2
Dexterity (green): 0
Action (dark green): 0 
 
 



PRESENTATION
 
 
 
OCTODICE
 
UNDERWATER RESEARCH


Octodice - a dice game based on the board game AquaSphere, you research the deep oceans. Bots are out of order and you must expand laboratories, research crystals, reactivate bots and catch Octopods yourself. Three white dice show action symbols and an octopus, three black dice show numbers on colored backgrounds and an octopus. Nine laboratory tiles are lined up in three rows for the levels 0, 1 and 2.
In each of six rounds with one turn per player you roll those six dice, set aside two per roll and, after three rolls, combine one white action die with a black sector die showing color+number for one action and can implement two actions. Options for actions are crystals for the points on the black die, research with color, laboratory with number for advancing on the tiles, Submarine with color – in combination with bots – and octopods with a supplementary rule. To implement an action you cross it out on your score sheet. Two turns represent a third of the game, twice in such a third you can use any two dice from a roll of another player. After each third there is an scoring for submarines in relation to bots of the same color; if you did not cross out both octopods you lose two points. After the third intermediate scoring and a bonus scoring for crystals and laboratory expansions you add up your points and win with most points.
This is a nice abbreviated version of AquaSphere which is at its best if you know AquaSphere; if not the topic seems a bit forced. Clever mechanism details like using other players’ dice and forced action for octopods make the dilemma of what to do with your turns even more thrilling.
 
Players: 1-4
Age: 10+
Time: 30+
Designer: Chris Toussaint
Artist: Dennis Lohausen, Andreas Resch, Hans-Georg Schneider
Price: ca. 15 Euro
Publisher: Pegasus Spiele 2015
Web: www.pegasus.de
 
Genre: Dice placement
Users: With friends
Special: 1 player
Special: Many players
Version: multi
Rules: de en
In-game text: no
 
Comments:
Based on AquaSphere
Clever mechanism details
Too much to do for six turns
 
Compares to:
AquaSphere for basic idea and mechanisms
All games with dice placement for actions
 
Other editions:
Currently none
 
Chance (pink): 2
Tactic (turquoise): 2
Strategy (blue): 2 
Creativity (dark blue): 0 
Knowledge (yellow): 0
Memory (orange): 0
Communication (red): 0
Interaction (brown): 1
Dexterity (green): 0
Action (dark green): 0 
 
 



PRESENTATION
 
 
 
PIE FACE!
 
BEING HIT BY A SPONGE!
 
Action games are always big favorites with children and this one here is no exception – how could it be as it uses one of the oldest elements in slapstick comedies – having a pie or an equivalent thrown into your face.
The necessary “throw-in-your-face” machine is assembled – the frame for the face is inserted, the swatting hand and two handles are fixed to the bases and you then “load” the hand with a wet sponge or – at least according to the picture on the box – with some foam or whipped cream. Then you determine who will go first. This starting player as the first „victim“ turns the spinner and then puts his face into the swatting frame. The arrow on the spinner indicates the number of turns the player must give the handles on the unit.
If you manage to turn the handles for the indicated number of times without being hit by the sponge, scores the number or turns times 2 for points. If you were not swatted, you do not score. You can also choose to announce that you will turn the handles less often than indicated by the spinner; if you do so and are not swatted you only score the number of turns. In this way all players in turn have a go, are swatted or not, and of course you need to reload the hand when necessary. Whoever scores 25 points first, wins.
Nonsense pure and simple, slapstick at its finest, and harmless with a wet sponge; the rules explicitly warn against using foam – as in the picture on the box - or any other material than the sponge! Why then use it in the picture? But this is the only point open to criticism, children have fun and in the right surroundings the water in the sponge is okay, too.
 
Players: 2+
Age: 5+
Time: 10+
Designer: not named
Artist: not named
Price: ca. 18 Euro
Publisher: Hasbro 2015
Web: www.hasbro.at
 
Genre: Action
Users: For children
Special: 2 players
Version: de
Rules: de en
In-game text: no
 
Comments:
Slapstick nonsense
Stable unit
Without batteries
 
Compares to:
Other action games with random mechanisms
 
Other editions:
Hasbro (en)
 
Chance (pink): 3
Tactic (turquoise): 0
Strategy (blue): 0 
Creativity (dark blue): 0 
Knowledge (yellow): 0
Memory (orange): 0
Communication (red): 0
Interaction (brown): 0
Dexterity (green): 0
Action (dark green): 3 
 
 



PRESENTATION
 
 
 
PINGVASION
 
PENGUINS FOR POWER!


Penguins want to take over world control or be saved from the melting ice, so you need to conquer strategic zones. There are five such zones – Antarctic, Desert, Jungle, City and Moon – and for each of those regions there are 18 cards. All 90 cards are shuffled, you are dealt 18 cards, any rest is taken out of play. You draw two of your cards. In a round you play the phases Recruitment and draw two cards - Infiltration by Saboteurs, you give one card face-down to your left and right neighbor and then take up the two cards that you received in hand – Troop disembarkation, you put down one card face-down, reveal it, implement eventual effects and put the card into your display of this zone. 
Effects of cards are: The Ninja Twins – in the next phase of “Troop disembarkation” you must put down two cards face-down instead of one. The Kamikaze – this card destroys all cards of value 7 or higher that were played on that turn. The Spotter – in the next turn you wait in the phase Troop disembarkation until all players have revealed their card and then choose your own card.
After eight rounds you add the values for each of the five zones in your display. If you have the majority in one zone you score the total of all cards for that zone still in your hand. For a zone where you do not have a majority you score the value of the lowest card of that zone in your hand. If you have then the most points in total, you win.
A crazy game with very unusual mechanisms, cutely and wittily illustrated and using a very unusual scoring mechanism; luck dominates in the beginning, some tactic is possible due to the growing displays of all players.
 
Players: 2-5
Age: 10+
Time: 20+
Designer: Bruno Cathala, Matthieu Lanvin
Artist: Rémy Tornior
Price: ca. 15 Euro
Publisher: Bombyx 2016
Web: www.asmodee.de
 
Genre: Cards, majorities
Users: With friends
Version: de
Rules: cn de en fr pl
In-game text: no
 
Comments:
Simple and yet challenging mechanism
Watching of other players’ displays is essential
Chance-driven at the start
 
Compares to:
Card games for majorities
 
Other editions:
GoKids (cn), Bombyx (en, fr), Rebel.pl (pl)
 
Chance (pink): 2
Tactic (turquoise): 2
Strategy (blue): 0 
Creativity (dark blue): 0 
Knowledge (yellow): 0
Memory (orange): 0
Communication (red): 0
Interaction (brown): 3
Dexterity (green): 0
Action (dark green): 0 
 
 



PRESENTATION
 
 


RÖMISCH POKERN
 
RISKING LIKE ROMANS


Risking and betting like the Romans in the nearly truest sense of the word, at least as regards tot he components, because we roll dice like Romans and also nearly because the numbers are Roman numbers.
You have six dice with the Roman numbers of I, V and X and try to achieve a valid roman number, and for this you also hold a set of openly displayed action cards. 
You begin with one die and decide after each roll if you stop rolling or roll another die. In order to enter the result of your roll in any of the seven positions on your sheet you must enter the number in ascending order from position 1 to position 7 and can usually only be entered once. Failed rolls are rolls after which you can form no valid number or when the result has already been entered or cannot be entered in a correct way.
In case of such a failed roll you can either decide to not make an entry or to use one or more action cards. Options offered by the action cards are: reroll any number of dice already rolled that show a result of I – the same action for a result of V – re-roll any die – set aside and ignore a die you already rolled – enter a number already entered for a second time – joker to repeat any of the aforementioned action options. Cards that have been used are discarded for good. 
If someone has entered seven valid numbers, you win at the end of the round with most points, each action card that you have left gives you a bonus of five points.
Simple dice rolling, basically; if you know Roman numbers well and know what results you can achieve with I, V and X at minimum and maximum, you will have an easy game. Nice family entertainment for a filler.
 
Players: 2-6
Age: 10+
Time: 30+
Designer: David Parlett, Johannes Krenner
Artist: Markus Wagner
Price: ca. 8 Euro
Publisher: Amigo Spiele 2015
Web: www.amigo-spiele.de
 
Genre: Dice, cards
Users: For families
Version: de
Rules: de en
In-game text: no
 
Comments:
Needs knowledge of numbers that can be formed with I, V and X
Nice thinking game
Plays quickly
Action cards offer massive help
 
Compares to:
Ludix
 
Other editions:
Currently none
 
Chance (pink): 3
Tactic (turquoise): 0
Strategy (blue): 0 
Creativity (dark blue): 0 
Knowledge (yellow): 2
Memory (orange): 0
Communication (red): 0
Interaction (brown): 0
Dexterity (green): 0
Action (dark green): 0 
 
 



PRESENTATION
 
 
 
SKYLINERS
 
EGOTISTICAL URBAN PLANNING
 
All build a city of skylines together, using a grid of 5x5 slots and everybody wants to see most buildings from his point of view at the end of the game.
You have floors, antenna, roofs, a park and planning cards as well as a skyscraper card, a park is placed on the central lot of the grid.
The game starts with six neutral buildings on the board and you have two actions in your turn; first you build and second you choose building or planning. For building you place floor, roof or park on the board; floors on the board or on top of other floors, roofs on floors and parks on the board. Built objects belong to all players. For planning as a second action you place a planning card for visible objects at the end into the planning container. 
When someone is out of floors, you score- at the end of the round - your skyscraper card and your planning cards for correlation with actually visible buildings and place antenna for points on buildings visible for you and still without antenna; you score one column per player in turn. IN the introductory cards you do not use the planning mechanisms.
Well, if you love to annoy others and yourself, then Skyliners is a fun game for you – and I do not mean the bit of griping about problems with scoring seagulls and non-optimum components tray, but the big irritation about your own failed plans and placement mistakes, but that is the salt in the game soup here and is okay, if you like it! What’s really annoying are the antenna that cost you points only because you happen to sit to the right of the starting player. A game for a family that that does not mind interfering in each others’ plans. 


Players: 2-4
Age: 8+
Time: 30+
Designer: Gabriele Bubola
Artist: Michael Menzel
Price: ca. 39 Euro
Publisher: Hans im Glück 2015
Web: www.hans-im-glueck.de
 
Genre: Building scoring
Users: For families
Version: de
Rules: de en 
In-game text: no
 
Comments:
Easy rules
Antennas are aggravating
Planning container is a cute detail
Introductory game included
 
Compares to:
Pueblo
 
Other editions:
Z-Man Games (en)
 
Chance (pink): 0
Tactic (turquoise): 2
Strategy (blue): 2 
Creativity (dark blue): 0 
Knowledge (yellow): 2
Memory (orange): 0
Communication (red): 0
Interaction (brown): 3
Dexterity (green): 0
Action (dark green): 0 
 
 



PRESENTATION
 
 
 
SPACE PLANETS
 
DICE WORKING AS A SENSOR
 
With their space ships players explore far-away galaxies and planets and use sensors. Each player chooses a card for his space ship and is given four fuel crystals. All planet cards are shuffled and stacked face down; the top nine cards are laid out in a grid of 3x3 cards. 
The die represents the sensor – in your turn you roll it from outside the grid in a way that it touches as valuable a planet card as possible. When the die has stopped moving and it then touches one of the planet cards, you have successfully explored it with the die for a sensor. You can now pay the crystals indicated by the die, take the planet card and set it down. All planet cards but the Black Hole card show a special effect: some while in the grid – +1 crystal to the roll; some openly with a player - all pay +1 to the roll; some have instant effects – gain one or two crystal or repeat a roll; after use of the effect cards are turned over. Instead of paying for a card and taking the card you can leave the card in place and take as many fuel crystals from stock as the die result indicates. If you explore the Black Hole, you must end your turn, pay nothing and get nothing. The Black Hole is taken out of play. For a card that is removed from the grid you place a new one from the stack. If someone has collected five planets, all other players have one more turn and then you win with most stars on your planets.
Space Planets is a very nice, imaginative and well-made mix of dice rolling and dexterity; the story fits the mechanism exceedingly well, as do the components; space ships and planet cards are very cutely illustrated.
 
Players: 2-4
Age: 6+
Time: 15+
Designer: Benjamin Schwer
Artist: Mirco Brüchler
Price: ca. 9 Euro
Publisher: Haba 2015
Web: www.haba.de
 
Genre: Dice, dexterity
Users: For children
Version: multi
Rules: de en es fr it nl
In-game text: no
 
Comments:
Very clever use of dice
Attractive components
Simple rules
A bit of tactic is possible
 
Compares to:
Target and other dice rolls with destinations
 
Other editions:
Currently none
 
Chance (pink): 3
Tactic (turquoise): 1
Strategy (blue): 0 
Creativity (dark blue): 0 
Knowledge (yellow): 0
Memory (orange): 0
Communication (red): 0
Interaction (brown): 0
Dexterity (green): 3
Action (dark green): 1 
 
 



PRESENTATION
 
 
 
SPOOKY WOOKY
 
GHOSTS IN PATCHED-UP CLOAKS
 
When romping in the attic the little ghost children tear their cloaks and Mama Ghost mends them with various patches of different patterns and shapes. Players are asked to help to catch the little ghost children. 
Tiles with ghost children show them wearing cloaks with one, two or three patches in seven different shapes and three different colors; those tiles are spread out face down on the table without touching each other. In the basic game only the shape of the patches is considered:
The active player turns over a tile and shows it to all players – when another tile with patches of this shape is already visible, you put your hand on this tile as fast as you can. You are only allowed to use one hand and the hand must lie flat on the table until a new tile is revealed. IF you were quickest and covered the correct tile, you take the tile. The newly revealed tile remains on the table open-faced. If no corresponding tile was found, the newly revealed tile also remains open-faced on the table. 
In the advanced game there are two different versions; you either search for tiles showing cloaks with patches of the same shape and color or showing the ghost children in cloaks with the same number of patches in the same color. In all three versions of the game, you win the game with most tiles, when all tiles have been revealed. 
Well, nice drawings with cute little ghosts. The shapes of the patches are easily distinguished, as are the colors, and the mechanism of reaction to correlations on different tiles is basically standard, but always attractive to play and offers a good exercise in reaction and pattern recognition.
 
Players: 2-6
Age: 5+
Time: 20+
Designer: Reiner Knizia
Artist: Arthur Wagner
Price: ca. 11 Euro
Publisher: Piatnik 2016
Web: www.piatnik.com
 
Genre: Spotting, reaction
Users: For children
Special: Many players
Version: multi
Rules: cz de fr hu it pl sk
In-game text: no 
 
Comments:
Standard mechanisms
Pretty drawings
Several variants
 
Compares to:
Other spotting and reaction games
 
Other editions:
Currently none
 
Chance (pink): 1
Tactic (turquoise): 0
Strategy (blue): 0 
Creativity (dark blue): 0 
Knowledge (yellow): 1
Memory (orange): 1
Communication (red): 0
Interaction (brown): 2
Dexterity (green): 2
Action (dark green): 1 
 
 



PRESENTATION
 
 
 
TAKARA ISLAND
 
DIGGING FOR ETERNAL LIFE
 
There is a rumor that the newly discovered island of Takara holds limitless treasures and two precious Stones of Legends that together grant you eternal life. As adventurers we set out to find them.
The board with Harbor, Counter, Dive, Beach and Hospital areas and the stacks for treasure chests and stacks for digging sites is prepared according to the instructions. 
A turn comprises optional Rent of Sword and then Activating workers for View or Dig Gallery or Destroy Rockfall – all by revealing or taking cards from the site stacks; Go to the Dive for money, Go to the Counter, Hire a Specialist or Fight a Monster if you did rent the sword. Each worker can do one action per turn, Destroying Rockfall takes two workers per Rockfall. The Counter can only be visited by one worker, he sells victory points for money or buys victory points for money. A specialist can be used once. Finally, you can Recruit the one worker on the Beach and Finish the Day with Returning the Sword and then Taking back unhurt workers or workers from the hospital break room. Hurt workers can be released for money; if you do not want to pay you move them from hospital to the hospital break room. 
If you find both stones you win instantly; when five digs are empty and one stone was found, you win with most Experience Points. When no stone was found and four sites are empty, all have lost together.
This is a worker placement game for families with some gaming experience; you need to use specialists very cleverly and be prepared for some risk. Only the topic has been chanced as regards to the Japanese original of the game.


Players:2-4 
Age: 8+
Time: 45+
Designer: Takahiro & Sayaka Amioka
Artist: Naïade
Price: ca. 40 Euro
Publisher: Ferti Games 2015
Web: www.heidelbaer.de
 
Genre: Worker placement
Users: For families
Version: multi
Rules: de en fr
In-game text: no
 
Comments:
Revised new edition of “The Edict of King Budeaunia”, Kogekogedo, 2015
Presented again because of the topic change
 
Compares to:
Excavation games featuring several levels, simple worker placement games
 
Other editions:
The Edict of King Budeaunia, Kogekogedo
 
Chance (pink): 2
Tactic (turquoise): 2
Strategy (blue): 0 
Creativity (dark blue): 0 
Knowledge (yellow): 0
Memory (orange): 0
Communication (red): 0
Interaction (brown): 2
Dexterity (green): 0
Action (dark green): 0 
 
 



PRESENTATION
 
 
 
WER WAR’S?
 
DAS KARTENSPIEL
 
The magical ring of the King has been stolen; players are tasked with identifying the thief and thereby saving the kingdom from the evil magician. Luckily, the animals in the castles have been paying attention and can help the players.
Cards are separated into suspects, animals and food + joker cards. The ten suspects are laid out as shown on the box, the animals are sorted by kind – owl, goat, donkey and snake – and stacked beneath the suspect cards; each animal card shows how hungry the animal is. The food and joker cards are shuffled and stacked and each player is dealt three cards.
The active player has three options: He can draw two cards from the stack of cards. Or he can feed the top animal on one of the stacks: This is done by discarding the number of food cards, only of one type, ether carrot, apples or bread. Each joker can replace one food card. Then you take the animal card in your hand. Take care! You can only feed one animal per turn. Your third option is to discard the animal cards that are depicted on a suspect cards; in this case the animal have seen the suspect when the deed was done and thus the suspect is innocent; you take the card. When only one card remains on the table, the thief has been found and you win with most coin symbols on your innocents cards. It can happen that you cannot feed any more animals and there is more than one suspect left on the table; in this case all players have lost together.
A big acclamation to publisher and designer for this felicitous, independent pocket edition of the board game; challenge and flair were kept despite the simplified mechanisms. An ideal game for travelling!
 
Players: 2-4 
Age: 5+
Time: 15+
Designer: Reiner Knizia
Artist: Graham Howell, Walter Pepperle
Price: ca. 7 Euro
Publisher: Ravensburger 2015
Web: www.ravensburger.de
 
Genre: Card collecting
Users: For children
Version: multi
Rules: de fr it
In-game text: no 
 
Comments:
Card version of Wer War’s?
Simplified mechanisms
Flair and challenge remain
Ideal for travelling
 
Compares to:
All versions of Wer War’s?
 
Other editions:
Currently none
 
Chance (pink): 2
Tactic (turquoise): 1
Strategy (blue): 0 
Creativity (dark blue): 0 
Knowledge (yellow): 0
Memory (orange): 0
Communication (red): 0
Interaction (brown): 2
Dexterity (green): 0
Action (dark green): 0 
 
 



PRESENTATION
 
 
 
WICKIE SAGALAND
 
VIKINGS BENEATH TREES


The Viking ship is ready to sail, but Halvar and his men are lounging about under the trees. Ylvi and Wickie go to find them and shoo them to the ship. The board is set out and the trees with Vikings hiding beneath them are randomly set out on the board. Each player has a marker and puts it in front of Ylvis house. You roll and move your marker. If you meet another marker you send it to Ylvis house. The Viking cards are shuffled and one is revealed, the Viking depicted on it must be found first. You roll both dice and can move your marker for the sum of the results or the individual results, even one result forward and the other one backwards. If you encounter another marker on your destination spot, you send it back to Ylvis house. If your marker finishes its move on a green spot, you may check the adjacent tree for who is hiding underneath. If you rolled a double One you can choose if you can switch any two trees of your choice or look under any tree or shuffle all Viking cards and reveal another one. If you did find the Viking depicted on the search card, you go to the ship quickly and you must reach it with an exact roll. If you can then show the correct tree, you get the Viking card and turn up a new one. When all Vikings are found, you win with most cards.
Sagaland as we all know it, unchanged in its basic mechanisms and yet adapted very nicely and attractively to the Wickie license topic. You still need good memory and luck of the dice roll and luck in finding the right tree to turn over. Not for nothing Sagaland is a game classic, and one of the reasons is that is can be adapted so easily to many different topics.
 
Players: 2-4
Age: 6+
Time: 20+
Designer: Alex Randolph, Michael Matschoss 
Artist: vitaminBe
Price: ca. 22 Euro
Publisher: Ravensburger Spieleverlag 2016
Web: www.ravensburger.de
 
Genre: Dice, search, memo
Users: For children
Version: multi
Rules: de fr it
In-game text: no 
 
Comments:
License topic variant of Sagaland
Basic mechanism unchanged
Topic nicely implemented
 
Compares to:
All other editions of Sagaland
 
Other editions:
Currently none
 
Chance (pink): 3
Tactic (turquoise): 0
Strategy (blue): 0 
Creativity (dark blue): 0 
Knowledge (yellow): 0
Memory (orange): 3
Communication (red): 0
Interaction (brown): 1
Dexterity (green): 0
Action (dark green): 0 
 
 



PRESENTATION
 
 


WO IST BITTE UMTATA?
 
WHERE ARE MOBILES THROWN?


We have already been asked about the whereabouts of Honolulu, Buxtehude or Uppsala, but have not yet been asked for the location of Umtata! Small wonder, as Umtata cannot be found on a map, but is a place holder for one of the European countries that are marked on a map of Europe in one of four colors. In addition to the colors, the card shows white lines that divide the map into four regions, North, South, East and West. Each player takes an indicator wheel in his color and marker for the scoring track.
One player is the questioner, draws a card and reads out the question – for instance, in which country is the army smaller than the national orchestra and hay bales are transported in the car booth? Based on information like this, which is of course well-known to everybody, you consider the country which could be represented by Umtata and use your indicator wheel to give a guess on region and country color of the country on the map. You may guess, but not talk!
If you believe that you know the right answer definitely, you throw the wheel, with your color showing, on the „Tataa – I know“ area, that is, the box bottom. The first on this area answers and then checks the answer by himself. If you are correct, you score three points. If not, you do not name the answer and the next Tataa player, if any, can answer. Then the questioner names the correct answer; all check their wheel and and score one point each for correlation in color and region. Whoever reaches 16 points first, wins.
A nice version of trivia knowledge as a geography tests, lots of fun and laughter are guaranteed; knowledge helps, guessing also works!


Players: 2-5
Age: 12+
Time: 25+
Designer: Arno Steinwender
Artist: Kreativbunker
Price: ca. 18 Euro
Publisher: moses. Verlag 2015
Web: www.moses-verlag.de
 
Genre: Trivia, guessing
Users: With friends
Version: de
Rules: de
In-game text: yes


Comments:
Well-chosen questions
Very nice version of a standard mechanisms
Exact knowledge not necessary


Compares to:
Trivia games with geography topic


Other editions:
Currently none


Chance (pink): 0
Tactic (turquoise): 0
Strategy (blue): 0 
Creativity (dark blue): 0 
Knowledge (yellow): 3
Memory (orange): 0
Communication (red): 0
Interaction (brown): 0
Dexterity (green): 0
Action (dark green): 0 
 
 



PRESENTATION
 
 
 
ZOMBEE
 
THERE CAN BE ONLY ONE!
 
ZomBee hungry! ZomBee wants honey! Your honey! 
The game features honey drops, flowers with bees, question marks and ZomBee on the backside as well as dice with symbols for Zzz, Bee, honey and ZomBee.
14 flowers tiles are shuffled and laid out, flower side up. The active player takes five dice and can set aside dice after each roll and re-roll dice; all in all you have three rolls per turn. The yellow symbols – bee, honey drop and Zzz – can be set aside. ZomBee symbols must be set aside and can be re-rolled, if you roll Zzz in your next turn; you need one Zzz symbol for each ZomBee and must roll both dice together.
Our roll is scored in a given order: Zzz symbols are ignored; three or more honey drops in a roll give you one honey marker, you can never own more than three honey markers at any time in the game. For each ZomBee in the roll you must turn over a flower: For a bee nothing happens; for a question mark you choose another player who must turn over a flower, the question mark remains open. If ZomBee is revealed by the active or the other player, the round ends and the active player discards a honey drop; if you must hand in the last one, you are out of the game. All flowers are turned back over and shuffled. If so far, Zombee is not revealed, one flower for each bee on the table must be turned over, one by each player in turn and resolved as before. When ZomBee was not found at all, bees and questions marks stay open for the next round. The last one in play wins!
Fast-paced and nicely aggravating, a nice game for a filler or for traveling. Of course, Zombee appears in my third roll. Greedy beast! Grrrr!
 
Players: 2-5
Age: 7+
Time: 15+
Designer: Klaus Kreowski
Artist: Michael Verhülsdonk
Price: ca. 13 Euro
Publisher: Kosmos 2015
Web: www.kosmos.de
 
Genre: Dice
Users: For families
Version: de
Rules: de
In-game text: no
 
Comments:
Nice dice variation
Good mix of luck, irritation and a bit of tactic
Good as a filler, for traveling and beginners
 
Compares to:
Dice game 
 
Other editions:
Currently none
 
Chance (pink): 3
Tactic (turquoise): 1
Strategy (blue): 0 
Creativity (dark blue): 0 
Knowledge (yellow): 0
Memory (orange): 0
Communication (red): 0
Interaction (brown): 1
Dexterity (green): 0
Action (dark green): 0 
 
 



GALLERY
 
 
 
6 NIMMT!


Small, smart and funny. Aim of the game is to discard cards and to win the least possible number of cards with a minimum of oxen. Discarding follows simple rules: starting with the lowest card, ascending sequence, each card in that row where it forms the smallest difference with the last card in that row. Who places the 6th card in a row has to take the 5 cards and collects the oxen on these card as minus points.


Card placement game for 2-10 players, ages 10+


Publisher: Mayfair Games 
Designer: Wolfgang Kramer


Users: For families
Age: 10
Special: Many player


Version: multi * Rules: cn de en es fi fr gr hu it nl pt and others * In-game text: no


Chance (pink): 2
Tactic (turquoise): 2
Strategy (blue): 0 
Creativity (dark blue): 0 
Knowledge (yellow): 0
Memory (orange): 0
Communication (red): 0
Interaction (brown): 3
Dexterity (green): 0
Action (dark green): 0 



GALLERY
 
 
 
DINO-ZUG QUARTETT
 
In Jim Hensons Dinosaur world, Buddy, the young T-Rex, travesls across the Dinosaur era and visits different types of dinosaurs. 32 cards feature eight groups of four cards with all dinosaurs familiar from the TV series. You play with the familiar mechanism – the active player asks for a card; if the one who was asked has the card he hands it to the active player who can go on asking. If you do not have the card you were asked for, it is now your turn to ask for a card. Completed quartets are set down. When all eight quartets are on the table, you win with most of them.
 
Card collecting game for 2-4 players, ages 4+
 
Publisher: Kosmos
 
Users: For children
Age: 4
Version: de * Rules: de * In-game text: no
 
Chance (pink): 2
Tactic (turquoise): 0
Strategy (blue): 0 
Creativity (dark blue): 0 
Knowledge (yellow): 0
Memory (orange): 1
Communication (red): 1
Interaction (brown): 1
Dexterity (green): 0
Action (dark green): 0 



GALLERY
 
 
 
DISNEY STAR WARS REBELS ABENTEUER AUF LOTHAL


With rebels you explore Lothal and want to return to the space ship „The Ghost“ first. You roll and check the result secretly. Then you name a number, move your pawn accordingly and hand on the covered dice cup secretly without changing the result. The next player can doubt or roll himself. If someone happens the player in the wrong throws the duel chip. If the chip falls onto the rebel side, nothing happens. If it falls on the inquisitor side for the doubter, he moves three steps back. If the active player bluffed and the chips falls on the inquisitor side, the player must move back to his previous position and the doubter advances three steps.
 
Bluff game for 2-5 players, ages 6+
 
Publisher: Ravensburger
Designer: Manfred Ludwig
 
Users: For children
Age: 6
 
Version: de * Rules: de * In-game text: no
 
Chance (pink): 3
Tactic (turquoise): 1
Strategy (blue): 0 
Creativity (dark blue): 0 
Knowledge (yellow): 0
Memory (orange): 0
Communication (red): 2
Interaction (brown): 3
Dexterity (green): 1
Action (dark green): 1 



GALLERY
 
 
 
LOGICUS FLEXI CUBE
 
New in the logicus series and intended as an introduction to the genre of logic puzzles: Flexi-Cube is made up from 12 irregularly shaped parts. There are two parts to each side, and parts have different colors. The sides can be opened and you are asked to solve different puzzles: The puzzle “All sides different” has only one solution; for the puzzle “Four different sides and two identical sides” there are three solutions with three color combinations for the identical sides. The puzzle of “Two sides different and four sides identical” has only one solution, as has the puzzle of “All Sides are identical”.


Puzzle game for 1 player, ages 6+


Publisher: HUCH! & friends


Users: For families
Age: 6
Special: 1 player


Version: multi * Rules: de en fr * In-game text: no


Chance (pink): 0
Tactic (turquoise): 0
Strategy (blue): 0 
Creativity (dark blue): 0 
Knowledge (yellow): 3
Memory (orange): 0
Communication (red): 0
Interaction (brown): 0
Dexterity (green): 0
Action (dark green): 0 



GALLERY
 
 
 
LOGIK-LABYRINTH


The Djinn gurds his treasures, players need to piece together the map for the path through the cave. Treasure cards equal to number of players minus 1 are on display. You roll - for 3, 4 or 5 you take this number of tiles. For the Djinn you turn up a task card and take path cards accordingly – then all reveal their path cards and try to arrange the cards in a way that paths continue and edges are aligned. You may swap cards with the dray pile at any time. IF you are done, you take treasure cards accordingly. After four rounds you win with most treasures on your cards.
 
Tile placement game for 2-4 players, ages 6+
 
Publisher: Haba 
Designer: Joyce Johnson, Karen Hanke
 
Users: For families
Age: 6
 
Version: multi * Rules: de en es fr it nl * In-game text: no
 
Chance (pink): 2
Tactic (turquoise): 0
Strategy (blue): 0 
Creativity (dark blue): 0 
Knowledge (yellow): 2
Memory (orange): 0
Communication (red): 0
Interaction (brown): 0
Dexterity (green): 1
Action (dark green): 1 



GALLERY
 
 


PICTUREKA


The game board designed by Eugene changes during the game and is full of strange looking items. To win you must be the first to complete six search missions. There are 100 such missions, belonging to three different categories. You can have a mission that means you must outbid your opponent in the number of items you find on the board, or a mission to be the first to find an item. The parts of the board are turned over or relocated during the game, so you cannot remember items. It is always possible to join a game that has already begun. New edition, first edition 2008


Visual spotting game for 2 or more players, ages 8+


Publisher: Hasbro
Designer: Arne Lauwers 


Users: For families
Age: 8
Special: Many players


Version: de * Rules: de * In-game text: yes


Chance (pink): 1
Tactic (turquoise): 0
Strategy (blue): 0 
Creativity (dark blue): 3 
Knowledge (yellow): 0
Memory (orange): 2
Communication (red): 3
Interaction (brown): 1
Dexterity (green): 0
Action (dark green): 0 



GALLERY
 
 
 
RONDO VARIO


A game for recognizing forms and colors, to improve motor and reaction skills. The game features 42 wooden beads of different shapes, a color die and a symbol die and four caterpillars who need to be dressed. As they cannot decide what they want to wear they decide to roll for the garments. The dice determine a color and a shape and you may add the coresponding bead to your caterpillar if the bead is still available. You win if you are first to have six shapes on your caterpillar. New edition in a tin, series beleduc Selection; first edition 2006


Dice and threading game for 1-4 players, ages 3+ 


Publisher: Beleduc 
Designer: Kirsten Hiese


Users: For children
Age: 3
Special: 1 player


Version: multi * Rules: cn de en es fr it nl * In-game text: no


Chance (pink): 3
Tactic (turquoise): 0
Strategy (blue): 0 
Creativity (dark blue): 0 
Knowledge (yellow): 3
Memory (orange): 0
Communication (red): 0
Interaction (brown): 0
Dexterity (green): 3
Action (dark green): 1 



GALLERY
 
 
 
SUPERDOKU


The game features ten tiles – each tile shows nine different symols in different arrangements on each of the tiles. Based on the Sudoku mechanism you place nine of those boards into a square of 3x3 boards in a way that in none of the rows and columns a symbol appeards twice. The task is more difficult because of the tenth tile in the game, which is the one that is not needed?


Tile placement puzzle for 1 player, ages 7+


Publisher: F-Hein-Spiele 
Designer: Ferdinand Hein


Users: For families
Age: 7
Special: 1 player


Version: de * Rules: de * In-game text: no


Chance (pink): 0
Tactic (turquoise): 0
Strategy (blue): 0 
Creativity (dark blue): 0 
Knowledge (yellow): 3
Memory (orange): 0
Communication (red): 0
Interaction (brown): 0
Dexterity (green): 0
Action (dark green): 0 



GALLERY
 
 
 
WIZARD JUBILÄUMSAUSGABE 20 JAHRE


Each player in each round must predict the exact number of tricks he will take. The Mage cards are always trump card and take any 13, the 4 Jester cards are neve trump and lower than any 1, the trick is taken by the highest card in the colour played first, the highest trump card or the first magic card in a trick. In the first round each player has one card, in each round one card is added, the trump colour is determined by turning up the top card from the draw pile. Jubilee edition 2016 with 6 special new cards – Dragon, Fairy, Bomb, Werwolf, Juggler and Cloud.


Card game for 3-6 players, ages 10+


Publisher: Amigo Spiele
Designer: Ken Fisher


Users: For families
Age: 10


Version: en * Rules: de + 12 languages * In-game text: no


Chance (pink): 2
Tactic (turquoise): 1
Strategy (blue): 0 
Creativity (dark blue): 0 
Knowledge (yellow): 0
Memory (orange): 1
Communication (red): 0
Interaction (brown): 3
Dexterity (green): 0
Action (dark green): 0 



REFERENCES: WIN 493 MAY 2016
 
OUR REVIEWS:
Antarctica – Development game with area control for 2-4 players, ages 10+, by Charles Chevallier at Argentum Spiele 2015, ca. 90 min
Dream Islands – Placement game with pattern formation for 2-4 players, ages 8+, by Lorenz Kutschke at Schmidt Spiele 2015, ca. 20 min
Memory Das Brettspiel – Memo- and collecting game for 2-4 players, ages 7+, by Wolfgang Kramer and Michael Kiesling at Ravensburger 2016, ca. 30 min
Pacal‘s Rocket – Placement game for 2-5 players, ages8+, by Günter Burkhardt at Piatnik 2015, ca. 60 min
Parfum – Dice and set collecting game for 2-4 players, ages 8+, by Marcel Süßelbeck and Marco Ruskowski at Queen Games 2015, ca. 45 min
Porta Nigra – Building game for 2-4 players, ages 12+, by Wolfgang Kramer and Michael Kiesling at eggertspiele / Pegasus Spiele 2015, ca. 90 min
Signorie - Worker Placement with dice for 2-4 players, ages 12+, by Andrea Chiarvesio und Pierluca Zizzi at What’s your Game / Asmodee 2015, ca. 120 min
T.I.M.E Stories – Cooperative narration and deduction game for 2-4 players, ages 12+, by Manuel Rozoy and Peggy Chassenet at Space Cowboys 2015, ca. 90 min
PLAYED FOR YOU:
Asterix & Obelix Das große Abenteuer – Adventure game with dice placement for 2-4 players, ages 8+, by Michael Rienek at Pegasus Spiele 2016, ca. 60 min
Barking Up The Wrong Tree – Card placement game for 2-5 players, ages 14+, by Gary Dicken, Steve Kendall and Phil Kendall at Ragnar Brothers 2015, ca. 30 min
Black Stories Das Verhör – Detection game for 3-6 players, ages 12+, by Johannes Krenner at moses. Verlag 2015, ca. 20 min
Camel Up Supercup – Expansion for Camel Up for 2-10 players, ages 8+, by Steffen Bogen at eggertspiele / Pegasus 2015, ca. 30 min
Cassado – Action and dexterity game for 2-4 players, ages 5+, at Beleduc 2016, ca. 10 min
Cucina curiosa – Placement game for 1-4 players, ages 8+, by Reiner Knizia at Noris Spiele 2015, ca. 30 min
Dadaocheng – Resources management for 1-4 players, ages 10+, by Eason Kao and Tsai Huei-Chiang at Studio Soso 2015, ca. 45 min
Dao – Card game for 2-6 players, ages 8+, by Andy Hopwood at Amigo Spiele 2016, ca. 15 min
Der Herr der Ringe Das Kartenspiel Das Land des Schattens – Saga expansion for Der Herr der Ringe for 1-2 players, ages 13+, by Caleb Grace and Nate French at Heidelberger Spieleverlag 2015, ca. 90 min
Die Helden von Kaskaria – Adventure game for 2-4 players, ages 6+, by Benjamin Schwer at Haba 2016, ca. 20 min
Die Höhle der Löwen – Game based on a TV-Show for 3-6 players, ages 12+, at Noris Spiele 2016, ca. 45 min
Die Holde Isolde – Card game for 2-5 players, ages 8+, by Nicolas Poncin at Schmidt Spiele 2015, ca. 30 min
Doctor Panic – Cooperative real-time game for 2-9 players, ages 8+, by Roberto Fraga at Repos Productions / Asmodee 2016, ca. 12 min
DREIst – Card shedding game for 1-4 players, ages 8+, by Janet Kneisel at Ravensburger 2016, ca. 20 min
Exoplanets – Space development game for 2-4 players, ages 14+, by Przemyslaw Swierczynski at Board and Dice 2015, ca. 60 min
Fladeranti – Bluff game with cards for 3-6 players, ages 8+, by Richard de Rijk at Piatnik 2016, ca. 20 min
Formula D Austin Nevada Ride - Circuit #6 for Formula D for 2-10 players, ages 14+, by Laurent Lavaur and Eric Randal at Asmodee 2015, ca. 60 min
Fram R’lyeh – Card game for 3-5 players, ages 12+, by rerasiu at BakaFire Party 2015, ca. 20 min
Game of Crowns – Card game for 4-9 players, ages 14+, by Remo Conzadori at Alderac Entertainment Group 2015, ca. 45 min
Geistesblitz Spooky Doo – Reaction game for 2-8 players, ages 8+, by Jacques Zeimet at Zoch Verlag 2016, ca. 20 min
Geometry Strategy – Abstract placement game for 2-4 players, ages 12+, by Anna Kristensson and Pernilla Molander at Games by Bright of Sweden 2015, ca. 60 min
Gigi Gnomo – Search and collecting game for 2-4 players, ages 5+, by Marco Teubner at HUCH! & friends 2016, ca. 30 min
Glupschgeister – Spotting game for 2-4 players, ages 5+, by Jens-Peter Schliemann and Bernhard Weber at Kosmos 2016, ca. 20 min
Go da Cheese! – Bluff and card game for 3-5 players, ages 6+, by Hisashi Hayashi at Okazu Brando / Japon Brand 2015, ca. 15 min
Hoyuk Anatolia – Expansion for Hoyuk for 2-5 players, ages 10+, by Pierre Canuel at Mage Company 2015, ca. 60 min
Jolly Roger – Card game for 4-10 players, ages10+, by Frédéric Moyersoen at Ares Games / Heidelberger Spieleverlag 2015, ca. 30 min
Kabuki – Memo and reaction game for 2-6 players, ages 6+, by Hope S. Hwang at iello 2015, ca. 20 min
Karnivore Koala – Card and dice game for 2-6 players, ages12+, by André Schillo and Martin Müller at Voodoo Games 2015, ca. 40 min
Krazy Wordz – Creative word forming and guessing game for 3-7 players, ages 10+, by Dirk Baumann, Andreas Odenthal and Matthias Schmidt at Ravensburger Spieleverlag / fishtank 2016, ca. 45 min
Leo muss zum Friseur – Memo game for 2-5 players, ages 6+, by Leo Colovini at Abacusspiele 2016, ca. 30 min
Linkee – Quiz game for 2-30 players, ages 12+, by Jumbo Diset 2015, ca. 30 min
Los Rollos – Dexterity game for 2-4 players, ags 6+, at HCM Kinzel 2015, ca. 15 min
Mount Pingo – Stacking and dexterity game for 1-5 players, ages 5+, by Arno Steinwender and Christoph Puhl bei HUCH! & friends 2015, ca. 15 min
Mystery – Crime game for 1-5 players, ages 10+, by Bruce Glassco at Mayfair Games 2015, ca. 90 min
Myths at War – Card game for 2-5 players, ages 10+, by Francisco Gallego and Maria Pérez az GDM Games 2015, ca. 40 min
Oath of the Brotherhood - Worker placement game for 2-5 players, ages 12+, by Vangelis Bagiartakis and Tony Cimino bei Desyllas Games 2015, ca. 80 min
OctoDice – Dice game for 1-4 players, ages 10+, by Chris Toussant a Pegasus Spiele 2015, ca. 30 min
Pie Face! – Action game for 2 or more players, ages 5+, at Hasbro 2015, ca. 10 min
Pingvasion – Card game for 2-5 players, ages 10+, by Bruno Cathala and Matthieu Lanvin at Bombyx/Asmodee 2016, ca. 20 min
Römisch Pokern – Dice game with action cards for 26 players, ages 10+, by David Parlett and Johannes Krenner at Amigo Spiele 2015, ca. 30 min
Skyliners – Building game for 2-4 players, ages 8+, by Gabriele Bubola at Hans im Glück 2015, ca. 30 min
Space Planets – Dice game for 2-4 players, ages 6+, by Benjamin Schwer at Haba 2015, ca. 15 min
Spooky Wooky – Spotting and reaction game for 2-6 players, ages5+, by Reiner Knizia at Piatnik 2016, ca. 20 min
Takara Island - Worker placement game for 2-4 players, ages 8+, by Takahiro & Sayaka Amioka at Ferti Games 2015, ca. 45 min
Wer war’s? Das Kartenspiel – Collecting game with cards for 2-4 players, ages 5+
Wickie Sagaland – Dice, search and memo game for 2-4 players, ages 6+, by Alex Randolph and Michael Matschoss at Ravensburger Spieleverlag 2016, ca. 20 min
Wo ist bitte Umtata? – Geographical quiz and guessing game for 2-5 players, ages 12+, by Arno Steinwender at moses. Verlag 2015, ca. 30 min
ZomBee – Dice Game for 2-5 players, ags 7+, by Klaus Kreowski at Kosmos 2015, ca. 15 min
 
NEW ARRIVALS:
6 nimmt! – Card placing game for 2-10 players, ages 10+, by Wolfgang Kramer at Mayfair Games 2015, ca. 45 min
Dino-Zug Quartett – Card collecting game with a license topic for 2-4 players, ages 4+, at Kosmos 2015, ca. 10 min
Disney Star Wars Rebels Abenteuer auf Lothal – Bluff game for 2-5 players, ages 6+, by Manfred Ludwig at Ravensburger 2015, ca. 15 min
Logicus Flexi Cube – Logic 3D puzzle for 1 player, ages 6+, by HUCH! & friends 2015, ca. 10 min
Logik-Labyrinth – Tile placement game for 2-4 players, ages 6+, by Joyce Johnson and Karen Hanke at Haba 2016, ca. 15 min
Pictureka – Visuel spotting game for 2 or more players, ages 8+, by Arne Lauwers at Hasbro 2015, ca. 45 min
Rondo Vario – Dice and threading game for 1-4 players, ages 3+, by Kirsten Hiese at Beleduc 2016, ca. 10 min
Superdoku – Tile placement puzzle for 1 player, ages 7+, by Ferdinand Hein at F-Hein-Spiele 2015, ca. 10 min
Wizard Jubiläumsausgabe 20 Jahre – Card game for 3-6 players, ages 10+, by Ken Fisher at Amigo Spiele 2016, ca. 20 min
 
 



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)
Children: 
Games for children an educational games. Adults can play in a guiding function.
Families: 
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 players 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(pink):
The game is influenced by dice, cards or any other form of random generator
Tactics (turkoise): 
Take decision, short-term planning, planning based on one move
Strategy (blue): 
Think ahead, long-term planning, planning for several moves
Creativity (dark blue): 
The player has to provide words, phrases, images and other creative efforts 
Knowledge (yellow):
Cultural and educational knowledge, long-term memory
Memory (orange): 
Remember, learn by heart, short-time memory
Kommunication (red): 
Talk to each other, negotiate, inform
Interaction (brown): 
Influencing each other, bluffing, auction
Dexterity (green): 
Motor skills
Action (dark green):
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
 



LEGAL DISCLOSURE
 
Disclosure according to Media Law: Media owner, Owner, Publisher and Producer: Verein „Österreichisches Spiele Museum“, represented by Chairman Dipl.Ing. Dagmar de Cassan, Raasdorferstrasse 28, 2285 Leopoldsdorf im Marchfelde Austria,, Fon 02216-7000, mail-to: office@spielen.at, Internet: www.spielejournal.at - www.gamesjournal.at
 
Editor-in-Chief: Dipl.Ing. Dagmar de Cassan
 
Official policy: The official policy is the opinion of all editors, freelance members of staff and guest authors. The games on which reviews are based are provided free of charge by the Austrian Games Museum for the reviewing period. Nobody receives any non-cash benefits, service benefits or cash benefits from games publishers. (All reviews not contributed to other persons are written by Dagmar de Cassan)
 
English Edition Version eBook 1.0
 
Copyright © 2016 by Spielen in Österreich
 
Die Spiele Collection, Spiele Kreis Wien, Österreichisches Spielefest, Spielefest, Wiener Spiele Akademie. Spiel der Spiele and two Spiele-Symbole are registered trademarks.
 
Your email address: We often inform our members, subscribers and all interested in our octivies about upcoming events and other points of interest. If you did not yet receive such information we do not have your email address. 
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