
THE GAMES JOURNAL
www.gamesjournal.at

ISSUE 498 - OCTOBER 2016
ISSN 0257-361X

Volume 40

INTERNATIONAL EDITION: IN THIS ISSUE WE PRESENT 62 GAMES



REVIEW uDC COMICS SUPERHELDEN

2 ISSUE 498 / OCTOBER 2016 www.gamesjournal.atColor codes, target groups, features, icons and GABIS are
explained on page 5 and at the bottom of pages 38 and 39

“Hurra! Yet another deck builder!“ will be 
the reaction of many gamers, be it with a 
sarcastic undertone or not. It is true, that 
the introduction of this game mecha-
nism with Dominion in 2008 triggered an 
avalanche of games of that kind, which 
seems unbroken till today. What is the 
difference of the DC Comics Superhel-
den deck building game, compared to all 
others?

First of all, it does not use a variant of the 
generic High Fantasy or Science Fiction 
settings, of which we have had plenty 
so far, but uses the DC Comics universe 
for a background. The characters in this 
universe are, granted, only a colorful mix 
of entirely fictitious stories from past and 
future, too, but have been, up to now, 
rather rarely been featured in a board 
game or a card game.
 Therefore, we assume the roles of Comic 
Heroes in a special segment of the DC 
Comics universe, the Justice League, to 
be precise. We can choose to embody 
Batman, Superman, Wonder Woman, 
Green Lantern, Aquaman, Cyborg or The 
Flash. Each hero commands his own spe-
cial Super Power, which gives his player 
a special advantage during the game. If 
you play Batman, for instance, you ac-
quire greater strength when using a lot 

of equipment cards. “Strength” is used as 
a currency by all players to acquire new 
cards from a common display and to im-
prove their decks in this way.

All players begin the game with an iden-
tical deck of cards. This deck comprises 
seven “Punch / Fausthieb“ cards, of value 
= one Strength, and three „Vulnerabil-
ity / Verwundbar“ cards without any ef-
fect whatsoever. This deck of ten cards is 
shuffled face down to form your personal 
draw pile, from which you draw five cards 
for your hand. In your turn, you can play 
any number of your cards in hand down 
to the table to use their (Strength) bonus 
to buy better cards from an open-faced 
display. A Heat Vision / Hitzeblick special 
ability for Wonder Woman? That’s avail-
able for six Strength! Or how about a Bat-
mobil for Flash? Why would I know what 
he might use that for? Never mind, you 
can find out for two Strength!
Altogether, there are six different types 
of cards, with costs varying from two to 
eight Strength, all can be bought from 
the open display, if available. The special 
ability “Kick / Tritt”, costing three Strength 
and giving you two Strength when it is 
played, is always available for buying, 
so that not everything is governed by 
chance.

The goal of all this is, to improve your 
deck with new cards in such a way that 
it enables you to defeat the currently ac-
tive Super Villain in your turn. This is eas-
ier said than done, because those villains 
demand between eight and thirteen 
points on the one hand and on the other 
hand execute an evil attack on all players 
when they are revealed from the deck of 
Super Villains for the first time. Such an 
attack usually randomly targets the hand 
or decks of players and can only be re-
pelled with cards providing „Defense / 
Verteidigung“ ability, if you can show 
them at the respective moment of attack.

As a reward for having taken on such a 
monster, you receive the Super Villain 
card for your deck. This card, on the one 
hand, gives you special bonuses when it 
is played and, on the other hand, is worth 
a remarkable number of victory points at 
the end of the game, when all the Super 
Villains have been defeated.

Yes, as in most games of this kind within 
recent years, the goal of the game in this 
deck builder, too, is to acquire most vic-

JUSTICE LEAGUE ON CARDS

DC COMICS SUPERHELDEN
DECK-BUILDING WITH HEROES

Jaunty fun with super heroes when you have 
familiarized yourself with cards and mechanisms. 
The plethora of tactical considerations and card 
combinations keep the deck building interesting and 
make you want to play again, but leave no room for 
strategic decisions. Players with the luck of the draw 
at the right moment have a big advantage but one 
can accept that due to the fantastic topic and the 
rather short duration of the game.

Dennis Rappel
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My lines for WIN 
Dagmar de Cassan, Editor -in-Chief

This issue is Oktober 2016, WIN 498, which in 
terms of content and time frame is set after 
the Special Essen Issue, WIN 499, which pre-
sented the games from Spiel ´16 at Essen, a 
compilation that has kept us busy for nearly 
two months.
For this issue, we have compiled an interes-
ting selection of games, which should have 
something for everybody’s taste. Have fun 
when reading and playing!
As a kind of preview or introduction to the Ju-
bilee edition WIN 500 in November we want 
to thank all our friends who contribute to the 
publication of WIN, with their reviews, their 
images, their macros which make the compi-
lation of an issue so much easier! Thank you 
to all of you!
Please recommend our journal to your family, 
friends, acquaintances and colleagues, so that 
everybody who likes to play board and card 
games and wants to be kept informed on the 
current games can get to know our journal.
And if you are interested to have a certain 
game reviewed in WIN or have other sug-
gestions for the 41st volume of WIN, starting 
in January 2017, please let us know, we look 
forward to your message!
Reading the journal is currently free of charge 
for all, but please respect our (c) copyright. 

You can find all issues at 
http://www.gamesjournal.at

See also our annual Games Companion at 
http:// www.spielehandbuch.at þ

INFORMATION
Designer: Matt Hyra, Ben Stoll
Artist: L. R. + Team, M. Suzuki
Price: ca. 25 Euro
Publisher: Kosmos 2016
www.kosmos.de

Deck building, hand management
Users: With friends
Version: de
Rules: cn de en it
In-game text: yes

Comments: 
Action-rich comics design * Smooth game 
play * Lots of card text

Compares to:
Ascension, Star Realms

Other editions:
Cryptozoic (en), Broadway Toys (cn), Cosmic 
Games (it)

EVALUATION
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PLAYERS:
2-5
AGE:
8+

TIME:
45+

tory points. And, despite the fact that all 
newly acquired cards provide their share 
of points, the Super Villains contribute so 
massively, that there is hardly an alter-
native “strategy” to defeating them. But 
that is not really necessary.

„DC Superhelden“ follows a clear con-
cept. By using standard and reliable, 
time-tested deck building mechanisms, 
the game allows players to create their 
individual card combinations quickly 
and easily and rounds off the experience 
with a tasteful comic book topic, that fits 
like a punch in the eye. Instead of long 
pondering down times you are offered, 
combined with the right group of play-
ers, a fast and entertaining experience 
with enough tactical decisions through-

out the game. Fans of interactive card 
game will not get heir money’s worth, 
as the game play is mainly solitaire, with 
the exception of the Super Villain attacks. 
This, however, does not diminish the fun 
in playing, because the game is simply a 
race for most victory points, no more, no 
less.

I like the game very well! I am a huge 
fan of Marvel and DC Super heroes and 
the topic goes exceedingly well with the 
genre of deck building games. As in all 
those games, the luck of the draw can 
give you a huge advantage or nip all your 

chances to win in the bud early in the 
game, but I can easily live with that in DC 
Comics Superhelden. I give a clear rec-
ommendation on the game, for all fans 
of “Dominion” as well as of the DC Comics 
universe. Simply relax and play! þ

Dennis Rappel
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Over the last few years, two games by 
Thomas Spitzer were published, both by 
Spielworxx, Ruhrschifffahrt 1769-1890 
in 2012 and Kohle und Kolonie in 2013, 
both dealing with the topic of coal mining 
in the Ruhr region. The third part of the se-
ries, Haspelknecht, was published in 2015 
by the Dutch publisher Quined Games, in 
which we relive the history of the emerg-
ing coal mining in the 16th century - at the 
start of the game we begin to mine the 
coal on the surface of our farm land, while 
later in the game we move below ground. 
The title-giving Haspelknecht, by the way, 
was a journeyman who worked the Haspel, 
that is, the bobbin, which pulled the coal 
out of the shaft.

At the start of the game, each player re-
ceives an identical player board, on which 
are placed small black cubes at marked 
positions - the coal, that each player can 
mine from his board during the game. You 
also set up a grid of six-sided tiles, in ran-
dom order and in relation to the number of 
players. Each of these hex tiles represents a 
technology that can be developed during 
the game to acquire - directly or indirectly - 
victory points or small advantages for your 
game play.

The game is played over three years. Each 
of those years is divided into four seasons. 
Winter is reserved for scoring; spring, sum-
mer and autumn all follow basically the 
same course and are the equivalent of one 
round each.

In each round, each player first selects his 
action discs, which you then can use to do 
actions in the upcoming action phase. This 
selection of action discs is the highlight 
and heart of the game, the like of which I 
have not yet encountered, and is done in 
two parts. The action discs are available in 
three colors - black, brown and yellow. For 
each player, a pool is filled with six action 
discs, randomly drawn from a bag. Then, 
beginning with the starting player, each 
player chooses one pool and takes all ac-
tion discs of one color from this pool. In a 
second round, each player again chooses 
one pool and one of the remaining colors 
in that pool and takes all those discs, but 
you cannot have more than five discs in 
total. Then, in relation to the selection of 
action discs made in the first round, a new 
turn order is determined.

Thus, each player has now maximum five 
action discs, in maximum two distinct col-
ors, which can be used for actions; discs 

that you cannot use are forfeit. At the 
start of the game we have three charac-
ters which can be activated with the ac-
tion discs. Farmer and Farmhand can use 
all colors. Black action discs are placed to 
mine coal or to remove pit water; brown 
discs are used to acquire wood and yellow 
ones to acquire grain. Each worker can only 
do one type of action, but as many times 
as you want. The Farmhand, for instance, 
can cut down wood three times with three 
brown discs, but not acquire one wood 
with a brown and one grain with a yellow 
disc at the same time. As an alternative, 
the Farmer can develop a technology. To 
to this, you must place the corresponding 
action discs on the farmer, as stated on the 
respective technology tile.

The Coal digger can only be activated by 
spending exactly one yellow action disc, 
one grain or one Thaler, to be able to mine 
coal and pit water somewhat more efficient 
than Farmer or Farmhand. Thaler, however, 
are a very valuable and rare resource that 
can only be acquired by technologies. As 
soon as the coal near to the surface, from 
the so-called Pinge, has been mined, the 

COAL SAGA, PART THREE

HASPELKNECHT
ABOVE GROUND, BELOW GROUND

I like the mechanism which I use to select my action 
discs in Haspelknecht. The multi-dimensional 
decisions which I must take each time to balance 
turn order against type and efficiency of action is 
suiting my tastes exactly. However, I deduct one 
point, because I feel that the strategic options are 
too restricted. I believe that the already present tech-
nology element could have been put to better use.

Markus Wawra



WIN The Games Journal now also available as eBook!
For all information on that check our website.www.gamesjournal.at 5ISSUE 498 / OCTOBER 2016

REVIEWtHASPELKNECHT

GAMES BUYER INFORMATION SYSTEM - GABIS

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

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

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

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

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

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

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

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

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

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

 Knowledge:
Cultural and educational knowledge, long-term memory

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

 Communication: 
Talk to each other, negotiate, inform

 Interaction: 
Influencing each other, bluffing, auction

 Dexterity
Motor skills

 Action:
Body movement, balance and reaction

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

INFORMATION
Designer: Thomas Spitzer
Artist: Johannes Sich
Price: ca. 45 Euro
Publisher: Quined Games 2015
www.quined.com

Development, worker placement
Users: For experts
Version: multi
Rules: de en fr nl
In-game text: no

Comments: 
Complete, but simply-layouted rules * Good 
action mechanism * In-depth use of topic * 
Scoring overview is missing

Compares to:
Amerigo, Orleans

Other editions:
Capstone (en)
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PLAYERS:
2-4
AGE:

12+
TIME:
90+

Coal digger is replaced by Miner and Farm-
hand, both mine underground and bring 
out pit water and coal from the shaft.

Of course, you need to consider some 
details for implementing the respective 
actions; coal can only be mined from seg-
ments, when the wood necessary for shor-
ing up is available. The randomly arranged 
technology grid is, so to say, a technology 
tree; technologies of higher value can only 
be developed when one of the predeces-
sors is already known.

All these actions serve to acquire, in one 
way or another, victory points or assorted 
items, which are converted - in a rather 
complicated final scoring - into victory 
points. After a total of nine action phases, 
you win, if you could make optimum use of 
them to collect most victory points.

Fortunately, there are several ways to ac-
crue many victory points to keep you in 
the running. Mining of coal gives you a lot 
of points, and they can be much increased 
by using suitable technologies. As an alter-
native, you can decide on play with an em-
phasis on technology and mostly neglect 
mining coal, even if this slightly misses the 
game’s topic.

The deciding element, however, is the se-
lection of action discs, which is highly in-
teresting for game tactics. With turn order, 
number and color of the action disc you 
need to consider three important aspects 
at the same time, all of them of course 
dependent on the current situation and 
therefore evaluated differently for each 
player.
The graphic design for me is a bit dark, but 
fits the topic well and works well for the 
game play, too. But I have one major point 
to criticize: The final scoring is not intui-

tive at all, as nearly all elements are scored 
differently. So, a small scoring overview 
for each player would be really helpful 
and desirable, unfortunately it is missing. 
The rules, too, are rather simply arranged. 
They leave no question unanswered, but 
for graphic layout and structure a much 
higher standard has developed over the 
last years. þ

Markus Wawra
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Obeying the call of the gods, you must set-
tle and cultivate Mount Meduris. This set-
tling and cultivating is done by obtaining 
row materials on the high plains, building 
huts or temples with those row materials 
and using them to make sacrifices to the 
gods when the Druid appears.
Due to their use as building materials and 
donations for sacrifices, raw materials are 
the central element of the game and need 
to be acquired cleverly and you need to 
plan their collection and the timing of their 
use very well. Planning, however, does not 
end with obtaining raw materials, because 
well-placed huts give you rune stones for 
the Druid and temples next to big settle-
ments make the gods more merciful and 
content.
You begin the set-up with distributing 
bonus chips on six cases of the side of the 
board suitable for the number of players, 
have a starting capital of five victory points 
and take one piece of raw materials - wool, 
stone, wood and copper - behind your 
screen and huts and temples of your color 
in front of your screen.
In a game of three or four players each play-

er uses two workers, in case of two players 
three workers, and places them in turn of 
any of the high plains, each high plain can 
take three workers which are stacked on top 
of each other. 

A turn of the active player begins with Phase 
I, Small Yield: You roll the die: For a result of 
+1, each player takes one raw material avail-
able on a plain for each of his workers there 
and puts it behind his screen. For +1 in a 
circle arrow you take any raw material; for -1 
in a circle, arrow you return one of your raw 
materials to the corresponding plain.
Then comes Phase II, Big Yield, of your turn, 
with a choice from three options:
1. Acquire raw materials - You take one 
worker, also from a stack, and put him on 
another high plain, on top of other work-
ers already on this plain. Then all workers 
on the plain give their owners as many raw 
materials as correspond to their position in 
the stack. 
2. Build a Hut - You choose a case on the 
board and return the raw materials indicat-
ed there to the respective high plains (any 
three goods can replace one good), put a 

hut on the case and take the corresponding 
rune stone, if necessary from another player. 
Finally, you advance the Druid by one step.
When there is a bonus chip on the case you 
selected, you take it and either get two vic-
tory points or build for free or leave it place 
and use it in a sacrifice to the Druid when 
applicable.
When there is a hut next to the selected 
case, you are building a settlement and 
must invest more raw materials, always as 
many per indication icon as there will be 
huts in the settlement when you have built 
your hut.

3. Build a Temple - A temple is build just like 
a hut, but only on a case without bonus 
chip, always only for the materials indicated 
on the case, regardless of huts on adjacent 
cases, and you get no rune stone.

If the Druid arrives at the last stone case of 
his path, he then, in a step, moves along his 
path to the next hut. There he stops and 
the owner begins a sacrifice ritual: He can 
sacrifice one or both raw materials as indi-
cated on the case of the hut. If he sacrifices 
one, he receives a victory point. If he sacri-
fices both, he receives a number of victory 

SETTLEMENTS AND SACRIFICES

MEDURIS
CALL OF THE GODS

With Meduris, Haba has established itself firmly in 
the orbit of ambitious family games, this is a worker 
placement game not with scarcity of workers, but 
scarcity of resources.

Dagmar de Cassan
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INFORMATION
Designer: S. Dorra, R. zur Linde
Artist: Miguel Coimbra
Price: ca. 35 Euro
Publisher: Haba 2016
www.haba.de

Settlement, Worker Placement
Users: With friends
Version: multi
Rules: de en  es fr it nl
In-game text: no

Comments: 
Good for families with gaming experience 
* Standard topic * Worker placement nicely 
implemented * Very nice design

Compares to:
Worker Placement with resources scarcity

Other editions:
Currently none
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2-4
AGE:

10+
TIME:
75+

points equal to the number of huts in the 
settlement. If you cannot make a sacrifice 
or do not want to, you lose a victory point. 
Then the druid moves to the next hut of the 
settlement and the owner begins the sacri-
fice ritual, and so on. After the last hut in a 
settlement, the movement of the Druid fol-
lowing the building of a hut or temple ends. 
When the Druid crosses the river, a scor-
ing of rune stones is done, you receive one 
victory points for each rune stone that you 
own.
When someone has build all his huts and 
temples, all other players have one more 
turn. Then the position of the druid is 
marked and he moves one complete circuit 
with a sacrifice ritual for each hut, but with-
out a rune stone scoring when he crosses 
the river. Finally, you receive victory points 
for your temples, equal to the number of 

huts in uninterrupted sequence to the left 
or right of a temple. Rune stones give you 
one point for one stone, three points for 
two stones, six points for three stones, etc.

With Meduris, Haba has published an im-
pressive and harmonious extension for 
their range of ambitious family games; the 
first impression of a simple placement and 
collecting game is deceiving, the game be-
gins slowly, but then the challenges mount 
up quickly, because you must acquire your 
raw materials very deliberately and manage 
their deployment and you must never for-
get the sacrifices the Druid will demand. It 
pays to spend more raw materials to build 
huts in settlements and then a temple next 
to the settlement, and, especially, to always 
have the two necessary materials available 
for the Druid ambling by, because that 

gives you an extraordinary amount of vic-
tory points. A game for experienced play-
ers, or so it seems, but all families whose 
children grew up with Haba games, must 
be considered to be experienced. þ

Dagmar de Cassan
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Up to six courageous players set out with 
the intention to collect most treasures on 
the ice heights of the Frost Mountains, in 
the thicket of jungles and the depths of 
lava caves. But take care, there are some 
“treasures” like an old shoe or a rotting 
egg that are better left where they are. 
And then there are goblins that you need 
to fend off ....
At first glance, this card drafting game 
wins you over with a simple set-up and 
quickly explained rules. At the start of 
each of the five rounds, players receive 
a hand of nine cards. Those cards can 
be adventurers (number cards from 1 
to 12, in three colors, Frosty Mountain 
Blue, Jungle Green or Lava Red), Watch-
dogs (to fend off goblins), Coins (which 
are paid out 1:1) or action cards. You se-
lect a card from your hand and pass the 
remaining eight cards to your neighbor, 
then all choose another card and hand 
on the rest, until all cards are drafted and 
each player again holds a hand of nine 
cards.

Now, Phase 2 of the round begins and we 
set out to loot treasures.
At each of the three locations - Frosty 
Mountains, Tangled Jungle and Lava 
Cave - two treasure tiles are available. 
One of those treasures is one that is hard 
to find; it goes to the player who has the 
highest total to show from summing 
up his adventurers plus or minus action 
eventual card values; the other treasure 
is one that is easy to find, it is awarded 
to the player with the lowest total from 
adventurers and action cards. All play-
ers must play their adventurers (= color 
cards with a number value) for the re-
spective locations and can play action 
cards. Those action cards manipulate the 
total sum of values (double, plus 4, plus 
8, minus 2, or annulling one single card) 
or allow a player to draw another card 
(which then must be played, if it is an ad-
venturer) or help to fend off goblins. As 
soon as nobody wants to play another 
action card, you determine minimum 
and maximum number totals for a given 
location. In case of a tie, the treasure goes 
to the player who did play the adventurer 
card with the highest value. Players who 
did not play cards in the respective color 
or who manipulate to their total to Zero 
or below Zero, do not receive a treasure. 

If only one player did play cards for a loca-
tion, he receives both treasures.

In this way, all treasures from all three 
locations are handed out. Treasures are 
usually artifacts of values ranging from -8 
to +20 Gold, but you can also receive yel-
low or gray magical scrolls. Yellow scrolls 
can be used once at the end of any round 
of your choice; they give you, for instance, 
points for all green cards, that you have 
played in this round, or a bonus for cards 
of values 4, 5 or 6. But you might also 
come across Watchdogs or Coin Cards.
Gray scrolls, on the other hand, are kept 
until the end of the game and are only 
scored then for points, for instance for 
the number of treasures that you collect-
ed, or for defeated goblins.

When treasures have been distributed, 
the goblins must be fought and defeat-
ed. In each round, three goblins are on 
display; Goblin tiles show between one 
and three pawn symbols and you must 
scrape together this number of paws on 
watchdog cards in order to defeat the 
goblins, and also between one and three 
coins which you must pay to the goblins, 
if you cannot fight them off. Each player 
displays all his watchdog cards, adds up 
the paw values and checks for each in-
dividual goblin if it can be defeated. All 
goblins that you cannot be defeated, 
must be paid. The player with most 
watchdog points receives the goblin 
chips (one gold each= and all coins paid 

to goblins by other players. In case of a 
draw you win with the highest discipline 
value on a watchdog card. If you want to 
save your money, you can play the “Scar-
egoblin” action card, which fights off all 
goblins, but you cannot with the goblin 
tiles with it.

Now all players show all coin cards, which 
they selected during the drafting phase, 
and receive the respective amount of 
coins. Unused action cards are simply 
discarded. Finally, you can resolve the 
effects of any number of yellow magic 
scrolls.

Then, you shuffle all cards together, 
treasures and goblins are displayed and 
a new round can begin. After five such 
rounds the game ends and you sum up 
your artifacts, gray magic scrolls, goblin 
tiles and the coins that you have acquired 
– the winner is whoever could amass 
most gold coins.

Friends of great tactical decisions will not 
take a great shine to this game, but oc-
casional gamers and families will love it, 
as topic and design are especially appeal-
ing to them. In a game with three players, 
you can still form a good picture in your 
mind of which cards are in play and what 
your fellow players might have in their 
hands. But in a game with six players, 
the element of chance in the game is sig-
nificantly higher. Some card hands you 
see only once! The fact, too, that all nine 
cards are drafted, adds a drop of bitter-
ness to the cup, as you are dealt the last 

FIGHT GOBLINS, COLLECT TREASURES

SCHATZJÄGER
WHEN LESS IS MORE, SOMETIMES

Not a game for tacticians, but a simple, nice family 
game, ideally suited for all players who do not mind 
a very much chance driven game.

Carina Katinger
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INFORMATION
Designer: Richard Garfield
Artist: Markus Erdt
Price: ca. 25 EUR
Publisher: Queen Games 2015
www.queen-games.com

Card drafting, collecting
Users: For families
Version: de
Rules: de en hu pl
In-game text: no

Comments: 
Lots of chance * Simple rules * Pretty design 
* Short down-time due to simultaneous 
card drafting * A bit lengthy with six players

Compares to:
Sushi Go, 7 Wonders, Die Holde Isolde

Other editions:
Queen Games (en), Piatnik (hu), rebel.pl (pl)

EVALUATION

M
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:

PLAYERS:
2-6
AGE:
8+

TIME:
40+

card without an option of selection and 
this can absolutely destroy a minimum 
that you wanted to achieve. And a player 
who draws an additional card when re-
solving the „Mystery Mule“ action card, 

can thwart the plans of several players at 
the same time, maybe including his own.
There is now real development or ad-
vancement, the five rounds all follow the 
same pattern, there are now more valu-
able treasures or stronger goblins in later 
rounds. All is randomly shuffled and as-
signed, which can get a tad monotonous 
in a game of six players, due to the slight-
ly longer playing time. Yet, if you want a 
simple, chance-driven, fun car game, you 
have found it with this game. þ

Carina Katinger

Aim of the game is to set up the best 
spy network - all players begin with an 
identical set of six spies and send them 
to various locations to recruit more ex-
perienced spies. To win and to dominate 
Estoril, you must have completed most 
missions and command the best team of 
spies.

The game board for each round of the 
game is randomly assembled from six lo-
cation boards in a 2x3 grid. Then six ran-
domly drawn character tiles are placed, 
face down, on the reward cases on the 
board for reward tiles. All mission tiles 
are shuffled and four of them are placed 
openly as missions for the game, the rest 
is set aside.

Players start, as already mentioned, with 
six character tiles and 3-4-6 cubes for 
4-3-2 players. Then players in turn place 
one of their characters plus one of their 
cubes onto a free placement case on the 
location tiles, adhering to the placement 
rules: If you place a character on an outer 
case and the case is marked with “top 
secret”, you place the character tile face 
down; if not, you place it open-faced. 
Another option is, to place a character 

from your hand on an inner space. In 
this case, the new character tile must be 
adjacent to one of your own character 
tiles with a cube. Again, you place the 
tile face-down, if the case is marked with 
“top secret”, otherwise you place it open-
faced. For some locations, symbols indi-
cate special rules.

When all players have placed their char-
acters plus cubes, the six location board 
tiles are resolved in numerical order of 
the tiles; this resolving includes making 
use of character abilities, determining 
the strongest player on a tile and award-
ing the reward tile. First, all characters 
and the reward tile on the current loca-
tion tile are revealed. Then the character 

abilities are resolved in order of the Ro-
man numbers on the cases; players can 
make use of the character abilities, but 
need not use them.

Character abilities are: Assassin - you de-
termine another player who takes back 
in hand one of his characters on the 
current location board. Conspiracy - you 
look at the top character from the stack 
and the reward for the location. Nation-

SPY NETWORKS AND LOCATIONS

STADT DER SPIONE
ESTORIL 1942
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alism - the character adds 1 strength for 
each flag of his own nationality on the 
current or an adjacent location tile, even 
on a character is controlled by another 
player or on a reward. Seduction - you 
choose a character from an adjacent 
location, even if already resolved, and 
places it together with its cube, on a 
free case on the location tile being cur-
rently resolved. Diplomacy - you choose 
of of your or an opposing character on 
the current or on an adjacent, still un-
resolved, location tile and mark it with 
a white cube; the character is, in this 
round, immune against Assassin or Se-
duction.

The strongest player wins the reward tile 
on the location tile and takes it into his 
hand as a character tile. In case of a tie 
the tile goes to the player whose charac-
ter is placed on the case with the lowest 
number. 

In this way, all six location board tiles are 
resolved; then all players take back their 
characters from the location boards in 
Hand. Then you discard character tiles 
face down from your hand, if you hold 
more than six tiles, until you have six 
characters in hand. Discarded character 
tiles are stacked face down and then 

revealed simultaneously. Those charac-
ters stay with players for victory points 
and can be checked at any time by any 
player.
Finally, the rounds counter is advanced 
and the left neighbor of the current 
starting player becomes the new start-
ing player.

All following rounds are played in the 
same way; at the end of the fourth 
round, victory points are awarded: 1 VP 
for each discarded character tile in your 
pile; VP on each character in hand as 
stated on the card, and victory points for 
completed missions. A mission is com-
pleted when you have the majority of 
the symbols on a mission tile on charac-
ters in your hand. 

There are also rules for three variants:
For „Secret Missions“, face-down mission 
cards are introduced; they are placed 
between two players and only those two 
players can look at the mission card be-
tween them. At the end of the game, all 
missions are revealed and all can score 
all missions. 

In the variant „Secret recruiting agenda“, 
each player is dealt a secret mission and, 
at the end of the game, scores with sym-
bols on characters in hand and in his dis-
card pile.

In a scoring variant for mission, you score 
three points if you are in second place 

for the majority of mission symbols. 
Well, behind the agents/spy topic of 
the game, a not-so-simple position op-
timization game is hiding, in which you 
need to achieve the best possible result 
for your characters from possible posi-
tions of characters in combination with 
character abilities and special rules for 
the various locations. Of course, you also 
need some luck with reward characters, 
but all in all you ponder and combine 
and hopefully recruit an agent who con-
tributes to the completing of missions. 
A bit of card memory is necessary, too, 
even if you can look at the stacks of dis-
carded characters of other players. The 
rules leave no question unanswered, if if 
being structured in a somewhat unusual 
way.

All in all, a nice game among friends, 
maybe also for families with some gam-
ing experience. The location modules 
in new arrangements provide variety 
and the pondering and puzzling is good 
fun, as it plays, contrary to expectations, 
rather quickly. þ

Dagmar de Cassan

INFORMATION
Designer: L. A. Sousa, Gil d‘Orey
Artist: Mihajlo Dimitrievski
Price: ca. 27 Euro
Publisher: Heidelberger 2016
www.heidelbaer.de

Spies, tile placement
Users: With friends
Version: de
Rules: de en es pl pt
In-game text: no

Comments: 
Attractive design * Abstract despite the 
topic * Unusually structured rules * Plays 
quickly despite need to consider

Compares to:
Placement game with tile interaction

Other editions:
Mesaboardgames (es, pt), Stronghold Games (en), 
Rebel (pl)

EVALUATION
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:

PLAYERS:
2-4
AGE:

10+
TIME:
60+

A very different placement game in which you need 
to optimize your position to be the strongest and to 
acquire interesting characters.

Dagmar de Cassan
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The Gallerist is the new “son” from Vital Lac-
erda, a designer who brings us very interest-
ing and complex games usually composed 
of a basic rule and some “sub-mini-games” 
that are necessary to complete the main 
one: Vinhos, CO2 and Kanban are his most 
renowned titles. The Gallerist is basically 
a Worker Placement game with resources 
handling, but frankly, as we will see, it can-
not be firmly classed in this way 

The big box (310x390x80 mm) comes com-
pletely full of components of high quality: 
a big board, 4 large player boards, 4 series 
of colored meeples (the Assistants) and 3 
extra series of smaller ones (the customers), 
a deck of small cards and a lot of cardboard 
components. But the “eye-catcher” is the 
thermoformed tray to host all those compo-
nents: every piece has its precise place and 
a transparent lid keeps everything in place. 
A very nice idea (similar to counter storage 
trays in wargames) that I would like to see in 
many other games. My only minor negative 
note goes to the three wooden easels that 
tend to fall down every time that the table 

is shaken.

SET UP
The set-up of The Gallerist, as in many oth-
er games from Lacerda, is a bit longer as 
many components should be prepared and 
placed on the board: my suggestion is to 
store all the components in separate plastic 
bags, at the end of each game, in order to 

sort and place them much quicker for the 
following one.

On the right side of the board is the ARTIST 
COLONY were the Artists and their “Works” 
are placed: paintings, sculptures, photos and 
digital artworks. There are two kind of Art-
ists: let’s call them “Unknowns” (blue color) 
and “Famous” (red color).

On the left side, we see the INTERNATIONAL 
MARKET, composed of 7 rows and 3 columns 
(21 cases): the first 4 rows are filled with 12 
Reputation tiles that may be acquired by the 
players to get bonus or Victory Points (VP). 
The following 3 rows are important to score 
extra points.
 
On top of the board is the SALES OFFICE 
with 4 Contract cards. Here the players will 
take the necessary contracts in order to sell, 
later, the acquired Artworks.

Finally, on the bottom, we have two separate 
zones: the first is the MEDIA CENTER, where 
the players will recruit new Assistants or 
promote their Artists in order to gain fame 
(and money). The second is the INFLUENCE 
TRACK, with 35 cases where are printed 
“Fame” stars and the “Money” coins (more on 
them later).

In the middle of the board there is a round 
square with 5 visitors (randomly taken from 
a bag) waiting to purchase their tickets and 
visit the four galleries around (one per play-
er).
Each player takes a personal board, 1 Galler-
ist marker, 10 Assistants (2 are placed on the 
desks and 8 on the unemployment queue), 
10 Coins, and 1 Reputation tiles (4 of them 
are available at the beginning, one per play-
er). Finally, one Art Dealer card and one Cura-
tor card are randomly distributed: they are, 
in effect, a sort of objectives useful to gain 
extra VP. 

THE GAME

The basic mechanics of the game are simple: 
in turn the players move their marker (the 
Gallerist) to one of the four zones on the 
board, eventually pushing out any other 
marker that was already positioned there. 
Then they select one of the two possible 
main actions and, if they wish, they may also 
make a secondary action. The owners of the 
“pushed” markers may now make a subsid-
iary action or a main action if they wish to 
pay part of their Fame. And everything starts 
again....

But let’s look a little closer to each single sec-
tor

(1) - ARTIST COLONY

Here it is possible to “discover” a new Artist, 
turning upside his tile (if still covered) and 
placing a cube on the lower position of his 
“Fame track” (printed on the tile). Each Artist 
has TWO small “signature” tiles that allow the 
players to use their artworks: the first player 
to “discover” an artist takes one of them and 
places it on his personal board. This tile will 
grant him the purchase of one “artwork” of 
this Artist in the future, paying the initial 
cost even if his fame was increased (increas-
ing the fame, of course, will also increase the 
cost of the artworks). Once an Artist’s tile has 
been turned on and a signature tile is still 
available, any other player may purchase 
one of his “Artworks” paying the “current” 
price indicated on the Artist’s fame track 
and placing the second “signature” tile on 
his personal board at the right case (accord-
ing to the fame level). Now the works of this 
Artist are no more available until one of the 
first two is sold: if this happens the related 
signature tile will come back on the Artist 
Colony and will be available to purchase a 
new artwork.
The second available action of this sector 
is ... purchasing an artist’s work, paying the 
price indicated on his fame track.

ART TO MAKE A FORTUNE

THE GALLERIST
AN INTERESTING TRIP AMONG THE MERCHANTS OF ART

A complex game difficult to crack initially but very 
rewarding once you learned the mechanics.

Pietro Cremona
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(2) - MEDIA CENTER
Here it is possible to hire new Assistants: 
each player may have a maximum of 4 As-
sistants in his personal board (4 desks are 
printed on the board to remind this point): 
two of them are already assigned at the 
game’s start, while the other eight are wait-
ing on the unemployment queue (on the 
left of the personal board). During the game 
those Assistants may be assigned to a tem-
porary work on one of the four sectors: this 
happens when a player moves his Gallerist 
to another sector, leaving one of his Assis-
tants (if still available) in his place. The rea-
son? If another Gallerist arrives in this sector 
the Assistant is pushed out, but his owner is 
allowed to perform a secondary action be-
fore sending him back to the office. In the 
middle and final part of the game the Assis-
tants are much more useful in the Interna-
tional Market, where they stay until the end 
of the game: this explain why at a certain 
point of the game it is absolutely necessary 
to hire new Assistants.
As an alternative, players may select the 
second available action: promoting one of 
their Artists. On the top right of each Artist’s 
tile is printed his original level (usually “0” 
or “1” for the blue tiles and “2” or “3” for the 
red ones). This level may be improved with 
the “promotion” action: the players spend a 
number of Influence Points (IP) equal to the 
new level that they wish to purchase (from 
0 to 1, from 1 to 2, etc.) and place the new 
promotion tile on the Artist. This action will 
automatically increase the fame of the artist 
and, consequently, the value of his artworks 
(from the initial zero to a maximum of 20). 
As a side advantage of this action the play-
ers get some bonus: new tickets, new visi-
tors, some money or an increase of the IP.

(3) - Sector SALES OFFICE
The more famous an Artist is, the higher is 
the price of his works. After a few turns, it will 
be necessary to make some cash selling the 
acquired artworks: to do that the Gallerist 
has to visit this section twice. The first, obvi-
ously, is necessary to take a “Contract”: the 
player select one of the four available cards 
and place it on his personal board. Which 
contract should be selected depends on 
the kind of artwork already on his Gallery 
(the icon on the card must match one of 
the owned artworks) and also on the special 
bonus depicted on the card. You may, for ex-
ample, purchase a contract to sell one photo 
art that you already have in your gallery and 
the card allows you to take some money, or 
to collect IP, etc. if you send there an Assis-
tant (during a secondary action). 

The second visit should be paid if a player 
has one (or more) contracts and some 
matching artworks: coming in this section 

allows him to SELL one of the artworks of 
his gallery. Usually these works are pur-
chased for a low price, when possible, and 
then the fame of the Artist must be pushed 
in order to rise his value, possibly arriving to 
the maximum level of 20 (for a masterpiece). 
The player takes the money corresponding 
to the actual level of fame but must send 
one visitor from his Gallery back to the 
central place: he is in fact the person who 
bought the artwork!

(4) - Sector INTERNATIONAL MARKET

The final sector is the most complicate to 
handle: you have here the usual two pos-
sibilities, but you need an Assistant for 
both. The first action is: take a “Reputation 
tile” from the top four rows. Three columns 
are available and the access to each one is 
regulated by a special condition: to take a 
tile from column 1, for example, you must 
have one visitor of ANY color in your Ticket 
Office (the case between the round square 
and your Gallery); for column 2 you need 
1 brown and 1 pink visitors, etc. Then you 
cross index that column with the row cor-
responding to one of the artworks in your 
Gallery. 
(Confused? We were also confused in the 
first game, but look at Photo 5 while I make 
an example). 

Example: to get the tile of the fourth row 
and second column you need to have at 
least one “Painting” work (row 4) in your gal-
lery and 1 brown and 1 pink visitors (column 
2) in your Ticket Office. You may now take 
the tile and place one Assistant in its place. 
Later you may activate this tile (with anoth-
er Assistant) to get 1 IP and 3 coins for each 
Painting that you acquired. 
As an alternative for this Sector you may 
BID for one of the cases in the bottom three 
rows: again, you need in your Ticket Office 
the requested visitors (columns 1-2-3) and 
you must pay the amount of money of the 
selected row (the values are on the left side 
of each row). Again, you must place an As-
sistant on the selected case, but you do 
not get any other bonus. Whatever you did 
in this section, after placing your assistant 
you gain some IP: 3 IP if he was placed on 
column one, 2 IP in column two and 1 IP in 
column three.

But why we have to spend money and As-
sistants on the International Market? Be-
cause at the end of the game each column 
is scored; the player with most Assistants on 
column one will get 6 VP (see again photo 
4), the second 3Vp and the third 1 VP. In col-
umn two: 10-6-3 and in column three: 15-
10-6. Not bad! 

Until now we described mainly the “primary 
actions” of each sector, but we said before 
that, after having finished his main action, 
each player may also select ONE extra “ex-
ecutive” action that allows him to use one or 
more tickets to move visitors or use an As-
sistant to perform the bonus of the Contract 
cards or Bonus Tiles. 

If we pushed out another player’s Gallerist 
(or Assistant) they are allowed to make an 
Executive action too or, alternatively, they 
may also decide to make a primary action 
spending their influence (i.e. sending back 
their IP marker to the closer preceding star 
in the Influence track). After that the Galler-
ist is sent back to his Gallery (or the Assistant 
to the personal board). 

If one of tickets decks is exhausted (there are 
three kind of tickets: white, pink and brown, 
and each ticket may move a visitor of the 
same color) the game stops for a while and 
a certain number of VP and/or coins is given 
to the players, under certain conditions (tiles 
and/or visitors in their galleries).

The game ends when TWO of the following 
conditions are met:
(1) - There are no more tickets in the reserve
(2) - Two or more Artists become Celebri-
ties (their Artwork reached the score of 20 
points)
(3) - There are no more visitors in the reserve 
bag

The players now transform everything in 
coins (International Market, tiles, Influence 
points, etc.) and add the eventual VP of the 
two “objective” cards received at the begin-
ning of the game. The higher total wins

Bottom Line 

I have to admit that our first game left my 
partners and me rather confused: we were 
so concentrated on the mechanics and 
on the sub-games that we had no idea of 
which strategy to try or which direction to 
take. A couple of games are absolutely nec-
essary in order to really understand what 
you have to do and how to perform to try to 
win. Then, suddenly, everything fits and the 
players start to follow their own path while 
the game appears clear and competitive. 
Everyone knows and understands the many 
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ways to gain money, Influence Points and 
how to get the necessary tickets to “attract” 
new visitors in each Gallery. I do not wish to 
describe in detail all this points to avoid the 
risk to bore the readers, but if you try The 
Gallerist you will probably experience the 
same feeling. 
One thing should be clear: we all liked this 
game very much despite the initial prob-
lems.

Let me share with you some of our sugges-
tions. During our first game, we were so busy 
in following the path “discover a new artist / 
purchase an art work / make publicity / sell 
the art work to get money and start again” 
that we went to the International Market 
very late in the game and without an idea of 
what to do there: in the following sessions, 
the competition for the International Mar-
ket started very early and was a very hard 
fight as we were all aware of the importance 
of the points granted by this Sector. 

Making a “contract” with Artist in the early 
phases of the game allows the players to 
spend some time and resources in public-
ity in order to rise his value while the oppo-
nents have to spend much more money for 
one of his artworks. There are only TWO sig-
nature tiles per artist, so very often the two 
players that have them will try to cooperate 
in order to rise quickly his value. Remember: 
you may have only ONE contract in your 
personal board, so you have to purchase 
artworks of other “discovered” artists before 
their value will increase too much. 

Initially BLUE artists are the most searched 
as their cost is lower, but their artworks 
will rise slowly and soon the players real-
ize that RED artists are a better investment: 
probably the best combination should be 
“making a contract” with a RED artist and 
“purchase an artwork” of a BLUE one. Now 
you may try to cooperate with the players 
that have the same interests in order to raise 
the values of your artworks, sell them for a 
good price to immediately invest in a new 
artist whose artworks are still at a reason-
able value. Remember that when you sell an 
artwork you give back the related signature 
tile, which will be therefore available to get 
a new artwork of that artist.

As it usually happens in Lacerda Games, af-
ter a dozen games we were unable to find a 
“winning strategy” to use in every game to 
gain a certain advantage, especially in the 
very important early turns. This is because 
the game is very interactive and the deci-
sion of each player may strongly influence 
the operations of the others. Of course, you 
must decide a generic “rational flow” of your 
actions since the beginning, but then be 

prepared to react to the situation that you 
find on your turn and after the “actions” of 
your opponents: what did they took? how 
many Assistants have I available? do I take 
that “favorable” contract now or it is bet-
ter to rise the value of my Artist first? This 
is the kind of questions that you will ask to 
yourself when you have to select an action. 
In general, the turns are quick and there is 
no risk of “analysis/paralysis” as you have the 
time to decide what to do (or an alternative) 
when the others are playing.

Only one thing is certain: without tickets, 
you cannot attract visitors in your Ticket Of-
fice (and they are indispensable to act on 
the International Market) and in your Gal-
lery (to purchase the collected Artworks 
and to get the available bonus in Influence 
or money) so it is absolutely necessary to 
have a regular flow of them. They may be 
collected:
- placing a “contract” on the personal board
- discovering new artists that have a bonus 
tile on them
- purchasing a new artwork 
- covering with an Assistant a case in the In-
ternational Market
- making publicity (first and third level tiles)
- etc.

Finally let’s have a look at the INFLUENCE 
TRACK (see also photo 6): it is composed of 
35 cases and the players start the game at 
case 10. Every 5 cases a little “star” is printed 
on the track: it may be used to make an ex-
tra “primary” action (when your Gallerist or 
Assistant are displaced in one sector) or to 
add extra Fame to one artist. In both cases 
the player must return his marker to the pre-
ceding star: if, for example, the marker is on 
case 10 it will go back to case 5, but if it is 
on case 11 it will just go back one case, as 
the first available star is on case 10 (see pic-
ture 6). On the bottom of the Influence Track 
you may also note some brown “coins” with 
a white number (going from “0” on case 1 to 
“20” on case 35). If you need some money at 
a crucial point of the game you may get 1 
coin for each step back on the track: if you 
are on case 12, for example, and you need 
2 coins you may go back to case 4 and get 
them (again see picture 6). Those consider-
ations are very important, especially when 
you reach the “middle” game and you need 

to boost your actions. 

I had the opportunity to test THE GALLERIST 
with various player groups and, of course, 
it was particularly appreciated by the most 
expert of them, while the others were 
rather confused at the beginning. There-
fore, I strongly recommend that this game 
is explained to all new players by an expert: 
he will then help the others on the first 2-3 
turns with suggestions and more explana-
tions. The “teacher” must initially “stress” to 
all new players how to get money and tick-
ets: we never had big problems to get both 
of them during our games, but I think that 
it is necessary to clearly explain those rules 
since the beginning. With this system, most 
of the “dubious” players were able to learn 
how to act and to actively play since their 
second game. 

The Gallerist has a difficulty level that push 
me to suggest it only to regular or expert 
gamers: they will have a hard start but the 
game will reward them in the following 
sessions. Be prepared to spend a couple of 
gaming sessions to learn it and then ... push 
its mechanics and follow your different 
strategies.  þ

Pietro Cremona
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A new variant for the classic 
creative communication game, 
terms are not explained verbally 
or presented in a pantomime, 
you can only draw them. And as 
if that isn’t difficult enough, you 
do not have the drawing board 
in front of yourself on the table, 
but in front of your forehead on 
your head!
The active player puts the board 
on his head so that it sits on his 

forehead, draws a card and then 
tries to draw the first term on 
the card, within the runtime of 
the timer, and of course without 
using numbers or letters and 
without speaking or making 
noises - you can only nod your 
head if someone guesses the 
term correctly. You can erase 
your drawing at any time and 
begin again. Words made up 
from combining words can be 

presented in separate drawings. 
If someone guesses the term 
correctly within the timer’s run-
time of 30 seconds, both art-
ist and guesser are rewarded 
with two chips; if the term is 
not guessed within 30 seconds, 
the artist can take a look at his 
drawing and decide, if he erases 
it or keeps working at it. In both 
cases, he has another 30 sec-
onds; when the term is guessed 
within this time, the reward is 
one chip only. 
In this way, all four terms on a 
card are dealt with - for instance, 
ghost - magnet - zipper - leg of 
a chicken. After all four terms 
on a card, all make a note of the 
number of chips they collected 
and the next player becomes 
the artist. When all players have 
been active once or twice, you 
win with most points.  
Crazy scribbling, as promised by 
the name of the game, and lots 
of fun and laughter when you 
try to draw a tusk. The selection 
of terms is a good mixture and 
absolutely family-friendly. þ

ACTIVITY KRAZY KRITZEL
DRAWING BOARD ON YOUR HEAD

INFORMATION

Designer: Free, Donner, Steer
Artist: not named
Price: ca. 20 Euro
Publisher: Piatnik 2016
www.piatnik.com

PLAYERS:
3-10

AGE:
8+

TIME:
60+

EVALUATION
Draw and guess terms
Users: For families
Version: de
Rules: de
In-game text: yes

Comments: 
Drawing-only version of 
Activity * Cute, witty variation 
of the drawing mechanism 
* Good selection of terms * 
Needs spatial thinking

Compares to:
Other drawing games about guess-
ing terms

Other editions:
Currently none

A small farm of two rooms, for 
the farmer and his wife, is ex-
panded. The board is prepared 
for the number of players and 
each player has his starting 
house and two persons. For each 
round, you place commodities 
on cases on the board.
In the Work phase, you place a 
person on a free action space - 
for commodities and building 
materials, for family planning / 

house building, direct supplies, 
farming, animal husbandry and 
improvements. Each additional 
person on your farm gives you 
one additional action option. 
You can only expand your fam-
ily, if you have built a room in the 
farm for her.
Actions not needing a person 
on an action case are: Using an 
improvement - anytime and also 
immediately after acquisition - 

and Eating Mush to transform 1 
Grain into 1 Food.
In the Returning Home phase, 
you take back persons from ac-
tion spaces, receive newly ac-
quired persons and a new action 
case becomes available. At Har-
vest after rounds 4, 7, 9, 11, 13 
and 14 you harvest fields, feed 
persons - you must discard two 
food per person; if you have not 
enough food, you receive a beg-
ging marker for penalty points 
at the end of the game - and get 
new animals; two animals of one 
kind provide another animal of 
that kind.
After 14 rounds, you score per-
sons, grain, animals, improve-
ments and extensions to your 
farm.
Superlatives used for Uwe Rosen-
berg are standard, as they are for 
Agricola and for this family ver-
sion you need all of them - this 
is Agricola for beginners, with all 
the flair and feeling of the origi-
nal game, but with simplified, 
streamlined rules and gameplay 
and shorter playing time; ideal 
for an introduction to worker 
placement and Agricola. þ

AGRICOLA FAMILIENSPIEL
FARMING FOR BEGINNERS

INFORMATION

Designer: Uwe Rosenberg
Artist: Klemens Franz, atelier198
Price: ca. 30 Euro
Publisher: Lookout Spiele 2016
www.lookout-spiele.de

PLAYERS:
1-4

AGE:
8+

TIME:
45+

EVALUATION
Worker placement
Users: For families
Version: de
Rules: cn de en it jp nl pl ro
In-game text:  yes

Comments: 
Streamlined simplified 
version of Agricola * Ideal 
introduction to the worker 
placement mechanism * Flair 
of the game remines despite 
streamlining

Compares to:
Agricola core game

Other editions:
Swan Panasia (cn), Mayfair Games 
(en), Uplay.it (it), Hobby Japan (jp), 
999 Games (nl), plus Lacerta (pl), 
Ludicus (ro), both announced
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PRESENTATIONtALADDIN & THE MAGIC LAMP / ARAMINI CIRCUS

The sorcerer has tasked you with 
finding the lamp with the Genie 
in the cave and allowed you to 
plunder treasure chests, but you 
should not be too greedy. 
In three phases of a turn all play 
simultaneously. You secretly 
choose a dice value for the chest 
you want to plunder.  Then all 
reveal their choice of die and 
chest. Players with the same 
choice of die value must touch 

the deck of Lamp cards; the fast-
est player to do so calls the Ge-
nie and has three wishes from 
the deck; as soon as he accepts 
one wish and resolves it, the 
others are forfeit. You must ac-
cept the third wish! If you sum-
mon the Genie erroneously, you 
lose a card.
Then players with the lowest re-
spective bid for one of the chest 
types draw the number of cards 

they bid for from the deck of 
the respective chest; identical 
bids cancel each other out and 
the next-highest bid is deemed 
to be the lowest. You draw the 
cards one by one and must give 
back all treasure cards as soon 
as the number of scorpions on 
cards is equal to or higher than 
the dice value. Cards that you 
win are sorted by color and type 
of the jewel. Complete sets can-
not be stolen or swapped.
When the sorcerer card is drawn 
from one of the chests, the game 
ends at the end of the round 
and you win with most points. 
In the variant “My Precious” you 
win the Magic Ring with a suc-
cessful bid of 6, for bonus points 
at the end of the game.
A familiar dilemma - how greedy 
can one be, what can you risk 
without losing everything - was 
fabulously and very nicely used 
in this game, with lots of luck 
from wishes and drawing trea-
sures; mechanism and topic go 
well together and quick reac-
tions are helpful. þ

ALADDIN & THE MAGIC LAMP
LOOTING ON SORCERER’S ORDER

INFORMATION

Designer: Tiago Damey
Artist: Rémy Tornoir, Denis Zilber
Price: ca. 24 Euro
Publisher: Iello 2016
www.iello.info

PLAYERS:
2-5

AGE:
7+

TIME:
20+

EVALUATION
Fairy Tale, stop or go on
Users: For families
Version: en
Rules: en fr
In-game text: yes

Comments: 
Series Tales & Games * 
Mechanisms and topic go 
very well together * Lots of 
luck in drawing of wishes and 
treasures

Compares to:
Other games in the Tales & Games 
series

Other editions:
Currently none

The Circus is moving out of 
town and you want to load the 
animals quickly, that is, discard 
them for wagons for your train.
There are 40 Wagon cards in 
four colors - values 4x1, 3x2, 
2x3 and 1x4 for each color - plus 
48 Animal cards - Giraffe, Bear, 
Fish and Tiger; also, Locomotive 
cards, Exchange Tokens and a 
Ringmaster token.
You begin with one Locomotive 

card, an Exchange marker and 
five Animal cards; four Wagon 
cards and one animal card are 
turned over.
In your turn, you have two ac-
tions out of three options: 1. 
Draw an Animal card from the 
draw pile or the discard pile. 
2. Load animals into an avail-
able wagon, that is, discard the 
animals depicted on a wagon 
card and take this card. 3. Swap 

an exchange token with an-
other player. Exchange tokens 
are jokers - two animals of the 
kind depicted on a joker re-
place any other animal. If you 
hold the Ringmaster, you have 
an additional action and then 
hand the token to your neigh-
bor. A wagon card that you 
acquired can be added to your 
train - when value or color cor-
respond to the previous card in 
the train - or be placed in your 
Pending area, until you can add 
it to your train together with a 
newly taken wagon card. The 
first card next to the locomotive 
can be any wagon card. Who-
ever is first to accumulate 16 or 
18 points in his train, depending 
on the number of players, wins 
the game. In a variant, you use 
bonus cards; you play them as 
an additional action in your turn 
and resolve the bonus action.
A nicely made, polished family 
game, quick and easy to play, 
with exactly the right mix of 
chance and taking a decision 
on where you draw from and 
when you discard animals for a 
wagon. þ

ARAMINI CIRCUS
ASSEMBLE THE ANIMAL TRAIN

INFORMATION

Designer: Steven Aramini
Artist: Mathieu Leyssenne
Price: ca. 12 Euro
Publisher: Iello 2015
www.iellogames.com

PLAYERS:
2-4

AGE:
8+

TIME:
20+

EVALUATION
Card collecting
Users: For families
Version: en
Rules: en fr
In-game text: no

Comments: 
Series Mini Games * New edi-
tion of YardMaster * Nice fam-
ily topic * Simple mechanism 
* Very good filler game

Compares to:
YardMaster

Other editions:
YardMaster, Crash Games (en); Iello 
(fr)
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The setting of the game is the 
Wild West as known from the so 
called “Spaghetti Western” films. 
Each player secretly chooses a 
role (Sheriff, Deputy, Outlaw or 
Renegade) and a character with 
special abilities; only the player 
of the Sheriff is known to other 
players. You draw two cards and 
use a card to either assist your-
self or you attack other charac-
ters within range. With “Bang” 

cards you shoot and you can 
deflect hits with “Missed” cards. 
If you are out of life points, you 
are out of the game. You win, if 
you meet your character goal: 
The Sheriff needs to eliminate 
Outlaws and Renegade, Out-
laws the Sheriff and the Ren-
egade needs to be the last man 
standing!
Bang! Gold Rush introduces 24 
equipment cards, 8 character 

cards and a shadow renegade 
card for the Shadow Gunslinger 
variant. If you cause another 
player to lose a life point you re-
ceive a gold nugget from stock. 
If you hit several players with 
one card, you take a nugget 
per damage inflicted. In Phase 
2 there are three new actions: 
You can use gold nuggets im-
mediately to by equipment 
cards; cards with a black border 
you keep open-faces. Or you 
can force another player to dis-
card equipment cards by paying 
cost of the card +1, or you can 
play a beer card and take a gold 
nugget. In the Shadow Gun-
slinger version, you return from 
the dead to the game for each 
turn but are not present for all 
consequences in between. The 
shadow renegade always allies 
himself with the weakest team.  
Again, an enriching supplement 
for fun in Wild West, the Shad-
ow Gunslinger version is re-
ally something you must try out, 
and as in real life things heat up 
when gold comes into play! þ

BANG! GOLD RUSH
GOLD FOR HITS

INFORMATION

Designer: Emiliano Sciarra
Artist: eriadan
Price: ca. 18 Euro
Publisher: Abacusspiele 2016
www.abacusspiele.de

PLAYERS:
4-7

AGE:
8+

TIME:
40+

EVALUATION
Card game
Users: With friends
Version: de
Rules: de en es fr hu it
In-game text: yes

Comments: 
Nice expansion for the ba-
sic game * Interesting new 
characters and equipment 
* Can be combined with 
other versions * Challeng-
ing Shadow Gunslinger 
version

Compares to:
All other versions and expansions 
for Bang!

Other editions:
Gèm Klub (hu), Asmodee (fr), Edge 
Entertainment (es), dV Giochi (it)

Neurons transport ideas, the ta-
ble represents the brain. Players 
add neuron tiles as fragments 
of neural network and try to 
pass their own thoughts along. 
Each part of the neural networks 
yields victory points.
The game features neuron tiles, 
paws representing Good Ideas, 
markers for brain explosion, 
that is, too many thoughts at 
the same time, as well as a Brain 

Burner and dice for Thought 
Throw-ins.
In turn each player has a com-
plete turn: He chooses two of 
three dice and resolves each 
dice individually: You throw 
the dice on the table, using the 
game box for an obstacle is 
possible. When the die ends up 
on an empty spot on the table, 
you place a neuron tile - the die 
determines the type of tile; the 

hole in the tile is put over the 
die, in any orientation of the tile, 
without moving the tile. When 
then the tile is separate from 
all others, you can place one of 
your pawns and claim it. If the 
tile touches other neutral tiles, 
you can take over those, too. But 
if your tile touches the network 
of another player, it becomes 
part of that network. If the tile 
touches your own and oppos-
ing neurons, there is a conflict, 
the defeated tile is removed. 
To complete your turn, you 
can use one of your explosion 
markers, throw the black die, 
place the Brain Burner on it and 
destroy, that is, remove all neu-
ron tiles that the Brain Burner 
now touches. When all tiles are 
on the table or destroyed, you 
score for your network and un-
used explosion markers.
A game with a rare topic and a 
cute, witty and unconventional 
mechanism, with tactical op-
tions despite placement by dice 
throw - exactly right for some-
one who likes unusual games. 
þ

BIG BRAIN BANG
IDEAS, NEURONS AND DICE

INFORMATION

Designer: Danila Goryunov
Artist: Denis Voronin
Price: ca. 21 Euro
Publisher: Rightgames RBG 2015
www.rightgames.ru

PLAYERS:
2-4

AGE:
11+

TIME:
45+

EVALUATION
Tile placement, dice
Users: With friends
Version: multi
Rules: de en ru
In-game text: no

Comments: 
Rare topic * Unusual, new 
mechanism * Tactic despite 
dice throws * Attractive 
components

Compares to:
First game of its kind

Other editions:
Currently none
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PRESENTATIONtBOHNANZA DAS DUELL / BURGER BOSS

Bean economy for two players, 
planting, giving away or har-
vesting beans for as many Bean 
Dollars as possible. But beware 
Bean gifts!
You begin the game with three 
bean dollars, three bean fields, 
five bean cards in hand and 
three bo(h)nus cards. Eight gift 
cards for the bean varieties are 
laid out in a row in ascending 
order.

As in Bohnanza, you plant one or 
two bean cards from your hand 
on one of your fields in Phase I 
of your turn, either a bean of the 
same kind or of the next higher 
number, and harvesting a field if 
necessary. 
In Phase II you turn over three 
bean cards from the deck and 
must give away a card, either 
one of the turned-up ones or 
one from your hand, you move 

the gift card of this kind towards 
your opponent. He accepts or 
refuses the gift and must now 
offer a gift from his hand, etc., 
until one player accepts a gift. 
You may bluff when offering a 
gift, but must give your oppo-
nent a dollar, if he accepts and 
you do not have the offered 
bean. Bo(h)nus cards can be 
resolved when the necessary 
bean planting arrangement is 
on the table. They are then dis-
carded at the end of your turn. 
Then, in Phase III, you plant re-
ceived and turned-up beans; if 
there is no room on your fields, 
you must harvest a field or fields 
as in Phase I. In Phase IV you 
draw two beans from the stack 
and also draw Bo(h)nus cards 
and can resolve them immedi-
ately.
Beans are suitable for gourmets, 
after all, at least when prepared 
by Uwe Rosenberg. This variant 
for two players would, culinarily 
speaking, earn at least two Mi-
chelin stars! Tactical, cute, with 
exactly the right amount of luck 
of the draw - a definite must for 
fans of Bohnanza! þ

BOHNANZA DAS DUELL
THERE CAN BE ONLY ONE!

INFORMATION

Designer: Uwe Rosenberg
Artist: Björn Pertoft
Price: ca. 10 Euro
Publisher: Amigo Spiele 2016
www.amigo-spiele.de

PLAYERS:
2

AGE:
12+

TIME:
45+

EVALUATION
Cards, collecting, swapping
Users: With friends
Version: de
Rules: de
In-game text: no

Comments: 
Flair of the core game 
nicely transported * Well-
working variant for two 
players * Sophisticatedly 
adapted detail mechanisms

Compares to:
Bohnanza and all variants

Other editions:
Currently none

As boss of a Fast Food Restau-
rant you must keep making 
decisions - hire employees or 
buy more ingredients? Upgrade 
your kitchen or go for quick 
sales? Supermarket or Manag-
er’s Special? 
You start the game with a secret 
mission, for instance “serve two 
burgers with cheese”. In Phase 
1 of each round two new cus-
tomers appear in the display 

underneath the slots for serving 
sizes of portions, having varying 
orders to place. In Phase 2, turn 
order is determined; all roll all 
their dice secretly, reveal dice 
for use at their choice and add 
the values of the dice they want 
to use; the sums in ascending 
order determine turn order. In 
Phase 3, you place the revealed 
dice as workers, for ingredients 
additional dice, shopping at the 

Supermarket, getting special 
cards from the manager, kitch-
en expansion with grill/fridge 
or using grill/fridge. Ingredients 
on the grill move during the 
game and can be forfeit unused. 
Phase 4 is the Sales phase; in 
turn order, you can sell complet-
ed burgers to customers and 
take the respective customer 
cards. Then unserved customers 
in the display are moved further 
to the right and are removed, if 
the reach the end. 
When all customers in the 
queue have been served or 
have been removed, you sell 
your remaining food on your 
grill(s) and win with most mon-
ey from sales and bonuses from 
completed secret mission cards.
A nice topic, not new, using a 
mechanism that is also not re-
ally new, combined into a rather 
interesting game. The faster you 
acquire additional dice, the bet-
ter you can use the attractive „I 
choose which of my dice to use“ 
mechanism to your advantage 
for turn order or placement. þ

BURGER BOSS
SERVE CUSTOMERS, EARN MONEY

INFORMATION

Designer: Annis Araim und Team
Artist: Shane Nitzsche
Price: ca. 40 Euro
Publisher: Legend Express 2015
www.legendexpress.net

PLAYERS:
3-5

AGE:
8+

TIME:
45+

EVALUATION
Worker placement with dice
Users: With friends
Version: multi
Rules: de en
In-game text: yes

Comments: 
Nice topic * Suitable also 
for families with gaming ex-
perience * Lots of options 
for the various dice results * 
Plays quickly

Compares to:
Kingsburg and other Worker place-
ment games using dice values

Other editions:
Currently none
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Opposite sides of the board 
must be connected with or-
thogonally adjacent tiles.
Special features are the shape of 
the playing tiles and placement 
requirements for them: Tiles are 
C-shaped and comprise five po-
sitions, that is, the field on the 
board where you place such a 
tile has room for five pawns. 
To be able to place one of your 
tiles you must conquer the field 

with a majority of your pawns. 
Each player has eight tiles and 
twelve cylindrical pawns.
Players alternate turns; the play-
er with the light pieces begins 
and places a pawn anywhere 
on the board. Then, the active 
player either places one pawn or 
places two pawns next to each 
other, but in two different fields, 
positions of the pawns are sepa-
rated by a field border.

If you place your third pawn into 
a field, this field is conquered 
and you fill it with one of your 
tiles. Your own pawns in the 
field go back into your stock; if 
there were opposing pawns in 
the field, you must use them to 
replace pawns of your own in 
positions of your choice; if you 
have not enough pawns on the 
board to do this, you cannot 
conquer the field! If, however, 
this pawn replacement results 
in a majority for your opponent 
in a field, he must accept it and 
place one of his tiles. For him 
pawn replacement is not man-
datory, however, if he cannot do 
it. Chain placement / majorities 
placements are possible, the ac-
tive player decides the order of 
resolving. 
The abstract games from Ger-
hards are always first-class 
visual and game-mechanism-
wise tidbits, and C-Cross is no 
exception; the forced replace-
ment of your pieces and maybe 
forced filling of tile positions are 
sophisticated and challenging 
details! þ

C-CROSS
CONQUER AREAS, CONNECT SIDES

INFORMATION

Designer: Ludovic Gimet
Artist: not named
Price: ca. 58 Euro
Publisher: Gerhards Spiel und Design 2015

www.spiel-und-design.eu

PLAYERS:
2

AGE:
10+

TIME:
30+

EVALUATION
abstract, connecting sides
Users: With friends
Version: multi
Rules: de en fr
In-game text: no

Comments: 
Beautiful, classy com-
ponents * Sophisticated 
mechanisms * Few, simple 
rules

Compares to:
All abstract games about 
connecting opposite sides

Other editions:
Currently none

Cats love cardboard boxes and 
you want to get them for them 
and help them in their struggle 
for those boxes
Each player is either assigned a 
secret cat color for his identity 
or the one dog in the game, a 
Chihuahua, and you win, if you 
have most cats of your own vis-
ible in the display at the end of 
the game.
The game features 48 double-

sided Cat Box card, each parti-
tioned into four quadrants, and 
each quadrant on each side 
either shows a cat or an empty 
box. One card is placed to start 
the display and you are dealt 
one or two cards for your hand. 
The side of the card facing you 
is called the “secret” side of the 
cards, the card side facing the 
other players is called the “pub-
lic” side. You play one card from 

your hand into the display with 
the secret side face-up or select 
a card from another player’s 
hand, placing it public side face-
up. All cards are placed in the 
same alignment of cat faces and 
the new card must cover one or 
two quadrants of a card already 
in place. The player whose card 
was played replenishes his hand 
if still possible. When all players 
have placed all their cards, you 
count your own visible cats - 
each scores 1 VP - and add one 
VP per cat in the largest con-
nected area with your cats. The 
Chihuahua players scores two 
SP for each visible set of three 
adjacent cats of the same color 
and one VP for each visible emp-
ty box. 
The game comes with rules for 
an advanced game using tokens 
that you can play for special ac-
tions.
This is a nice, little filler game 
with a cute topic, the different 
rules and scoring targets for the 
dog player are an attractive fac-
tor in the game. þ

CAT BOX
CATS, BOXES AND A DOG

INFORMATION

Designer: Aza Chen
Artist: Michiko Aihara
Price: ca. 15 Euro
Publisher: Two Plus Games 2015
www. 2plus.com.tw

PLAYERS:
2-5

AGE:
6+

TIME:
30+

EVALUATION
Card placement
Users: For families
Version: multi
Rules: en jp  cn fr
In-game text: no

Comments: 
Cute, unusual topic * Two 
different scoring modes * 
Simple basic mechanism

Compares to:
Card placement games for 
majorities

Other editions:
Two Plus (cn)
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PRESENTATIONtDIE VILLA DES PATEN / DISNEY PIXAR FINDET DORIE

At long last, there is enough 
evidence to arrest the infamous 
„Godfather“, but first investiga-
tors must neutralize his 13 body 
guards.
Players as investigators use col-
ored item symbols on police 
cards to arrest 13 face-down 
body guards - randomly chosen 
or selected for the first game 
as stated in the rules - and the 
godfather; the arrangement of 

those cards is pre-set. The back-
side of the body guard cards 
shows the number of cards you 
need for arresting them and one 
of the necessary color symbols. 
A number of police cards, de-
pending on the level of difficul-
ty, is dealt evenly to all players, 
and each player has always four 
of his cards on open display; 
players may swap cards and can 
confer about the order of arrest. 

The investigators can only arrest 
vulnerable body guards - those 
with two free card edges; such 
a body guard is turned over and 
players name a mission leader 
for him and then in turn, begin-
ning with the leader, play one 
with the necessary symbol in 
the order given on the card and 
draw a card or pass their turn by 
discarding a card; any two cards 
can replace a symbol. For an ar-
rest, the used card with the sym-
bol on the backside of the body 
guard is returned to the players. 
The Godfather is arrested in the 
same way, when all 13 body 
guards have been arrested.
When there are not enough po-
lice cards left or a player does 
not have cards when it is his 
turn, the mission failed and all 
players lose together.
A nice, cooperative version 
of placing cards in correct se-
quence, interesting with the op-
tion of choosing the level of dif-
ficulty, and coming, despite co-
operation and conferring, with 
quite an element of chance. þ

DIE VILLA DES PATEN
POLICE VS BODY GUARDS

INFORMATION

Designer: Jörg Domberger
Artist: L. Eberle, S. Hölsch
Price: ca. 13 Euro
Publisher: Gmeiner Verlag 2016
www.gmeiner-verlag.de

PLAYERS:
2-4

AGE:
10+

TIME:
30+

EVALUATION
Cards, cooperation, crime
Users: For families
Version: de
Rules: de
In-game text: no

Comments: 
Nice topic * Communica-
tive and cooperative game 
play * Element of change 
mitigated by card swap-
ping option

Compares to:
Cooperative card sorting games

Other editions:
Currently none

Dorie is swimming in the ocean 
and meets her friends, Clown 
fishes Nemo and Marlin, Turtles 
Squirt and Rush, Beluga whale 
Bailey, Octopus Hank and many 
more.
The board is set up and four 
path tiles are placed in the slots 
at random. Each player puts his 
Dorie marker on the coral reef. 
The die in this game is a spin-
ner; the spinner board has ten 

segments; five of them are color 
segments for blue, turquoise, 
orange, yellow and green, three 
are Shell segments and two are 
event segments for the path 
tiles. The active player turns the 
spinner: For a color result, you 
move your Dorie marker to the 
next case of that color, regard-
less if empty or not, more than 
one Dorie is allowed on a color 
case.

When the arrow points to one 
of the event cases, you either 
take - depending on the type of 
case - one path tile out of its slot, 
turn it over and put it back into 
its slot. Or you remove two path 
tiles of your choice from the 
slots and switch their positions, 
but you must not turn the tiles 
over! In both cases, you then can 
rotate the spinner again and re-
solve the corresponding action. 
When the arrow points to a Shell 
symbol, you move to the near-
est Shell case and then follow 
the current in direction of the 
arrow; it can happen that the 
current takes you backwards 
instead of forwards. Whoever is 
first to place his Dorie marker 
on the Seaweed Forest, wins the 
game - you can enter the forest 
with any color result or a shell 
result on the spinner.
This is a first rules game for tod-
dlers, without any interaction, 
offering a favorite topic and nice 
components as well as practic-
ing colors and motor skills. þ

DISNEY PIXAR FINDET DORIE
MEIN MAGISCHES WETTLAUFSPIEL

INFORMATION

Designer: F. Creative
Artist: Paul Windle Design
Price: ca. 20 Euro
Publisher: Ravensburger 2016
www.ravensburger.de

PLAYERS:
2-4

AGE:
3+

TIME:
15+

EVALUATION
Roll & move
Users: For children
Version: de
Rules: de
In-game text: no

Comments: 
No interaction * Game 
based on the movie * Very 
simple rules

Compares to:
Roll & move games without 
interaction

Other editions:
Currently none
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Players protect the dragon 
against attacks of other adven-
turers. Three dungeon levels are 
set up and equipped with ad-
venture tiles; the dragon starts 
on the stair tile of the first level. 
Each player is assigned a secret 
guild color and receives four 
treasure markers. 
The active player moves the 
dragon one step in direction „1“ 
and takes a tile from this row for 

himself for his stack of the same 
color; you are allowed to look 
through your stacks, but cannot 
change the order of tiles. Then 
you move the dragon   in direc-
tion „2“ and hands a tile from 
this row to your right neighbor; 
if this tile has a value higher 
than 2, you receive a treasure 
marker from stock. Special ac-
tions provided by a tile - steal 
a tile or trade tiles, do another 

turn or shed tiles at the end of 
the game - are optional! If there 
is no tile available for your first 
move, the level ends and all 
players lose treasures accord-
ing to the number of tiles left 
in the level; whoever took the 
last available tile, loses another 
marker. If you cannot discard 
the necessary number of mark-
ers, you are out of play. When 
all levels have been completed, 
each player discards his highest 
stack - if this is his guild stack, he 
also discards the second-high-
est stack - and can then use any 
release action on his tiles to dis-
card tiles in his guild color. Then 
you win with most points from 
all your tiles minus the value of 
your guild tiles. 
Despite its topic, the game is an 
abstract placement and collect-
ing game in which you use the 
sophisticated mechanism to 
avoid your own color if possible 
and collect valuable tiles at the 
same time. Unusual and good! 
þ

DRAGON KEEPER
THE DUNGEON

INFORMATION

Designer: Etienne Daniault
Artist: Ismaël Boris Moricel
Price: ca. 26 Euro
Publisher: Ilopeli 2016
www.ilopeli.com

PLAYERS:
2-4

AGE:
13+

TIME:
25+

EVALUATION
Abstract, placement, col-
lecting
Users: With friends
Version: multi
Rules: de en fr it nl
In-game text: no

Comments: 
Very beautiful components 
* Abstract despite the topic 
* Unusual, sophisticated 
mechanism

Compares to:
Abstract placement and collecting 
games

Other editions:
Currently none

Ekö was an Emperor in ancient 
times in a prosperous country. 
His heirs destroyed the realm 
and were banned into the des-
ert and condemned to having 
to eternally use rocks, sand and 
wind for their armies to fight 
their battles again and again. 
Terrain tiles are laid out, all 
discs are shuffled and random-
ly placed on the movement 
spaces. Each player randomly 

draws a player board, receives 
his buildings and may switch 
his Emperor and another of 
his discs before the start of the 
game. Aim of the game is to ac-
cumulate twelve points from 
camps, towers, fortresses and 
imprisoned emperors including 
a castle in a capital or eliminate 
all opposing discs. 
A game turn comprises an Ac-
tion phase and a Reinforcement 

phase, both must be resolved. In 
the Action phase, you can move 
or construct. You move discs 
on empty cases or stack discs 
on disc, total sum maximum 
four discs per stack, or you at-
tack opposing stacks with fewer 
discs. Using “Kamikaze”; you can 
sacrifice one disc to eliminate 
an opposing stack of four discs.  
Movement can be blocked by 
an obstacle. Construction of 
Encampment, Tower or Castle 
is done by removing 1-3 discs 
from adjacent stacks. If you dis-
card three discs from reserve for 
a “Forced March”, you can do an 
additional action. 
In the Reinforcement phase, you 
add minimum one disc to the 
board, always onto a stack and 
never onto an empty case and 
not adjacent to an opposing 
building. There are special rules 
for the Emperor.
What a fascinating game! En-
chanting design, easy rules and 
a plethora of strategy and tac-
tics, especially via the Emperors 
and the rules for Kamikaze and 
Forced March! þ

EKÖ
WIND AND SAND FOR ARMED FORCES

INFORMATION

Designer: Henri Kermarrec
Artist: Luky
Price: ca. 36 Euro
Publisher: Sit Down! 2015
www.sitdown-games.com

PLAYERS:
2-4

AGE:
10+

TIME:
45+

EVALUATION
Abstract, area control
Users: With friends
Version: multi
Rules: de en fr
In-game text: no

Comments: 
Beautiful components * 
Simple, quickly explained 
rules * Sophisticated use of 
player boards * High replay 
value * Variants included

Compares to:
Abstract area control games

Other editions:
Currently none
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PRESENTATIONtEVOLUTION DER EINSTIEG / FAN & MALLET

Originally published by the 
Russian company Rightgames 
/ RGB, Evolution was then pub-
lished by the US company North 
Star Games and Schmidt Spiele. 
Now there is an “introductory” 
game to Evolution.
As in Evolution, you take care of 
animals with varying character-
istics, you must develop them in 
accordance with the changing 
habitat. Food is scarce and car-

nivores are everywhere.
As the active player, you place 
food chips from stock to the 
water hole, draw a new card 
for your display, representing 
a new species of population 1, 
and draw three cards in hand. 
Then you play cards from your 
hand, openly for a new spe-
cies, or face-down to enhance 
a population, or as activated 
characteristic. A species can 

have maximum three charac-
teristics; if you want to add an-
other one, you must first discard 
one already present. Finally, you 
feed animals with food from 
the watering hole, one chip per 
card without a chip; carnivores 
eat other animals for two chips. 
Animals that cannot be fed are 
starving, and this can lead to 
the extinction of a species. And 
then, chips on cards of fed ani-
mals are placed behind the ac-
tive player’s screen.
When the draw pile is empty, 
you score - at the end of the 
round - food chips behind your 
screen as well as your own cards 
in the display and in hand.
This is rather Evolution light 
than Evolution the Beginning; 
mechanisms resemble those in 
Evolution, with less variables. 
Losses from scarcity of food are 
unavoidable, because if neces-
sary, your hungry carnivore will 
attack your other own species! 
This game is more chance-driv-
en than Evolution, plays quicker 
and players rather strategic in a 
game for two players. þ

EVOLUTION DER EINSTIEG
... IN EIN TIERISCHES ABENTEUER

INFORMATION

Designer: Dominic Crapuchettes
Artist: C. Hamilton, L. Schiffer
Price: ca. 11 Euro
Publisher: Schmidt Spiele 2016
www.schmidtspiele.de

PLAYERS:
2-5

AGE:
8+

TIME:
30+

EVALUATION
Cards, development
Users: For families
Version: de
Rules: de en
In-game text: yes

Comments: 
Well-structured, concise 
rules * Few types of cards, 
yet lots of variance * 
Strategic for two, more 
chance-driven when more 
are playing * Stand-alone 
game, cannot be combined with 
evolution

Compares to:
Evolution for its basic rules

Other editions:
Evolution: The Beginning, North Star 
Games (en)

Duel for dominance between 
the gods for Rich and Poor in 
one village! Each god mobilizes 
his followers - Spirit Objects and 
Kid Ghosts - and places them 
into living quarters in the village 
with the purpose of taking con-
trol over the place.
All twelve house cards and all 
Possession markers are laid out 
corresponding to the template 
in the rules and you place your 

incarnation pawn as well. 
The Follower deck for each play-
er is shuffled and you draw the 
top six cards in hand, the rest is 
face-down draw pile.
As the active player, you place a 
follower by playing a card from 
your hand next to the house that 
is, in clockwise direction, nearest 
to your incarnation pawn - or in 
case of color correlation into 
the next suitable house - and 

then move your pawn to this 
card. Spirit Objects have fixed 
values, values of Kid Ghosts 
vary with special abilities trig-
gers by arrangements of other 
spirits in the same house. When 
five followers are assembled in 
a house, you sum the spiritual 
power of each faction includ-
ing ability bonuses – whoever 
has the majority places a pos-
session marker in case of the tie 
the original owner of the house 
places a marker. For taking pos-
session of the very first house in 
the game, you place two mark-
ers. If you can place all your 
markers, you win instantly. If you 
want to play several games, a 
winner of a game scores points 
equal to the number of unused 
possession markers of his op-
ponent and you win with most 
points after the agreed number 
of games.
Clever mechanisms, lots of strat-
egy and a bit of luck of the draw 
result in a nice game about clev-
erly placed cards and majorities, 
based on interesting card inter-
action. þ

FAN & MALLET
GODS OF RICH AND POOR IN A DUEL

INFORMATION

Designer: Katsumasa Tomioka
Artist: Yusuke Mamada
Price: ca. 16 Euro
Publisher: Table Cross / Japon Brand 2016

http://itosuginoki.blogspot.jp

PLAYERS:
2

AGE:
10+

TIME:
30+

EVALUATION
Card placement and com-
parison
Users: With friends
Version: en
Rules: en  de fr jp
In-game text: no

Comments: 
Games starts slowly * Picks 
up momentum when 
there are more cards at the 
houses * Attractive design * 
Simple basic mechanism

Compares to:
New mechanism, otherwise games 
with card comparison and card sum-
marizing

Other editions:
Table Cross (jp)
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Every player wants to enlarge 
his flock of birds with feeding 
then, buildings nests and hatch-
ing of birds, to achieve the most 
impressive flock.
Six action cards for Feeding, 
Nesting, Laying and Hatching as 
well as for Dominance and Com-
petition are arranged as stated. 
Stocks of birds, nests, eggs and 
worms are readied and you be-
gin the game with bird tokens in 

your pool.
As the active player, you place 
one bird from your pool on an 
action card or you activate a card 
that carries at least one of your 
birds. If you want to activate a 
card you must pay the costs; 
costs and revenue depend on 
the number of your own birds 
on the card, other players pres-
ent get revenue as well. Birds 
on the card go to your pool. 2 

birds on the card Hatching, for 
instance, give you 3 birds from 
stock for your pool, at a cost 
of 3 worms and 3 eggs. If you 
activate the Dominance card, 
the order on the initiative track 
changes; then birds of the active 
player go into his pool, the birds 
of other players are placed on 
an action card and each player 
removes one bird of a player of 
his choice from a card. 
When the Competition card is 
activated - this needs a mini-
mum of birds -, each player pays 
upkeep costs for his birds or 
must return birds to stock. Then 
you relocate birds on cards and 
score majorities of birds on the 
action cards and birds in your 
pool. When the Competition 
card is activated for the third 
time, you win with most victory 
points.
A nice topic and a beautiful, ba-
sically simple game without any 
element of chance, albeit with 
repetitive turns with the only 
challenge being the right mo-
ment to activate the competi-
tion card. þ

FLOCK
BIRD-BREEDING COMPETITION

INFORMATION

Designer: David J. Mortimer
Artist: V. Moscon, P. Tseng
Price: ca. 25 Euro
Publisher: Alderac Entertainment 2016
www.alderac.com

PLAYERS:
2-5

AGE:
14+

TIME:
30+

EVALUATION
Worker placement, area 
control
Users: With friends
Version: en
Rules: en
In-game text: no

Comments: 
Beautiful design * Repeti-
tive turns * Small arc of sus-
pense * Variants given

Compares to:
Worker placement and area 
control games without an element 
of chance

Other editions:
Currently none

Farmer Bruno needs to get his 
animals to pasture, but they are 
hiding and must be found via 
their noises from the buzzer. In 
three different games, you need 
to find the animals. The board is 
laid out and you select a game 
on the buzzer. Animal tiles are 
prepared as stated by the rules. 
In each game, you win if you are 
first to collect five tiles on your 
personal pasture card.

Ab in den Stall! / Start in the barn! 
- You press the buzzer; when an 
animal sound is heard, you turn 
over an animal tile; if you found 
the corresponding animal, you 
take it, put it on the pasture 
card and place another tile from 
stock in its place; if not, you put 
the animal tile back face-down. 
If the buzzer marks a face-down 
tile with a light, you guess at the 
animal hidden underneath; for 

a correct guess, you take the 
tile and replace it with one from 
stock.
Achtung, Mist! / Mind that muck! 
- The buzzer light runs around 
the board; you press the buzzer 
to stop it ->on an animal case 
you take the tile for your pas-
ture card, each animal type only 
once. For the muck heap case, 
you take the muck heap tile or 
return it, and the farmer causes 
switching of animal tiles and 
you take a tile as well. 
Wo sind meine Tiere? / Where are 
my animals? - All play simultane-
ously, the buzzer makes an ani-
mal noise and all point at a tile 
- if you found the correct animal 
you take it; other revealed tiles 
remain open. 
Cute animals, their sounds and a 
memo mechanism - a sure com-
bination for a game for children, 
enchantingly done with beauti-
fully illustrated animal tiles; the 
lambs, cows, chickens, pigs and 
cats are simply cute and their 
noises are easily distinguished. 
þ

GRUNZ, MIAU & MUH
RECOGNIZE AND FIND ANIMALS

INFORMATION

Designer: Edith Grein-Böttcher
Artist: Janina Görrissen
Price: ca. 30 Euro
Publisher: Haba 2015
www.haba.de

PLAYERS:
2-4

AGE:
3-8

TIME:
10+

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

Comments: 
Enchanting components * 
Simple rules * Good combi-
nation of mechanisms

Compares to:
Search and memo games 
with sounds

Other editions:
Currently none
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PRESENTATIONtHELLAS / ICE CREAM COMBO

The Golden Age of ancient 
Greece - settlements, towns, 
temples and palaces are built 
with marble won from quarries 
via houses build at quarries. 
There are always three active 
quarries, the quarry worker is 
on a free quarry case and ac-
tion cubes are dealt evenly to all 
players.
In three phases, you place, in 
turn, one of your action cubes 

on a free action case and resolve 
the action; one available for all 
players is, in turn and begin-
ning with the starting player, 
resolved by all players. Such ac-
tions are: Build a house, build 
a house and/or a square, build 
a palace or do the quarry ac-
tion providing marble for each 
house next to a quarry. Actions 
for the active player are: Temple 
for pillars and rings or build-

ing a statue or receiving three 
marble cubes. Adjacent houses 
of a player are a village; a palace 
built next to a village turns it 
into a town. Building actions are 
paid for with marble cubes. 
When all took their marble in 
the quarry action, you then re-
veal up to four quarry tiles one 
by one and place each one on 
a quarry showing a lower num-
ber. If you turn up a quarry with 
a lower number than all quar-
ries in play, you put it on the 
case with the quarry worker, put 
him on a free case and close the 
quarry with the highest value.
After the third phase, you score 
your biggest town, temples and 
statues adjacent to temples as 
well as rings and marble.
Hellas offers very well-working, 
simple worker placement for 
families and beginners, featur-
ing an attractive mix of luck from 
the quarries and tactics in build-
ing, and also a lot interaction 
and some dilemma in choosing 
your action, as you always want 
to optimize your score. þ

HELLAS
MARBLE FOR BUILDINGS

INFORMATION

Designer: Stefan Dorra
Artist: Dennis Lohausen
Price: ca. 30 Euro
Publisher: White Goblin Games 2016
www.whitegoblingames.com

PLAYERS:
2-4

AGE:
10+

TIME:
60+

EVALUATION
Worker placement
Users: For families
Version: multi
Rules: de en fr nl
In-game text: no

Comments: 
Nice components * Clear 
rules with examples * Well-
made mix of some luck and 
tactics * Good introduc-
tion to worker placement 
games

Compares to:
Simple Worker placement games

Other editions:
Currently none

Customers order ice cream 
cones, filled with scoops of dif-
ferent flavors in varying mix-
tures. Each player has a set of 
ice cream cards and tries to 
complete as many orders as 
possible with them. As many 
orders as there are players in 
the game are displayed openly; 
each player splits his personal 
deck of ice cream cards into 
three face-down stacks. You can 

have up to to of your ice cream 
cards laid out for cones. All play 
simultaneously and reveal cards 
from all stacks, as they like, or 
shunt cards between their own 
stacks, to meet orders. With spe-
cial cards from the order stack 
you can get a free cone or steal 
one or two ice cream cards from 
other players and place them on 
your cones and/or your stock. 
These card-stealing cards must 

be used when revealed.
If you have filled one of your 
cones to suit one of the orders 
on display, maybe with using 
joker cards, you take the corre-
sponding order card from the 
display, set it aside together 
with the cards in the respective 
cone and replenish the order 
display with a new order from 
the stack.
You can also place ice cream 
cards on cones back into your 
stack, but never the cards used 
for cones! Whoever completes 
five orders, puts an end to the 
round; all players score the cards 
collected in completed orders 
for coins. After two such rounds 
you win with most coins. Op-
tional, you can assign a bonus, 
at the end of the second round, 
if someone collected orders of 
all colors.
Colorful, nice, sweet - just like ice 
cream! You need to be quick to 
avoid the ice cream running ... 
ähhh ... to avoid that someone 
else completes an order you 
have your eyes on. þ

ICE CREAM COMBO
VANILLA, STRAWBERRY, GREEN TEA

INFORMATION

Designer: Po-Chiao Chen
Artist: Po-Chiao Chen
Price: ca. 30 Euro
Publisher: Poki Design 2015
www.pokiblogspot.com

PLAYERS:
2-6

AGE:
6+

TIME:
15+

EVALUATION
Cards, set collecting,
Users: For families
Version: multi
Rules: cn en jp
In-game text: no

Comments: 
Nice topic for a fam-
ily game * Simple rules 
* Speed, a bit of card 
memory and close obser-
vation are necessary

Compares to:
Set collecting game with limited 
stock

Other editions:
Currently none
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To present a drawing to make 
people guess a term, is a stan-
dard concept for the genre 
of explanation and guessing 
games; Imagine uses this mech-
anism in a new and clever way:
Transparent cards show picto-
grams in various colors; some 
are very precise, e.g. an umbrel-
la, others abstract, e.g. a rect-
angle; the cards are laid out in 
a circle, forming a playing area 

within.
The active player takes a card 
from the stack of Term cards; 
his right neighbor names a 
number between 1 and 8 and 
thus determines the term that 
the active player must use; the 
active player names only the 
category for the term - Thing, 
Location, Event, Film, Nature & 
Animals, Song, Famous Person, 
etc., etc. If you as active player 

do not know the indicated term, 
you may choose the term with a 
number higher or lower by one.
Then you choose any number 
of transparent cards, place them 
into the playing area, you can 
move them, align them, super-
impose them on each other, 
completely or partially to cause 
other players to guess the term. 
You can also cover part of a card 
with your fingers, but cannot 
talk or make noises or use signs 
or name or form letters or num-
bers.
When the term is guessed cor-
rectly, guesser and active player 
score one point each, regardless 
of how easy or difficult the term 
was to form and guess. When all 
have been active twice, you win 
with the highest score.
AN elegant game and a difficile 
challenge for imagination and 
creativity, despite the seeming 
limitation by distinct images 
you can make very varied use 
of them, the rectangular speech 
bubble can double as a hot wa-
ter bottle, if necessary. A good 
vocabulary of synonyms is also 
useful. þ

IMAGINE
TRANSPARENT GUESSING FUN!

INFORMATION

Designer: Fujita, Ohki, Oikawa
Artist: Shintaro Ono
Price: ca. 25 Euro
Publisher: HUCH! & friends 2016
www.hutter-trade.com

PLAYERS:
3-8

AGE:
12+

TIME:
30+

EVALUATION
Images used for term 
explanation
Users: With friends
Version: de
Rules: cn de en fr jp pl pt
In-game text: yes

Comments: 
Classy components * 
Symbols easily visible when 
stacked * Simple basic 
mechanism * Good mix of 
words * No difficulty levels

Compares to:
Concept and other explanation 
games using images

Other editions:
Broadway Toys (cn), Gamewright 
(en), Cocktail Games (fr), Pikuteru (jp), 
Rebel (pl), Galapagos Jogos (pt)

Adventure in the bowels of Cor-
vis City in the Iron Kingdoms. 
Heroes are mercenaries in the 
service of the City Watch and are 
tasked with solving crimes. The 
reveal a conspiracy while doing 
this. The four individual heroes 
cooperate as a team and master 
seven quests or chapters as a 
campaign.
The group needs luck in rolling 
dice and the individual strength 

of heroes to meet the mission 
goals of the chapters and to 
defeat the villains. Missions of 
chapters are played in rounds. 
In a round you draw an event 
card; players are active in order 
of their initiative attributes and 
resolve a turn comprising three 
phases:
Spawn Phase - you roll dice to 
put a villain into play on the 
board. 2. Activation Phase, in-

cluding movement of charac-
ters, performing of actions - at-
tack with a short range or long 
range weapon, revival or meet-
ing an attribute challenge - and 
drawing of a Feat card. 3. Villain 
Phase, you draw a Villain Action 
card to activate one or more vil-
lains. For actions and successes, 
you can receive Experience 
Points, represented by coins in 
the Treasury. A chapter is lost, 
when all heroes are unable to 
fight ore are unconscious at the 
same time or when the mission 
goal has not been accomplished 
or when time runs out. Between 
chapters you can heal heroes, 
revive heroes and buy character 
development for heroes with 
coins from the Treasury.
This are adventures without loot 
in the usual sense, loot in this 
fantastic game are the coins for 
your character development 
and you must develop your 
character to win the campaign, 
which, by the way, can be adapt-
ed to the experience level of the 
group. Pure adventure! Pure, 
challenging fun to play! þ

IRON KINGDOMS
DIE UNTERSTADT

INFORMATION

Designer: D. Carl, W. Schoonover
Artist: John Manderville & Team
Price: ca. 80 Euro
Publisher: Ulisses Spiele 2015
www.heidelbaer.de

PLAYERS:
2-4

AGE:
14+

TIME:
120+

EVALUATION
Cooperation, fantasy, 
adventure
Users: For experts
Version: de
Rules: de en
In-game text: yes

Comments: 
Very beautiful miniatures 
* Needs cooperative play 
* Level of difficulty can be 
adjusted

Compares to:
Cooperative fantasy games with 
character development

Other editions:
Privateer Press (en)
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PRESENTATIONtISTANBUL BRIEF & SIEGEL / KLEINER VOGEL, GROSSER HUNGER

Merchants and their assistants 
buy, transport and deliver 
goods in the Bazaar and buy 
rubies with their profits. In your 
turn you execute four phases: 
1) Movement - 1 or 2 steps plus 
placing or collecting assistant; 
2) Encounter with other mer-
chants, pay Lira; 3) Action for 
Merchant with assistant: Take 
goods, expand wheelbarrow, 
change Mail indicator, bonus 

cards, collect assistants, get 
money, sell goods, free family 
member, deliver to Sultan, take 
Mosque tile, buy ruby; 4) En-
counter with opposing family 
members, Governor or Smug-
gler for money, bonus cards or 
goods. If somebody has five ru-
bies, you win at the end of the 
round with most rubies.
Istanbul: Letters & Seals intro-
duces sideline business for the 

merchants: Deliver messages 
and learn secrets which you can 
trade for rubies in the Secret So-
ciety. Support for the daily busi-
ness comes from a partner. New 
locations are Embassy, Kiosk, 
Auction House, Secret Society 
and Catacombs; new turn op-
tions are use partner instead of 
merchant, he moves one loca-
tion, vertically or horizontally, 
and works alone. Bonuses or 
tiles meant for the merchant do 
not apply to the partner. Letters 
at locations with your own piec-
es are turned over, they are de-
livered and yield seals. A courier 
delivers a letter for 2 Lira or for 
a letter. Letters with a total of 3 
or 4 seals give you a bonus turn.
Letters & Seals offers a lot more 
options to acquire rubies and 
takes the heat and pressure out 
of the race for certain locations; 
the variant “Great Bazaar” com-
bines Letters & Seals with the 
Mocha & Baksheesh, the first ex-
pansion, and the core game for 
a very intense and challenging 
game experience.  þ

ISTANBUL BRIEF & SIEGEL
MESSAGES -> SECRETS -> RUBIES

INFORMATION

Designer: Rüdiger Dorn
Artist: A. Resch, H. Schneider
Price: ca. 20 Euro
Publisher: Pegasus Spiele 2016
www.pegasus.de

PLAYERS:
2-5

AGE:
10+

TIME:
60+

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

Comments: 
Works well together with 
the core game or in combi-
nation with core game and 
Mocha & Baksheesh in the 
“Great Bazaar” version

Compares to:
Istanbul, Istanbul Mocha & Baksheesh

Other editions:
Alderac (en), Asterion (it), Matagot (fr), 
White Goblin (nl)

Four small, cheeky, newly-
hatched little chicks need to be 
fed, with seeds, berries, worms 
or flies; but a die determines 
what can be fed to the chicks. 
Each player has a set of four 
chick tiles of varied sizes; the 
front side shows your little chick 
in various stages of growth, 
from the newly hatched chick 
on the smallest to the fully-
fledged chick able to fly on the 

biggest tile. The backside of the 
tiles shows meadows with sym-
bols for feed on three of the tiles 
and, on the smallest tile, a crack-
ing egg.
You stack your four chick tiles, 
meadow/egg side up, sorted 
by size from the biggest tile at 
the bottom and the smallest 
tile on top. Then all players turn 
over their top chick tile and dis-
play the newly-hatched chick. 

The meadow that now is vis-
ible on your stack tells what the 
newly-hatched chick wants to 
eat. One player rolls the die and 
each player, whose meadow 
tile shows the same symbol, 
takes one corresponding food 
chip and covers the symbol on 
the meadow with it. When the 
die shows two food symbols, 
you decide which one to take, 
if both are on your meadow. 
You only collect one chip per 
type of food. When all symbols 
are covered, your chick is sated 
and grows. You return all chips 
to stock and turn the meadow 
over to show the chick, already 
grown a bit, and cover the pre-
vious chick with it. The newly 
revealed meadow now shows 
the food for the bigger chick.  
Whoever has first fed his chick 
to grow to full-fledged size, able 
to fly away, has won.
A lovely little game, easy to ex-
plain and easy to play with the 
enchanting components, the 
birds are simply cute and the 
food symbols are easily recog-
nized.  þ

KLEINER VOGEL, GROSSER HUNGER
FEED CHICKS AND MAKE THEM GROW

INFORMATION

Designer: Tim Rogasch
Artist: Anne Pätzke
Price: ca. 7 Euro
Publisher: Haba 2016
www.haba.de

PLAYERS:
2-4

AGE:
3+

TIME:
15+

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

Comments: 
Haba-like high quality and 
fun to play * Enchanting 
graphics * Simple rules

Compares to:
All simple dice game

Other editions:
Currently none
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Dice game based on Kniffel; you 
try to reach given combinations 
faster than the other players. 
You have a board with rows for 
numbers 1-6, a row to mark 4, 5 
or 6 complete number rows and 
tables for star rewards for tasks 
and for coin rewards from tasks.
You roll five dice up to three 
times, can re-roll any number of 
dice and use the result for:
Completing a task - tasks are 

Kniffel = five identical numbers, 
Low or high Straight, Full House, 
a total of 5-10 or a total of 25-
30, for stars as marked on your 
board.
Advancing in one or two number 
rows -> you must roll two or 
more identical numbers to ad-
vance in a row; a complete row 
fives you a star and the marker 
can be used for a new row. After 
the 4th complete number row 

you put the marker on the cor-
responding spot in the row for a 
star; this goes also for the 5th and 
6th completed number row. 
Advancing in the coin row -> For 
Pairs, Triplets and Quadruplets, 
according to the table; the com-
pleted coin row gives you a star; 
with surplus coins, you can fill 
the row again, it is shorter by 
one position for each comple-
tion.
You can also use a result to ad-
vance in both the coin row and 
a number row.
Surplus - If you rolled more iden-
tical numbers than are neces-
sary to complete a row, you 
mark coins for the remaining 
numbers.
Race - If you are first to complete 
a row or a task, you earn two 
stars; being second to do so, 
gives you one star.
If someone has collected 15 
stars, you win at the end of the 
round with most stars.
This is Kniffel, albeit a much 
more interesting Kniffel, the ad-
ditional rules make the game 
more thrilling and more tactical, 
especially the Race rule. þ

KNIFFEL MASTER
LUCKY ROLLS, CLEVERLY USED

INFORMATION

Designer: W. Kramer, M. Kiesling
Artist: Visid
Price: ca. 20 Euro
Publisher: Schmidt Spiele 2015
www.schmidtspiele.de

PLAYERS:
2-4

AGE:
8+

TIME:
20+

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

Comments: 
Very attractive components 
* Good additional rules for 
the core game * More tacti-
cal due to the Race rules

Compares to:
Kniffel and other dice 
games about combinations

Other editions:
Currently none

Eight levels demand different 
card combinations, collected 
from 90 number cards 1-15 in 
six colors. You hold ten cards 
and two actions in your turn: 
You draw a card from the draw 
pile or from an open discard 
pile - if you can then lay out your 
current completed level, you do 
this - and then discard, as your 
second action, a card on your 
own, open discard pile. Then 

you can immediately add more 
cards from your hand to your 
display or that of other players, 
but this can never complete a 
level.
You can also add jokers to com-
plete a level, jokers exist for card 
values 1-5, 6-10 and 11-15 lev-
els, three copies for each joker. 
Instead of discarding a card, 
you can choose to play a spe-
cial card: A card Die nehm’ ich is 

placed under the draw pile and 
you get offered three cards by 
each player and can take one 
single card, the other player 
draws a replacement. A card 
Die tausch’ ich is also put under 
the draw pile, you discard up to 
three cards and draw the same 
amount from the draw pile. A 
card Die behalt’ ich is put down 
openly and at the end of the 
round, you can keep up to three 
cards from your hand for the 
next round, but only if you did 
not complete a level. The Pass-
a-turn cards from Level 8 have 
been removed.
If you manage to shed all your 
cards, you end the round and 
can advance your level marker 
by two levels; all other players 
with a completed current level 
can move their marker by one 
level. Whoever completes all 
levels first, wins.
Level 8 offers an all-over fun 
game for a filler and has two 
different sequences of levels to 
offer, with a special rule apply-
ing to levels in the second se-
quence, marked with two stars. 
þ

LEVEL 8 MASTER
NEW LEVELS AND SPECIAL CARDS

INFORMATION

Designer: not named
Artist: Arthur Wagner
Price: ca. 10 Euro
Publisher: Ravensburger 2016
Cards, set collecting

PLAYERS:
2-6

AGE:
10+

TIME:
60+

EVALUATION
Cards, set collection
Users: For families
Version: de
Rules: de
In-game text: no

Comments: 
Variant of Level 8 * Same 
basic rules, changed level 
combinations * Very good 
family game

Compares to:
Level 8, Phase 10, Phase 
10 Master

Other editions:
Currently none
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PRESENTATIONtMARA UND DER FEUERBRINGER / MEINE ERSTEN SPIELE

The godly families of Asen and 
Wanen fight for dominance and 
Ragnarök is threatening and 
must be avoided. Players can 
contact the realm of the gods, 
and Mara lends her clairvoyant 
abilities to players to support 
them, because players must find 
gods, creatures and heroes and 
conduct them to their home lo-
cations to give them back their 
powers. But the gods trust no-

body but themselves anymore 
and want to establish their own 
family on the throne of Asgard.
Each player is dealt a Mythologi-
cal Location and four stacks of 
Community cards are prepared 
as a mix of Runenstein cards, 
Macht cards and Action cards. 
In your turn, you play a Mytho-
logical location, take one of four 
stacks of community cards and 
choose three cards from it for 

your hand, without changing 
the order in the stack. Then you 
play turns phases of 1. Turn en-
ergy with rotating rune stone 
card accordingly - 2. Expansion 
by playing a location or a Ru-
nenstein card or maximum as 
many Macht cards as there are 
free slots at mythological loca-
tions - 3. Action & Combat with 
playing of Action cards and 
payment for this with energy 
from Runenstein cards; you can 
attack Macht cards on display 
or unprotected opposing Ru-
nenstein cards. Conflicts are re-
solved by comparing skirmish 
values on Macht cards. - 4. Re-
plenishing your hand. 
You win with 14 victory points 
from cards in your display, from 
cards won in conflicts and own-
ership of Rune Stones. 
The flair of the books which the 
game is based on comes across 
well, the topic has been nicely 
implements, but the nearly only 
possible strategy of playing 
Macht cards early sometimes is 
too dependent on the luck of 
the draw. þ

MARA UND DER FEUERBRINGER
SAVE MIDGARD AND ASGARD

INFORMATION

Designer: Fabian Dittmann
Artist: Adriaan Prent
Price: ca. 20 Euro
Publisher: Heidelberger 2015
www.heidelbaer.de

PLAYERS:
2-4

AGE:
10+

TIME:
60+

EVALUATION
Deck building, card com-
parison
Users: With friends
Version: de
Rules: de
In-game text: yes

Comments: 
Topic of the books nicely 
implemented * Bad luck of 
the draw can cause imbal-
ance in the game * Best for 
fans of the books

Compares to:
Card games with card costs and card 
strength comparison

Other editions:
Currently none

Players accompany the Night 
Watchman Bear on his daily eve-
ning round and assist the Night 
Watchman Bear to put the forest 
animals to bed and in finding 
their cuddly items. Four animal 
house tiles for Night Watchman 
Bear, Bunny Hopsy, Emily Owl 
and Mouse Mimi are set down 
as a square. In front of each 
house tile you place one garden 
tile and fill each gap between 

two garden tiles with three path 
tiles, featuring flower, snail and 
ladybug. Within this circle of 
garden tiles and path tiles you 
place the four forest tiles.
An adult reads the first part of 
the bed-time-story; then one 
player rolls the die and moves 
the bear onto the next path tile 
showing the symbol that was 
rolled. The bear’s light flickers 
on a garden tile and gets a bit 

darker with every step. When 
the bear reaches the Bunny’s 
house, the next part of the story 
is read and players search for the 
cuddle-cushion on the forest 
tiles. When it is found, the house 
tile is turned over and the cush-
ion is set aside. Those steps are 
repeated for the other houses, 
until the bear is in bed, too.
When playing with older chil-
dren, you can turn over the for-
est tiles and play a memo ver-
sion, you might even add up to 
four empty forest tiles.
If you place the Night Watch-
man Bear on a turned-over gar-
den tile he works as a nightlight, 
is dimming its light after 15 min-
utes and switches itself off after 
30 minutes.
What an enchanting idea, a 
nightlight for a playing piece, 
modern sensor technique be-
hind a traditional bedtime-story 
as basis for a very simple roll & 
move game and a first introduc-
tion to game rules and game 
mechanisms, too. þ

MEINE ERSTEN SPIELE
NACHTWÄCHTERBÄR

INFORMATION

Designer: Hüpper, Koser, Nikisch
Artist: Lana Loutsa
Price: ca. 35 Euro
Publisher: Haba 2016
www.haba.de

PLAYERS:
1-3

AGE:
2+

TIME:
10+

EVALUATION
Bed-time, roll dice, move 
pawn
Users: For children
Version: multi
Rules: de en es fr it nl
In-game text: no

Comments: 
Fantastic components * 
Enchanting story * Easiest 
possible rules * First intro-
duction to game rules

Compares to:
Roll & move games with a story

Other editions:
Currently none
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Mix It! Picks up the mechanism 
of split character images, used 
also in MixMax or Monster Mix, 
you need to assemble monsters 
to meet your template.
You are secretly assigned one of 
18 template cards; 36 monster 
parts for head, torso and feet are 
shuffled face-down, each player 
is dealt three part cards and two 
part cards are placed - in correct 
position - to start two monster 

profile; the rest of the cards is 
stacked face-down.
The active player can play a card 
from his hand either on a free 
spot in one of the two profiles or 
on top of a card already laid out 
in one of the profiles and draw a 
card from stack; or he can shift 
a card from one monster profile 
to the other profile or he can - 
once per game - exchange his 
template card.

When the profiles on the table 
show a monster depicted on 
the template card of a player, 
this player calls “Monster”, turns 
his template card over to the 
reward cookie side and draws 
a new template card. It does 
not matter which player placed 
the card to complete a monster 
profile. If you can form a mon-
ster of three parts marked with 
a star, you win an extra cookie 
and keep it, until the next player 
forms such a monster. When 
two players achieve that at the 
same time, none of them gets 
the extra cookie. Whoever is first 
to collect three cookies, wins.
In the Express version, you have 
only your template card, no 
hand cards, and all in turn draw 
a card from the face-down stack 
and put it onto one of the pro-
files.
Not new, but nice - cuddly mon-
sters and simple rules result 
in a quick, easy family game 
or game for children, in which 
you must look closely and react 
quickly! þ

MIX IT!
MONSTER EDITION

INFORMATION

Designer: Manu Palau
Artist: Manu Palau
Price: ca. 10 Euro
Publisher: Brain Picnic 2015
www.brainpicnic.com

PLAYERS:
2-6

AGE:
5+

TIME:
10+

EVALUATION
Place cards to copy template
Users: For families
Version: multi
Rules: de en es fr it pt
In-game text: no

Comments: 
Familiar basic mechanism 
* New is the joint profile 
for use of all players * Still 
a very attractive game for 
families and children

Compares to:
MixMax, Monster-Mix

Other editions:
Currently none

Two hungry and very demand-
ing monsters need to be prop-
erly fed; they want to be fed 
at the same time and with the 
same food and they will eat 
each type of food only once. 
48 food cards and 12 Feasting 
cards are shuffled and stacked 
face-down; each player draws 
three cards from the stack. On 
the table, you make room for a 
display of 2 x 5 cards, empty at 

the beginning, and a general 
playing area. 
The active player draws three 
cards from the stack, one by 
one, and decides for each indi-
vidual card if he keeps it, gives 
it to his left neighbor or puts it 
down openly into the general 
playing area. Each action can 
be only chosen once per turn. In 
the second phase of your turn, 
you can then feed monsters, if 

possible. 
Should a pair have been ap-
peared due to the placing of 
a card in Phase I, it is immedi-
ately fed to the monsters, that is, 
placed into the two-row-display 
as a pair. You do not score for 
such a feeding. If you can feed a 
pair from your hand to the mon-
sters, again putting it into the 
display, you score a turquoise 
chip representing three points. 
If you can form a pair from a card 
in your hand with a card from 
the general playing area, you 
score an orange chip represent-
ing one point. Feasting cards 
can be set down, handed on 
or kept, each one in hand gives 
you two extra points at the end 
of the game. When 10 different 
pairs of food are on display, you 
win with most points.
This is a nice addition to the 
range of card games; the mon-
sters are funny; the topic is nice 
and the mechanism is very sim-
ple and yet offers first tactical 
considerations in deciding how 
to use each of the cards you 
draw in your turn. þ

MONSTERMENÜ
SIMULTANEOUS FEEDING

INFORMATION

Designer: Benjamin Schwer
Artist: Sascha Morawetz
Price: ca. 6 Euro
Publisher: Haba 2015
www.haba.de

PLAYERS:
2-4

AGE:
6+

TIME:
15+

EVALUATION
Cards, set collecting
Users: For children
Version: multi
Rules: de en es fr it nl
In-game text: no

Comments: 
Pretty design, nice topic * 
Simple rules * First tactical 
options

Compares to:
Set collecting games

Other editions:
Currently none
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PRESENTATIONtMR. LISTER’S QUIZ SHOOTOUT / PECUNIA NON OLET

Mr. Lister has had it with irate 
gunslingers shooting his beauti-
ful saloon to pieces and has in-
vented a game for those trigger-
happy guys, in which shootouts 
were dealt with by answering 
questions.
On player embodies Mr. Lister, 
die other players form teams of 
roughly identical sizes. Mr. Lister 
asks a question, for instance 
“what are the 12 things, that 

people forget most often in ho-
tel rooms?”
Each team writes down answers, 
while Mr. Lister slowly counts up 
to 30. He then choses a team 
to begin giving answers, team 
members can confer about an-
swers. When the answer given 
is mentioned on the card, the 
team remains in play and Mr. 
lister marks the answer as hav-
ing been given. Teams continue 

to give answers in turn; if a team 
gives the wrong answer that is 
not on the card list, it must quit 
for the round. When the last 
team in play manages one more 
correct answer, it receives the 
card for a drink. 
Should a team give an answer 
that is marked “golden answer” 
on the card, it is qualified for 
the shootout and can stop giv-
ing answers. When the team is 
the only one qualified for the 
shootout, it gets the drink card. 
If more than one team quali-
fied for the shootout, Mr. Lister 
asks the shootout question, for 
which the answer is always a 
number. The team whose an-
swer is closest to this number, 
receives the card. The team that 
collects three different drinks, 
wins the game.
This is a cute mixture of stan-
dard mechanisms as used in 20 
Questions or “Pi mal Daumen”, 
using a fantastic mix of ques-
tions; the trick is to find a good 
mixture of knowledge and the 
risk of being to be too bold with 
answer when trying to achieve a 
golden answer. þ

MR. LISTER’S QUIZ SHOOTOUT
DRINKS FOR CORRECT ANSWERS

INFORMATION

Designer: not named
Artist: Ben Drummond, Zoe Lee
Price: ca. 20 Euro
Publisher: moses. Verlag 2016
www.moses-verlag.de

PLAYERS:
3-12

AGE:
14+

TIME:
30+

EVALUATION
Quiz, party
Users: With friends
Version: de
Rules: de en
In-game text: yes

Comments: 
Nice mix of standard 
mechanisms * Well-chosen 
selection of questions * 
Risky answers can pay off

Compares to:
20 Questions and other 
quiz games with multiple answers

Other editions:
Big Potato (en)

Players run latrines in ancient 
Rome and try to earn as much 
money as possible. Generous 
customers must be lured in 
one’s own latrine, tight fisted 
Romans are sent to competitors, 
as are long-time sitters! Action 
cards such as line jumping or 
fish poisoning change the wait-
ing queue and you must cater to 
customer preferences - senators 
do not want to sit next to slaves 

and two women can occupy 
one latrine. You play phases: 1. 
Remove a marker for length of 
stay from customer cards in the 
latrine; 2. Receive money for cus-
tomers you have finished and 
remove those Romans; 3. Fill 
latrines from the waiting queue; 
and 4. Draw an action card, you 
can play them any time in your 
turn. If you are first to own 20-
30 sesterces, depending on the 

number of players, you win.

New edition with five expansion 
modules - 1. Famous Romans: 
18 cards for Romans who trigger 
useful actions when entering or 
vacating a latrine; 2. Latrine Up-
grades - you can upgrade your 
latrine for income or useful ac-
tions; 3. Events - Players have 
control over the moment of 
occurrence of events; 4. Career 
Ladder - To win, you must climb 
the steps of the Career Ladder in 
a given order, either by paying a 
sum of sesterces or by complet-
ing a task; 5. Favor of the Gods 
- When a citizen vacates a la-
trine, they offer a sacrifice at the 
temple and provide the favor of 
the individual god for the player, 
you always have one Favor card 
at your disposal.

Money has no smell nor those 
latrines, they only provide odor-
free and sophisticated game 
fun as a cute family game with 
fun, aggro and lots of chance 
- sometimes you are in a hurry 
and sometimes actions take 
time. þ

PECUNIA NON OLET
GELD STINKT NOCH IMMER NICHT

INFORMATION

Designer: C. Fiore, K. Happel
Artist: Christian Fiore
Price: ca. 21 Euro
Publisher: Noris Spiele 2016
www.noris-spiele.de

PLAYERS:
2-6

AGE:
8+

TIME:
40+

EVALUATION
Place cards for cash
Users: For families
Version: multi
Rules: de en fr it
In-game text: yes

Comments: 
New edition including five 
expansion modules * Cute 
graphics * Simple rules * 
Rather tactical when played 
by two players

Compares to:
Card games with varying card reten-
tion time

Other editions:
Currently none



PRESENTATION u PENKI / PLAYMOBIL SUPER 4

30 ISSUE 498 / OCTOBER 2016 www.gamesjournal.at
Color codes, target groups, features, icons and GABIS are
explained on page 5 and at the bottom of pages 38 and 39

Penki means “Five“ in Lithu-
anian, and the aim of the game 
is to arrange five pieces in a row, 
which can include joker pieces 
in this variant. 28 wooden rect-
angles have two indentations 
for pieces. Each player is as-
signed a color and the joker 
pieces can be used for both 
colors. 24 disk pieces per player 
color and eight joker pieces are 
placed in the bag. Players al-

ternate turns to draw two discs 
from the bag and place them 
as a pair on the table, until each 
player has 14 pairs laid out for 
himself. Then one of the wood-
en rectangles is placed for a 
starting tile, the long side of this 
tile determines the base line of 
the game “board”. 
In your turn, you can either add 
a new wooden tile, horizontally 
or vertically in a grid of maxi-

mum 9x9 indentations, to the 
board, there can be no gap in 
tiles and there cannot be an 
empty rectangular tile between 
the new tile and the base line. 
Or you pick up a pair of your 
discs and place them in a tile 
in the board. You cannot pass a 
turn! If you fill the last free tile in 
the board, you must add a new 
one immediately. If you manage 
to form a row of five of your own 
discs or a mixture of five disks 
from your own pieces and joker 
pieces, you win. Those rows can 
be formed horizontally, verti-
cally or diagonally. If by placing 
a pair of discs a row is emerging 
for each of the players, you win, 
if you did not make the last turn. 
Tied games are possible.
I am temped to say, Gerhards as 
a publisher means one game, 
one hit. Penki perfectly fits this 
range of abstract, attractive 
games for two players, with a 
mechanism that is standard, 
albeit being varied sophisticat-
edly and with a challenge! þ

PENKI
ROW-FORMATION INCLUDING JOKERS

INFORMATION

Designer: Hartmut Kommerell
Artist: not named
Price: ca. 35 Euro
Publisher: Gerhards Spiel und Design 2016

www.spiel-und-design.eu

PLAYERS:
2

AGE:
8+

TIME:
30+

EVALUATION
Row formation, abstract
Users: For families
Version: multi
Rules: de en fr
In-game text: no

Comments: 
Attractive components 
* Standard topic * Topic 
varied with sophisticated, 
challenging mechanisms

Compares to:
Other “x-in-a-row” games

Other editions:
Currently none

Together with the Super 4 - 
Knight Alex, Pirate Ruby, Agent 
Gene and Fairy Twinkle - play-
ers must keep the upper hand 
against their arch enemies 
- Sharkbeard, Dr. X, Baba Cara 
and the Black Baron -  and, as 
mission goals, complete four 
tasks in four Super 4 worlds and 
collect four golden key tiles. 
A big board showing four Super 
4 worlds and gates between 

them is set up, a small plan for 
villain movement and place-
ment of clock markers is laid out, 
as are two out of ten task cards, 
demanding either two given or 
any three characters together 
in one of the worlds or any two 
characters on the case of the de-
picted arch enemy. Players can 
consult with each other at any 
time during the game.
You roll all dice: For a number 

on the grey dice you move the 
opponent marker; if it crosses 
the red line you turn over a time 
marker -> an Alien is discarded; 
a clock is placed on the board. 
Then you select two colored 
dice and move those characters, 
either on the current world or 
with one step through a gate to 
another world. When the move-
ment of a character completes 
a task, you set the card aside 
and replace it with one from 
the stack. If a character reaches 
a key tile, you reveal it -> when 
the color of tile and character 
correspond, you take the key 
tile. If you must place the last 
clock tile before all mission tasks 
are completed, all players lose 
the game together.
A fun game, set in attractive and 
well-known adventure worlds, 
and of course you can play with 
your own Playmobil characters 
instead of the cardboard ones 
that come with the game; the 
necessary joint tactical consid-
erations provide a thrilling and 
challenging experience. þ

PLAYMOBIL SUPER 4
DIE ZEIT LÄUFT!

INFORMATION

Designer: Wolfgang Dirscherl
Artist: not named
Price: ca. 22 Euros
Publisher: Schmidt Spiele 2016
www.schmidtspiele.de

PLAYERS:
1-4

AGE:
6+

TIME:
20+

EVALUATION
Roll & move, cooperation
Users: For children
Version: multi
Rules: de fr it
In-game text: no

Comments: 
Based on the Playmobil 
TV series * Does not come 
with a Playmobil figurine * 
After in introductory game, 
children can play alone * 
Also a nice family game

Compares to:
Roll & move games set in toy 
universes

Other editions:
Currently none
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In the Cthulhu universe, you try 
to open portals or to publish re-
search result by collecting and 
displaying sets of location cards.
Seven portal cards are on dis-
play, as are 65 location cards, 
some of them open-faced, 
some face-down, card numbers 
being visible, all arranged in an 
overlapping row. The are differ-
ent numbers of cards for seven 
locations. 

In your turn, you either draw 
1-3 location cards from the 
rightmost end of the row; there 
is no limit for cards in hand. Or 
you open a portal by displaying 
between 1 and 3 sets of three 
or more identical location cards 
and take the corresponding 
portal, either from the display or 
from the placer currently own-
ing it. Or you publish research 
results by displaying between 

1 and 3 rows of seven different 
cards each; this gives one mad-
ness token for all other players 
for the first set that is displayed 
in a round. For each additional 
set displayed in a round, play-
ers receive one more madness 
token per set than for the previ-
ous one. 
An optional action is to use the 
ability of a portal card and then 
to return the card to the display 
of available portal cards.
When, in a round, all location 
cards are taken, all have one 
more turn and then receive 
one madness marker for each 
type of location card in hand. If, 
in a round, someone has shed 
all his cards, he discards half of 
his madness markers and all 
other players take one madness 
marker.
When someone has collected 
ten madness tokens, you win 
with fewest tokens.
Pocket Madness features a 
popular topic and a standard 
mechanism, combined in a well-
working, little family game with 
some tactics from choosing sets 
and using portal cards. þ

POCKET MADNESS
CTHULHU FOR FAMILIES

INFORMATION

Designer: Cathala, Maublanc
Artist: Mathieu Leyssenne
Price: ca. 24 Euro
Publisher: Funforge 2016
www.funforge.fr

PLAYERS:
2-4

AGE:
8+

TIME:
30+

EVALUATION
Cards, Set collecting, Cthulhu
Users: For families
Version: en
Rules: en fr
In-game text: yes

Comments: 
Simple, quick game * 
Arranging the location 
card row takes time * Nice 
filler game * Cthulhu topic 
nicely implemented

Compares to:
Rummy, Level 8 and other set collect-
ing games on groups and sequences

Other editions:
Funforge (fr)

Privacy Quickie is a game of 
questions and answers, in each 
round you must answer a very 
private, usually rather delicate, 
sometimes intimate, sometimes 
curious questions. However, as 
announced by the game’s title, 
your privacy is save, because 
you answer secretly by playing 
face-down „yes“ or „no“ cards.
Quickie comes with 360 new 
questions and can be combined 

with Privacy, Privacy 2 and Pri-
vacy Scharf wie Chili, and is 
also, like those other versions, 
intended for adult players only.
Cards are shuffled and stacked 
face down; for a round the top 
card is drawn and the question 
corresponding to the number 
on the backside of the top card 
of the draw pile is read out. 
When the group does not like 
the question, another one can 

be selected. All now answer 
by putting down a card for yes 
or no. All players then try to 
give as exact a guess as pos-
sible on how many players will 
have answered with “yes”, the 
guess of each player is noted. 
You can never name the exact 
number of players or choose 
“Zero” for your guess. Then the 
answer cards are shuffled and 
revealed. For a correct predic-
tion, you score three points, if 
your answer is lower or higher 
by one than the correct number, 
you score one point. If you have 
most points after 15 rounds, you 
win the game.
The game works well when all 
players answer truthfully and 
take great care so that nobody 
can spot who placed which an-
swer card. Discussions about the 
questions and the “yes” answers 
are invited and provide the fun 
in the game. Privacy Quickie is 
a delicate fun party game for 
adults and surely is most inter-
esting, when players know each 
other, because it provides sur-
prises all the same. þ

PRIVACY QUICKIE
PRIVATE, DELICATE, SECRET

INFORMATION

Designer: Reinhard Staupe
Artist: Oliver Freudenreich
Price: ca. 10 Euro
Publisher: Amigo Spiele 2015
www.amigo-spiele.de

PLAYERS:
5-10

AGE:
16+

TIME:
30+

EVALUATION
Part6y, communication
Users: With friends
Version: de
Rules: de
In-game text: yes

Comments: 
360 new questions * 
Edition without game 
board * Stand-alone game 
or supplement for other 
Privacy editions

Compares to:
All other editions of Privacy

Other editions:
Currently none
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Aristocrats strive for fame in 
Rome and the up-and-coming 
Republic of Rome. The standard 
topic of deploying legions, con-
quering provinces, take up of-
fices and amusing the people is 
implemented with a system of 
placing power dice in combina-
tion with action cards.
Five rounds comprise four or 
five phases each: 1. All players 
roll their four Power Dice, the 

total per player determines, in 
ascending order, the turn order. 
2. In turn players place one die 
on a Power Dice Track, always 
into the leftmost free segment 
and only dice of one player 
into a segment. When a die 
placed further to the right is of 
lower value than the previously 
placed ones, the sequence is 
changed. If you place a die into 
a segment with one of your dice, 

it must be equal to or lower than 
the die already there, it is placed 
to the right of this die and forms 
a group of dice. Before or after 
placing dice, you can activate 
senate cards by placing them 
on province cards. 3. Track seg-
ments are resolved in sequence; 
you can conquer provinces with 
dice on the Military Track, ac-
quire senate cards via the Sen-
ate Track or acquire arena cards 
from the Black Market Track. 4. 
Scoring after rounds Three and 
Five: Forum Track -> One point 
per resource and per marker be-
hind your own marker. Arena -> 
Sets of Arena cards. 5. Clean up: 
Remove remaining cards and 
display new ones.
Rome is a very structured game, 
dominated by clever tactical 
use of the intriguing Power Dice 
placement mechanisms which 
in turn decides the acquisition 
of cards; it can happen that you 
miss out on cards! The game 
end scoring of senate cards and 
regions can change the out-
come! þ

ROME
RISE TO POWER

INFORMATION

Designer: Elad Goldsteen
Artist: N. Robinson, G. Vorgia
Price: ca. 35 Euro
Publisher: Golden Egg Games 2015
www.goldenegggames.com

PLAYERS:
2-4

AGE:
13+

TIME:
60+

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

Comments: 
Power Dice System is an in-
triguing worker placement 
* Needs to mastered, then 
is is easy to use * Distinctly 
structured rules

Compares to:
Worker placement games

Other editions:
Currently none

In the caves of Frost Mountains, 
in jungle and lava caves we hunt 
for treasures. In each round, you 
draft a hand of nine cards of 
adventurers, watch dogs, coins 
and action cards. Then you 
place cards for locations and 
can add action cards. The two 
treasures of a location go to the 
player with the strongest group 
and to the player with the weak-
est group. Your treasures must 

be defended with watch dogs 
against Goblins or you risk loss 
of coins. Finally, you can swap 
yellow magic scrolls for coins. 
After five rounds, you win with 
the highest total of treasures 
and coins.
The first expansion for 
Schatzjäger / Treasure Hunter 
introduces new components 
based on the rules of the basic 
game, with modifications for 

set up and changes provided 
by the new goblins, adventur-
ers and magic scrolls. If you play 
with the expansion you replace 
the goblins from the basic game 
with the goblins from the ex-
pansion. The adventurer cards 
Viggo Adlerauge/Trueshot and 
Schlossknacker Tim / Tinker 
Tim from the basic game are 
replaced with the Viggo Adle-
rauge/Trueshot and Grimbold 
Edelstein/Gemstone cards; the 
three purple magic scrolls with 
negative effects are shuffled 
into the treasures from the basic 
game; there are also new watch-
dogs with paw values 3 and, 
new, the Goblin Jäger/Hunter.
He must be played when the 
winner of the paw value total-
ing is determined; the winner 
must give one goblin + eventual 
coins with it to the player who 
played the goblin hunter.
All in all, Goblin’s Loot is a nice 
addition to an attractive family 
game, providing variation, but 
nothing really new for the com-
petition for treasures and the 
fight against goblins. þ

SCHATZJÄGER
GOBLIN’S LOOT

INFORMATION

Designer: Richard Garfield
Artist: Markus Erdt
Price: On demand
Publisher: Queen Games 2016
www. queen-games.de

PLAYERS:
2-6

AGE:
8+

TIME:
45+

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

Comments: 
First expansion for Treasure 
Hunter * Hard to find * Ba-
sic rules remain unchanged

Compares to:
Schatzjäger / Treasure 
Hunter

Other editions:
Currently none
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PRESENTATIONtSMALL STAR EMPIRES / SPEEMO

Four different species have dis-
covered interstellar travel and 
want to expand their empires.
A starting layout from Main Sec-
tor tiles and Home World Sec-
tor tiles is prepared according 
to rule templates or your own 
ideas, Wormholes and Black 
Holes can be used.
A game turn comprises the 
steps of Moving Ships and Es-
tablishing Control. You choose 

one of your ships and move 
it any number of hexes in a 
straight line, without changing 
direction, the ship can fly into 
uncontrolled systems, nebu-
las or other systems or cross a 
worm hole or one of your own 
systems. You cannot fly into 
or cross a system with a Black 
Hole or a system controlled 
by another player, and you are 
not allowed to fly into a system 

containing a Worm Hole or en-
ter one of your own systems. 
Damaged ships can only move 
a distance of two hexes and 
cannot fly into unexplored sys-
tems; they can be repaired in 
their own home system. In the 
system where you move ends 
you place a colony or a trade 
post and take control of this sys-
tem with this placement. If you 
cannot move one of your ships, 
you must pass till the end of the 
game. When all players did pass 
or all have placed all their trade 
posts and colonies, you score 
the systems you control and win 
with most points from systems, 
systems of other players adja-
cent to your own trade posts 
and from bonuses. Several vari-
ants are listed.
Small, neat, quick and good! 
The available systems and ac-
cess routes for them get scarce 
quickly and to remain on top 
of available targets is a well-
working challenge with a high 
replay value, especially also due 
to the interesting variants that 
are provided for the use of com-
ponents. þ

SMALL STAR EMPIRES
STARS, NEBULA AND WORMHOLES

INFORMATION

Designer: Milan Tasevski
Artist: Milan Tasevski
Price: ca. 30 Euro
Publisher: Archona Games 2016
www.archonagames.com

PLAYERS:
2-4

AGE:
13+

TIME:
15+

EVALUATION
SciFi, movement, Territory 
claiming
Users: With friends
Version: multi
Rules: de en es fr it
In-game text: no

Comments: 
Nice, albeit minimalistic 
components * Easily acces-
sible * Quick game * High 
replay value due to variants

Compares to:
Pingvinas, other games with shrink-
ing freedom of movement

Other editions:
Currently none

18 recipes cards depict between 
one and four ingredients; five 
such cards are lined up open-
faced. 48 ingredient cards are 
spread out face-down. On a 
signal, all players search simulta-
neously, with one hand only, for 
ingredients and memorize the 
location of ingredients for one 
of the recipes. You turn over a 
card, look at it, memorize it, put 
the card back and memorize the 

location of the card, too. 
Whoever has found all ingre-
dients for a recipe, calls “done“, 
points at the recipe card and 
turns over all ingredients. When 
you manage this without reveal-
ing an unsuitable ingredient, 
you take the recipe card and 
the ingredients are taken out of 
play. If two players call ”done” at 
the same time and point at the 
same recipe, the recipe is put to 

the bottom of the stack and not 
resolved. If they indicate differ-
ent recipes, they resolve them 
one after the other. If you make 
a mistake, the revealed ingredi-
ents are turned over again and 
you can only call “done” again 
after someone else had a try. 
When all recipe cards are re-
vealed and one more recipe was 
found, you win with most stars 
on your recipe cards.
In the Slomo version for players 
of ages 4+, you only use recipe 
cards with one or two ingredi-
ents; only one recipe card is on 
display and the active player 
can continue to turn over cards 
until the recipe is completed or 
an unsuitable ingredient is re-
vealed.
Speemo fits seamlessly into the 
concept of all Adlung games - 
simple rules, good educational 
practice and lots of fun to play 
for all the family; the idea of 
memorizing the card location 
demands concentration and 
speed, you want to avoid to lose 
a memorized card to another 
player.  þ

SPEEMO
FIND AND MEMORIZE

INFORMATION

Designer: Florian Racky
Artist: M. Hallmann, D. Lohausen
Price: ca. 8 Euro
Publisher: Adlung Spiele 2016
www.adlung-spiele.de

PLAYERS:
2-4

AGE:
4+

TIME:
15+

EVALUATION
Spot, memo, speed
Users: For families
Version: multi
Rules: de en es fr it nl
In-game text: no

Comments: 
Felicitous mix of learning 
and fun to play * Nice 
combination of memo and 
speed * Simple rules * Very 
good family game

Compares to:
Memo games for sets

Other editions:
Currently none
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You invest money in freight 
trains. In Phase I you bid for en-
gines and then add cards to the 
engine in Phase II to transport 
the most valuable commodi-
ties possible. If you have added 
five cars to your engine, you 
end the round and all players 
score money equal to the value 
of the cars at an engine times 
the power value of that engine. 
Whoever has most money after 

three rounds, wins. 
There are three kinds of engines 
- Steam, Diesel and Electric, and 
cars for Food, Cattle, Coal, Oil, 
Luxury Goods and Passengers.
In Phase I, one randomly se-
lected tile of six auction tiles is 
revealed and determines the 
type of auction for the round 
- pass, blind, double blind, pre-
emption, open or twist; auction-
ing continues until every player 

owns three engines. If you have 
not enough money to bid - 
minimum bid always equals the 
power value of an engine - you 
receive one of the remaining en-
gines at the end, which is then 
turned over and has a power 
value of Zero and no multiplica-
tion factor for scoring. 
In Phase II, players take actions 
in the order of their engine 
power: either add a car - only 
one kind per engine - or replace 
a card in the display against pay-
ment or pass a turn. Three secret 
goal tokens for each player earn 
them money for meeting goals 
during the game, for instance 
800 $ for four cattle cars at one 
of your engine.
Those goal tokens turn a nice 
family game into a nice game 
for experienced players. Six auc-
tion method options for three 
rounds provide many different 
games. Clever decisions when 
to take/use one of the five spe-
cial cards among the car cards 
for once-only use and a bit of 
card memory provide addition-
al challenges. þ

TAKE A TRAIN
POWERFUL ENGINES, VALUABLE COMMODITIES

INFORMATION

Designer: V. Kijowska, M. Ropka
Artist: Sylwia Smerdel
Price: ca. 20 Euro
Publisher: ST Games / G3 2015
www.g3poland.com

PLAYERS:
2-6

AGE:
8+

TIME:
60+

EVALUATION
Auction, collecting
Users: With friends
Version: multi
Rules: de en  pl
In-game text: no

Comments: 
Nice filler for frequent play-
ers * Good family game for 
experienced casual gamers 
* Attractive mechanism 
details

Compares to:
Set collecting with selection via 
auctions

Other editions:
G3 (pl)

The Dragon & Flagon is a tav-
ern, famous world-wide for its 
drink named THE DRAGON! It 
gives the hero guests incred-
ible abilities. However, unfortu-
nately, only one bottle is left and 
the brawl for it begins, with all 
means at hand. 
The 3D tavern including carpets, 
tables, chairs, mugs and bar-
rels is set up and, depending 
on the number of players, you 

control one or two characters. 
You plan the actions for your 
character with the action cards 
from the character’s deck, using 
the three slots on the character 
board. When the character is ac-
tive, that is, his marker is in the 
same time segment as the time 
marker, you implement the ac-
tion in slot I and then move the 
marker the indicated number of 
steps on the time track. 

Actions are implemented ac-
cording to the orientation and 
the location of the character; for 
some actions, you have to be on 
the table, you can never be un-
der the table, you can pull out 
the rug under somebody’s feet 
or throw furniture and mugs 
about, in short, behave as you 
would behave in a tavern brawl. 
Items that you threw go out of 
play. When the time marker’s 
case of the round if free of hero 
markers, you move the time 
marker after revealing an even-
tual end-of-game marker. When 
this results in the appearance of 
the City Watch, the game ends 
and you add the reputation for 
characters you control and win 
with the highest total. The game 
comes with a bonus expansion, 
“Pirate Brawl”, played on the 
back side of the board.
XL playing fun, the more players 
the merrier; the modular board 
offers endless brawl variations 
and the 3D components entice 
you to play, and you can even 
play tactical, if you want. þ

THE DRAGON & FLAGON
TAVERN BRAWL DELUXE

INFORMATION

Designer: Brian, Engelstein
Artist: Bill Bricker
Price: ca. 45 Euro
Publisher: Stronghold Games 2016
www.strongholdgames.com

PLAYERS:
2-8

AGE:
10+

TIME:
60+

EVALUATION
Cards, 3D board, action
Users: With friends
Version: en
Rules: en
In-game text: yes

Comments: 
Fantastic components * 
Standard topic nicely and 
wittily implemented * Best 
with full complement of 
players

Compares to:
First game of this kind

Other editions:
Currently none
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Annual competition for alche-
mists - who will create the most 
valuable minions?
The display of round and recipes 
cards is prepared, as is the stack 
of pot and element cards.
From this stack, you are dealt 
five cards. You choose a card, 
put it down face-down and 
hand on your remaining cards, 
as stated by the round card, 
to your left or to your right; or, 

as an alternative, you can pass 
and you discard your remaining 
cards in hand; you must pass, if 
you have only one card in hand.
If you did pass and could reveal 
a pot card from your drafted 
cards, you can doe so, but are 
not forced to do so. But, you 
cannot create a minion in this 
round, if you do not reveal a pot 
card.
Then, each player in turn, start-

ing with the one who revealed 
the most valuable pot, can cre-
ate one of the minions available 
on recipes cards and discard the 
necessary elements; the first 
player to do so gets the round 
card. When the symbol of an 
element corresponds to the ele-
ment symbol of the recipe card, 
the value of the element card 
for use in creating a minion is 
doubled.
After five such rounds, you win 
with most points from recipes/
minion cards you collected, 
from round cards and drafted 
amber cards.
In the advanced version of the 
game, Terrain cards change the 
value of element cards in each 
of the rounds; if someone cre-
ates the minion represented by 
the Legendary Recipe, the game 
ends at the end of the round!
Not a new mechanism, this idea 
of collecting sets by drafting 
cards. The tactic for drafting ele-
ments is heavily restricted here 
by the double chance element 
of cards selected for a game and 
then the card distribution for a 
round. Nice, but not more! þ

THE MINION RECIPES
CARD DRAFTING TO CREATE MINIONS

INFORMATION

Designer: Tomoki Motohashi
Artist: 310crouka
Price: ca. 30 Euro
Publisher: Takoashi Games 2015
www.takoashi.com

PLAYERS:
3-6

AGE:
14+

TIME:
20+

EVALUATION
Drafting, set collection
Users: With friends
Version: en
Rules: en es jp pl
In-game text: no 

Comments: 
Available cards for a game 
are chance-governed * Dif-
ficult to plan * Interesting 
drafting rules * Rules not 
clearly formulated

Compares to:
Set collecting games with drafting

Other editions:
Takoashi (es, jp)

Strangely, characters in the 
game want to become poor 
and so players as prodigals try 
to worsen their status by los-
ing an election or to get rid of 
worldly goods or insulting influ-
ential people in society. You can 
combine any two competitions 
or play all three. In each compe-
tition, you try to lose points in a 
total of five rounds or until one 
player has arrived at Zero points 

in one section. A score of Zero, 
however, is not the aim of the 
game, you need to balance your 
score in all competitions - at the 
end the highest of your scores is 
compared to the highest score 
of others and you win with the 
lowest high score.
In the Possessions competitions 
money is scored, in the Election 
Competition votes determine 
your score and in the Society 

Competition your sum on influ-
ence on four tracks will result in 
your score.
The phases of a round are: 1. 
Set up of the necessary game 
boards. 2. Errands - you com-
mand errand boys, place them 
on free cases on the boards and 
resolve the corresponding er-
rand; 3. Actions: each player has 
a turn and can use and resolve 
any number of action cards, for 
once-only or multiple actions; 
4. If you play the Election Com-
petition, the Hyde Park Phase is 
played, comparing ownership 
of Megaphones. 5. If you play 
the Society Competition, you 
play the Dame Beatrice Phase 
with comparison of influence 
markers. 6. End of round with 
checking for end-of-game con-
ditions, new turn order and 
clearing up of game boards.
The game is a Last Will spin-off 
and can be combined with Last 
Will or played as a stand-alone 
game. A dilemma in your choice 
of actions and the unusual aim 
of the game provide a tricky and 
challenging game. þ

THE PRODIGALS CLUB
PLAN YOUR FINANCIAL AND SOCIAL RUIN!

INFORMATION

Designer: Vladimír Suchý
Artist: T. Kučerovský and Team
Price: ca. 30 Euro
Publisher: Czech Games Edition 2015
www.czechgames.com

PLAYERS:
2-5

AGE:
14+

TIME:
90+

EVALUATION
Worker placement
Users: For experts
Version: en
Rules: cz de en fr it pl
In-game text: yes

Comments: 
High-quality components 
* Stand-alone or for use 
with Last Will * Many action 
options * Unusual winning 
conditions

Compares to:
Last Will

Other editions:
Club der Verschwender, Heidelberger 
Spieleverlag (de); CGE (fr), Mindok 
(cz), Cranio Creations (it), Rebel.pl (pl),



PRESENTATION u THEY WHO WERE 8 / TINY EPIC WESTERN

36 ISSUE 498 / OCTOBER 2016 www.gamesjournal.at
Color codes, target groups, features, icons and GABIS are
explained on page 5 and at the bottom of pages 38 and 39

Gods in their Pantheon want to 
collect Glory among their fol-
lowers to ensure that their victo-
rious story is told.
Each player serves two gods 
and influences their levels of 
Glory or Infamy. Game modes 
are Titanomanchy for an indi-
vidual victory or Pantheon for 
teamplay. In both modes, card 
actions of players represent the 
narration of a travelling minstrel; 

players also can call upon pow-
ers of the gods to influence this 
tale.
In Titanomanchy, the left-hand 
god of a player always cooper-
ates with the right-hand god 
of the player’s left neighbor. In 
rounds, you play one of three 
action cards from your hand; it 
can relate to the active player 
or to all other players but the 
active player or to any player at 

all; action cards give or take or 
transfer glory or infamy. Then 
you renew your hand - you hand 
one of your two cards to your 
left neighbor; the new starting 
player shuffles discard pile plus 
draw pile for a new draw pile 
and each player draws one card. 
When either glory or infamy 
markers have been depleted, 
you add the victory points for 
your pair of gods and you win, if 
you control the god with fewer 
points in the pair with most vic-
tory points in total.
In the Pantheon mode, you 
control two gods of your own 
and cooperate with the player 
sitting opposite to you; when 
markers have been used, each 
team scores its glory markers 
with +2 points each and infamy 
marker and used god powers 
with -1 point each. The team 
with most victory points wins 
the game.
Minimalistic, featuring an idio-
syncratic mix of cooperation, 
chance and tactic; this is an 
ingenious game for a filler or a 
starter for ab evening, an entic-
ing titbit among friends! þ

THEY WHO WERE 8
MICROGAME DUEL OF GODS

INFORMATION

Designer: Todd Sanders
Artist: Todd Sanders
Price: ca. 15 Euro
Publisher: LudiCreations 2016
www.ludicreations.com

PLAYERS:
2-4

AGE:
12+

TIME:
20+

EVALUATION
Cards, Microgame
Users: With friends
Version: en
Rules: en
In-game text: yes

Comments: 
Enormous in-game depth, 
achieved with minimum 
rules and components * 
Amazing graphics support 
the topic * Ingenious filler 
game

Compares to:
Other Microgames

Other editions:
Currently none

In a mix of Poker and worker 
placement, you want to best 
place your posse to become the 
meanest boss in town.
You begin with a random boss 
card and one each of three influ-
ence markers on your boss card; 
the town is laid out with loca-
tion cards and building cards 
as per instructions. The special 
abilities of all bosses in play are 
read out.

In Phase I of a round, poker 
cards are shuffled and dealt as 
per instructions. In Phase II, each 
player in turn places one posse 
- the third one only if it is stand-
ing -  for the effect of the loca-
tion, a possible acquisition of 
the building card at the location 
and for use of the poker card; if 
you want to occupy a location 
already taken, a duel takes place 
using the Gunslinger dice. The 

losing posse is wounded and 
laid down, the winning posse is 
placed on top; the winner of the 
latest duel receives the “wanted” 
card and advances one Industry 
token. Then, in Phase III, poker 
cards are revealed and resolved, 
following the rules of Three-
Card poker; you win influence in 
relation to the location of your 
posse and the poker result. 
In Phase IV all compare their 
card and the two cards next 
to the Town Hall; in descend-
ing order of the value of the 
resulting poker combinations 
you can buy a building card at 
a location with minimum one 
of your posses there. After six 
such rounds you win with most 
victory points from buildings, 
the “wanted” card and industry 
points of your buildings from 
the ranking of industry markers 
on the Town Hall mat.
Poker fans love it, non-poker 
players are challenged, too, and 
the worker placement mecha-
nism is sophistically used. Really 
tiny, really, epic, epically good! 
þ

TINY EPIC WESTERN
POKER FOR BOSS OF TOWN

INFORMATION

Designer: Scott Almes
Artist: Adam P. McIver
Price: ca. 30 Euro
Publisher: Gamelyn Games 2016
www.gamelyngames.com

PLAYERS:
2-5

AGE:
14+

TIME:
45+

EVALUATION
4X, cards, worker placement
Users: With friends
Version: en
Rules: en es
In-game text: yes

Comments: 
Part of the series Tiny Epic 
.... * Sophisticated worker 
placement * Poker compo-
nent is a lovely additional 
challenge

Compares to:
Other games in the Tiny Epic Series

Other editions:
Devir (es)
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PRESENTATIONtVIVA TOPO! / WUNSCHMASCHINE

Your mice family wants to reach 
its own land of cheese pleni-
tude, but unfortunately the cat 
is chasing the mice. All mice 
families, comprising four mice 
of one color in a family, begin on 
their starting case; the cat be-
gins of one of her own starting 
cases, according to the respec-
tive number of players. During 
the game, the cat only moves on 
the cases marked for her, at the 

start slowly, and then faster and 
faster, because the cat can jump 
over cases.
The active player rolls the die - 
for a number you move one of 
your mice, you cannot split the 
result to move more than one 
mouse. If your die result is cat + 
number, you move first one of 
your own mice by one step, then 
the cat moves one step. When 
the cat gets too close to mouse, 

you can also find sanctuary for 
this mouse with the relatives 
living in the corner cases of the 
board. You can also earn cheese 
when you go to your relatives, 
but this mouse is out of play and 
stays with the relatives. If you 
manage to move a mouse to the 
land of cheese plenitude, you 
earn a whole wheel of cheese, 
that are six pieces of cheese.
When the cat encounters a 
mouse, either by entering 
the same case or overtaking 
a mouse or mice, this mouse 
or these mice are out of play. 
When there is no mouse left on 
the round track, the player with 
most pieces of cheese wins.
Viva Topo is a simple roll & move 
game without any interaction 
between players; the mecha-
nism for the cat is simple and yet 
sophisticated and the sanctuary 
option in the corner cases intro-
duces children to first tactical 
options. The beautiful compo-
nents merit special praise, the 
mice are enchanting. þ

VIVA TOPO!
A TURBULENT RACE FOR CHEESE

INFORMATION

Designer: Manfred Ludwig
Artist: Anne Pätzke
Price: ca. 21 Euro
Publisher: Pegasus Spiele 2015
www.pegasus.de

PLAYERS:
2-4

AGE:
4+

TIME:
30+

EVALUATION
roll, move
Users: For children
Version:  multi
Rules: de en + cz es fr hu 
pl pt
In-game text: no 

Comments: 
New edition * Components 
as in the first edition * 
No interaction * Simple 
mechanisms, suitable for 
the intended age

Compares to:
Roll & move games without interaction

Other editions:
Ediciones MasQueOca (es, pt), 
Egmont Polska (pl), Gamer Café (hu), 
Matagot (fr), Mindok (cz)

Wunschmaschine has a wish 
that players must guess! 33 
cards comprise three cards for 
each of nine wishes plus six 
combination cards, showing 
three wishes. One player em-
bodies Wunschmaschine, the 
others are agents.
As Wunschmaschine you 
choose one card for the wish 
of the round, secretly, and 
sets it aside face-down. Then 

you place four cards openly in 
a row from the wishes deck. 
When the effectual wish of the 
round is visible on one of the 
four cards, Wunschmaschine 
says “something is there”; if not, 
you say “there is nothing here”. 
Then Wunschmaschine displays 
for more cards and again says 
“something” or “nothing”, and 
so on, until someone thinks 
that he has guessed the secret 

wish. Whoever wants to give a 
tip, touches the respective wish 
card in the display and then re-
veals the face-down effectual 
wish. IF you guessed correctly, 
you receive a coin from stock. If 
you are wrong, you give a coin 
to the player currently own-
ing fewest coins; if you do not 
have any coin, all other players, 
including the Wunschmaschine, 
receive a coin from stock. The 
player giving the guess embod-
ies Wunschmaschine for next 
round. Whoever is first to own 
five coins, wins the game.
In a variant, you must - depend-
ing on how often the card on 
which you want to give a guess, 
is present in the first three rows 
of four cards each - touch the 
wish with your left or your right 
hand -> with your left for one 
or three times, with your right 
hand for two or four times.
A nice deduction game with 
cards, in the tradition of Master-
mind, a good family game as a 
filler, not too complicated and 
quickly played; the coin scoring 
stops players from giving wild 
guesses. þ

WUNSCHMASCHINE
NINE WISHES - WHICH IS THE ACTUAL ONE?

INFORMATION

Designer: Oliver Igelhaut
Artist: Christoph Tisch
Price: ca. 12 Euro
Publisher: Igel Spiele 2015
www.igel-spiele.com

PLAYERS:
3-6

AGE:
8+

TIME:
20+

EVALUATION
Deduction
Users: For families
Version: de
Rules: de
In-game text: no

Comments: 
Nice family game * Simple 
rules * Plays quickly

Compares to:
Mastermind and other de-
duction games with visible 
information for all

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

For children + learn
For families

With friends
For experts

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

Strategy
Creativity

Knowledge
Memory

Communication
Interaction

Dexterity
Action

Tile placement game for 2-6 players, ages 3+

At the end of the winter Rosalina Blumenfee wakes ab, waves 
her magic wand and makes the meadow flower and lures 
butterflies and beetles out of their lairs. If you have a tile in 
your hand that shows one of the flowers on the Rosalind piece, 
you begin the game and place the tile. The next player adds 
a tile corresponding to the tile in place or to the other flower 
on Rosalind or, later in the game, at one of the two ends of the 
display. If you cannot place a tile, you draw one and win, if you 
are out of tiles.
Version: multi * Rules: de en es fr it nl * In-game text: no

BLUMENFEE DOMINO

 
Publisher: Haba

Expansion for Cacao for 2-4 Players, ages 8+

Another module to expand Cacao. The rules for Cacao apply, 
those changes are implemented: You remove one of the Jungle 
“Market” tiles of value 3 from the game and replace it with the 
tile “Big Market” and then shuffle all Jungle tiles. In play, you can 
sell one of your cacao fruits from your storage for 5 gold for each 
activated worker on a tile side bordering the Big Market.
Version: multi * Rules: de en * In-game text: no

CACAO GROSSER MARKT

Designer: Phil Walker-Harding
Publisher: Abacussspiele

Demo version for 2 players, ages 10+

Players place one tile per turn, adjacent borders must corre-
spond. A landscape of cities, roads, meadows and monasteries 
evolves. You have minions and place them for points as knights, 
highway-men, farmers or monks on those tiles. For each 
completed city, road or monastery you score immediately, for 
farmers in meadows at the end of the game. Comes with 20 tiles 
and 4 minions per player.
Version: de * Rules: de * In-game text: no

CARCASSONNE DEMO-SPIEL

Designer: Klaus-Jürgen Wrede
Publisher: Hans im Glück

Expansion for Concordia for 2-5 players, ages 12+

The expansion comprises eight new forum cards, marked with a 
small salt bag symbol, and can be combined with all version of 
Concordia - Adventus Arcadius, Vitus Marcellus, Cursus Arcadius, 
Linus Pompeius, Minus Denarius, Emeritus Scipio, Returnus und 
Sextus. The Patricians are available permanently in the game, the 
Citizens are once-only cards. Six of the cards can only be used 
in combination with the respective character card. For use with 
Concordia Salsa you should remove four of the basic patrician 
cards before shuffling in the new cards. Comes on a joint punch 
sheet with Navegador Privilege Cards expansion, joint rule sheet, 
too. Version: multi * Rules: de en * In-game text: yes

CONCORDIA 8 FORUMSKARTEN

Designer: Mac Gerdts
Publisher: PD-Verlag

Expansion for Die Legenden von Andor, for 2-4 players, ages 10+

Heroes protect the realm of Andor from evil creatures, which 
advance to the King’s Castle; heroes lose when too many crea-
tures invade the Castle. In Legends, we defend the Castle and 
complete Legend Objectives. A narrator moves along a letter 
track; a legend card for a letter is read out - it tells the story, 
introduces creatures and resources, and names legend objec-
tives and additional rules. 
Garz der Handelszwerg is an expansion for Legends 12-17. He 
is placed next to the card “Golden Shields”. A hero on camp or 
Troop Wagon can place gems on Garz and earn the correspond-
ing reward. Version: de * Rules: de * In-game text: yes

DIE LEGENDEN VON ANDOR GARZ

Designer: Michael Menzel
Publisher: Kosmos

Expansion for Navegador for 2-5 players, ages 12+

This mini expansion comprises seven Privilege cards, which are 
displayed separately next to the board. If you choose „Privilege“ 
on the rondel, you receive a privilege card at the end of your 
turn, regardless if you acquired a privilege or not. Those cards 
are played in addition to a rondel action and are then put back 
into the display. Only the „Builder Reduction“ is coupled to a 
rondel action; you can only own one privilege card at any time. If 
you move backwards on the rondel with the card, you have one 
action only. A card played on privilege cannot be immediately 
taken again.
Version: multi * Rules: de en * In-game text: yes

NAVEGADOR PRIVILEG-KARTEN

Designer: Mac Gerdts
Publisher: PD Verlag

Supplement for Orléans for 2-4 players, ages 12+

Three new location cards with a separate rule card in three 
languages.
Barracks - You can place any other character instead of a Knight!
Court - You move another player’s Merchant token one step over 
water or land. IF you encounter a commodity on the way, you 
take it and give one coin to the owner of the token.
Theatre - You place any number of different Character tiles on 
the theater and then put them all into the bag and then take 
one coin per tile.
Version: multi * Rules: de en fr * In-game text: no

ORLÉANS ORTSKARTEN N° 2

Designer: Reiner Stockhausen
Publisher: dlp Games

Bluff and deduction game for 3-6 players, ages 8+

The house has 12 rooms, but too many people in it begin 
jostling for room and you need to keep your own secret char-
acter in the house. In 12 rooms, there is one character each, you 
are secretly assigned two. In a turn, you move a character to the 
next room or remove any character from a room. When only one 
character is left, you score for your best-placed character in the 
line of taken-out characters. After three rounds, you win with the 
highest score. Rumble in the Dungeon is the sequel game, this 
time you want to remain behind for the King’s Treasure.
Version: de * Rules: de + en es fr nl * In-game text: no

RUMBLE IN THE DUNGEON

Designer: Olivier Saffre
Publisher: Heidelberger Spieleverlag

Abstract shape arranging game for 1-4 players, ages 7+

Each player has eight different geometric parts; the double-
sided boards are stacked, chosen side for A = easy or B= difficult 
face-down. Each player draws a board, turns it over to the valid 
side and tries to fill the white area on the board with his parts, 
as quickly as possibly, without gaps and without any parts 
protruding the area. The quickest player sets aside the board for 
a victory point and counts up to 20. Whoever, in this time, can 
complete his board, can also set it aside for a point. After eight 
rounds, you win with most points.
Version: de * Rules: cz de es fi fr gr he nl no * In-game text: no

UBONGO MITBRINGSPIEL

Designer: Grzegorz Rejchtman
Publisher: Kosmos
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