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126 Publishers 
Dagmar de Cassan, Editor-in-Chief

Since 1988 our Games Compendium is pu-
blished every year, in the autumn! With games 
from – this year – 126 publishers  from all over 
the world we offer you a wide spectrum of in-
formation, unique and unparalleled. No other 
source offers such comprehensive information. 

Again we answer the all-important question: 
How do I find the right game for my games 
evening? Be it specialty shop around the corner 
or online shop on the web, the source of your 
choice has those games available.

This year our compendium is available for the 
third time already at Spiel in Essen, in two se-
parate edition, one in English, one in German. 
To keep on top of newest trend we also make 
it available as an eBook.

Furthermore, we publish WIN The Games Jour-
nal, issued monthly, providing more then 600 
reviews of games every year, plus one special 
issue each covering the Nuremberg and Essen 
events, usually presenting more than 1.000 
games. 
Info:  http://www.gamesjournal.at

We provide this information also on the web, 
where you can look up texts and images of 
games in the data base of the Games Muse-
um anytime. 
Info: http://www.gamesdatabase.at

We do more than publishing a compendium 
and a journal: We are Stiftung Spielen in Ös-
terreich. Visit us on the web.
Info: http://www.spielen.at

LUDORIUM - gamesdatabase.at
How to use our data base LUDORIUM to find more games! 
The navigation menu is available in German, English, 
French, Italian and Czech.

All data in the database are based on copies in the archive 
of the Austrian Games Museum. All facts have been taken 
directly from the game and were checked again. All these 
games are physically existing and available from the archi-
ve of the Games Museum. 

We would like to assist you to find the right game for you 
and your group and have therefore linked several para-
meters to the games. Up to now not all games have been 
linked to all parameters, we are permanently working on 
updating older games.

Currently our database offers more than 28.000 texts and 
over 20.000 images. The majority of those come from 
the articles in our monthly publication WIN The Games 
Journal. 

Our menu system currently is available in 5 languages: 
German, English, French, Italian and Czech. The texts are 
currently mostly in German and English, we are working on 
offering them in additional languages, too. 

Besides letters many languages contain special characters. 
In case your keyboard cannot print them, here’s the 
solution: 

For „Österreich“ type in only „sterreich“ or „_sterreich 
For Gygés“ type in only „Gyg“ oder „Gyg_s“!
Parts of any term are valid search entries, too! 
„_“ replaces any special character!

SEARCHING: Already with SEARCH you have many options 
to find the game of your choice: 

SEARCH FOR A GAME OR AUTHOR (There you can enter 
the complete term or only part of it, which will yield more 
results):
TITLE OF THE GAME
PUBLISHER
PERSON (Author, Artist, Editor)

SEARCH ON RECOMMENDATIONS (this information has 
only been entered for some of the latest years)
GROUP – ALL, KIDS, FAMILY, FRIENDS, EXPERTS
SIZE OF GROUP – ALL, SINGLE PLAYER; TWO PLAYERS, 
MANY PLAYERS
PREFERENCES – ALL, RANDOM, TACTIC, STRATEGY, 
CREATIVE, KNOWLEDGE, MEMORY, COMMUNICATION, 
INTERACTION, DEXTERITY, ACTION

FOR PLAYERS (more criteria for your selection)
NUMBER OF PLAYERS
ABOVE AGE
RULE LANGUAGE
CATEGORY (our classic classification)

PUBLISHED OR AWARD WINNER IN THE YEAR
YEAR – ALL or 2001 to 1979
HONORS – Spiel der Spiele, Deutscher Spielepreis, Spiel des 
Jahres (Note the year)
PUBLISHED – Nuremberg or Essen (Note the year)

LAYOUT
SHORT INFO – WITH, WITHOUT (WITH means the short info 
is shown instantly) 

SORTING  (In case of marking year current games are 
shown before older ones)
„Game title“, „Publisher + game title“, „Year + publisher + 
game title“, „publisher + year + game title“, „recently added 
to the Museum“

ALTERNATE LISTING OF PUBLISHERS
This enables you to access a game directly without 
searching.

Please note, especially when entering criteria: The more 
you enter the fewer results the system will yield, please 
remember when making your selection.

When you have made your entries, simply press the 
SEARCH button!

RESULT OF THE SEARCH

    Back to SEARCH
    Last page
    One game forward
    One game back
    Next page

BOXES ACTIVE AND VALID FOR ENTERING A NEW SEARCH:
GROUP – KIDS, FAMILY, FRIENDS, EXPERTS
(Lists only games for the chosen target group within the 
selected year)

PUBLISHED – ESSEN, NUREMBERG
(Lists only games from Essen or Nuremberg within the 
selected year)

AWARD WINNER - Spiel der Spiele, Deutscher Spiele Preis, 
Spiel des Jahes
 (Lists only games with such an award in the selected year)

SIZE OF GROUP – ALL, SINGLE PLAYER; TWO PLAYERS, 
MANY PLAYERS
 (Lists the games with the chosen group size within the 
selected year)

PREFERENCES – RANDOM, TACTIC, STRATEGY, CREATIVE, 
KNOWLEDGE, MEMORY, COMMUNICATION, INTERACTION, 
DEXTERITY, ACTION
(Lists all games fitting the chosen preference within the 
selected year)

TEXTS
(Lists texts – short – middle – long- extra – in the language 
stated)
LINKS
(Lists active links to a publisher or other internet sites)

IMAGES
(Shows additional images of the game)

We hope that you will find your game within our system.
Please help us to improve and let us know your comments 
or suggestions at: office@spielen.at

Dagmar de Cassan, Director Austrian Games Museum
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GAMES BUYER INFORMATION SYSTEM - GABIS
STRUCTURE
Each game review also features an evaluation which can help you to find the game 
that best suits your tastes. The color accompanying each game title represents the 
User Group. The headline also contains icons for age and number of players.  
The Bar in the evaluation box displays color codes for up to 10 Features of a game.

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

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

Please note for the user groups Children, Families and Friends: Children who love 
to play can be ahead of their peers! Please note that our target group “families” does 
not imply the classical concept of „family games“! Furthermore, our user groups can 
overlap. The choice of suitable games always depends on your playing partners and 
your fun with games!

Games that are especially eligible for Solo play or for 2 players or Large groups of 
players are marked with an icon.

FEATURES
Each game targets preferences for different features in a player, therefore each game is not suitable for each player. We have listed 
10 features players note when deciding on a game. Only if a player finds his preferred features in a game he will enjoy the game. 
The color code marks the dominant features. Educational games train the highlighted preference.
No colored 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 knowl-
edge of the language

IMPRESSUM 
Game by Game 2012 Games Companion * ISBN 978-3-950739-03-4
Published annually since 1988, English Edition from Oktober 19, 2011

Verkaufspreis: € 10.00 (inklusive aller gesetzlichen Steuern)
Anfragen zum Spielehandbuch richten Sie bitte per Email an: 
office@spielemuseum.at, mehr Spiele: http://www.spieledatenbank.at

Medieninhaber: Verein Österreichisches Spiele Museum (e.V.) 
Obfrau Dipl.Ing. Dagmar de Cassan, 2285 Leopoldsdorf, Raasdorfer-
strasse 28, Österreich, http://www.spielemuseum.at. Das Österreichische 
Spiele Museum ist ein gemeinnütziger Verein, der sich zur Aufgabe 
gesetzt hat, das zeitgenössische Spiel zu dokumentieren und zu kom-
munizieren. (Archivstand: mehr als 23.000 Spiele)

Hersteller und Verleger: Verein Interessensgemeinschaft Spiele (e.V.) 
Obmann Mag. Ferdinand de Cassan, 2285 Leopoldsdorf, Raasdorfer-
strasse 28, Österreich, http://www.spielefest.at. 
Die Interessensgemeinschaft Spiele (IG Spiele) ist ein gemeinnütziger 
Verein mit der Aufgabe, die Verbreitung der Idee des Spielens im Famili-
enkreis durch Veranstaltungen und Publikationen zu fördern.

Druck: Donau Forum Druck, Walter-Jurmann-Gasse 9, A-1230 Wien

Redaktion: Alle Texte von Chefredakteur Dagmar de Cassan.  
Kontrollredaktion: Hugo Kastner, Martin Lhotzky, Andreas Prior, Barbara 
Prossinagg, Isabella Schranz, Maria Schranz und Christoph Vavru. Titel-
grafik und Layout: Andreas Resch. Bildbearbeitung: Walter Schranz. 
Satz und Endredaktion: Ferdinand de Cassan und Bernhard Czermak. 
Koordination der Arbeiten: Stiftung „Spielen in Österreich“ (tätig durch 

viele ehrenamtliche Mitarbeiter), http://www.spielen.at

Wohlwollend unterstützt durch:
Wirtschaftskammer Österreich
   Bundesfachausschuss Spielwarenhandel 
   Forum Spielzeug
Wirtschaftskammer Wien 
   Landesgremium für den Einzelhandel mit Spielwaren 
   Landesgremium für den Großhandel mit Spielwaren 
Fachgruppe Spiel Deutschland

Copyright: Dieses Buch enthält urheberrechtlich geschützte Teile, ohne 
schriftliche Bewilligung aller Inhaber dieser Rechte ist die Vervielfälti-
gung, Mikroverfilmung und die Einspeicherung und Verarbeitung in 
elektronischen Medien sowie jede Art von Verwertung verboten.

Asara
Designers: Wolfgang Kramer, Michael Kiesling
Publisher: Ravensburger

Rich builders in the realm of the khalif rival to build the high-
est and most noble tower. Their buyers go to the markets to 
buy bases, middle parts, windows and tops for the towers. 
These parts are available in five different materials, at varying 
costs and earning varying amounts of prestige at the end. 
You place a card and with it send a buyer to one segment of 
the board and then enact the action of this segment. Seg-
ments and their actions are: buy tower parts, build towers, 
get additional money, bribe or favors from the khalif. After 
four “year” scorings and a final scoring you win with most of 
the prestige.
Version: de * Rules: de * In-game text: no

Tower building game for 2-4 players, ages 9+
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Icon explanation

Solo Play Two Players Large Groups Recommended Minimum Age

GABIS explanation on page 3

4 gewinnt

Publisher: Hasbro

A modern classic offering five ways to play: The “Original”: 
players alternately drop one of their checkers into the grid. 
The first to achieve a vertical, horizontal or diagonal row of 
four checkers wins. “Pop out” lets you push out a checker 
instead of dropping one to form a row. In “Pop 10” you start 
with a full grid and push out checkers. Those coming from 
rows of four are kept, the first to keep 10 wins. In “Power 
up” you use Power Checkers to pop out checkers of your 
opponent, and “Go again” is a special checker that you use to 
give yourself an additional turn, and using the wings lets you 
form “5-in-a-row”.
Version: de * Rules: de en * In-game text: no

Placement game for 2 players, ages 6 and up

4 gewinnt Schnipp den Chip

Publisher: Hasbro

A new version of Connect 4, that offers surprisingly new and 
surprisingly challenging ideas. You do not place checkers or 
put them into slots to form a row of 4! No, you launch your 
checkers with the help of your own launcher to meet one of 
three checker challenges and land your checker on the clear 
4x4 horizontal board. Best Frantic Launch demands a row 
of 4 checkers. In The Championship Frantic Lauch you must 
must flip to five points first and win, and in the Advanced 
Power Launch you play power checkers! Good hand-eye 
coordination is necessary to get your checkers to where you 
want them.
Version: de * Rules: de en * In-game text: no

Dexterity game for 2 or more players, ages 5+

6 nimmt!
Designer: Wolfgang Kramer
Publisher: Amigo

Aim of the game is to play your cards so that you avoid taking 
cards. Cards of value 1-104 show different numbers of oxen. 
Four cards are laid out to start four rows, you hold 10 cards. 
In each round each player chooses one of his cards, all are 
revealed simultaneously. Then these cards are added to the 
rows in ascending order, beginning with the lowest. Each 
card is placed next to the card nearest to it in value. If your 
card is the 6th card in a row, you take the 5 cards already 
there as a penalty. After 10 rounds oxen on the penalty cards 
are counted, the player with the lowest score wins.
Version: de * Rules: cn de en fr it kr nl and others * In-game text: no

Card placement game for 2-10 players, ages 10 and up

6 nimmt! Junior
Designer: Wolfgang Kramer
Publisher: Amigo

A thunderstorm threatens and the six kinds of farm animals 
look for shelter. Four stable cards are laid out. You draw a 
card from the face-down pile and place it face up in a row. An 
animal goes into a row where its kind is still missing. If this is 
not possible, place it anywhere. A card with several animals 
goes where one of the animals is missing. A row is complete, 
when each animal is present at least once. If you place the 
last missing animal, you take up all cards in this row. When all 
animals have been placed, the player with most cards wins. 
Rules for several variants are listed.
Version: de * Rules: de fr * In-game text: no

Card placement game for 2-5 players, ages 5 and up

7 Wonders
Designer: Antoine Bauza
Publisher: Repos Productions / Asmodee

For each of three eras players receive seven cards from a 
special deck, choose a card and hand the deck to the next 
player. Then all reveal their chosen card, pay costs with 
resources, take resources or interact with other players. You 
have your own board featuring special abilities to arrange 
your cards. After six such rounds an era ends. Some cards are 
active immediately, some bring bonuses or upgrades later. 
After three eras you score for conflicts, coins, wonders of the 
world, profane buildings, merchant buildings, guilds and 
research buildings.
Version: de * Rules: de en fr it nl and others * In-game text: yes

Resources management game for 3-7 players, ages 10+

7 Wonders Leaders
Designer: Antoine Bauza
Publisher: Repos Productions

The first expansion for the multiple awards winner 7 
Wonders introduces one new onder and a new card variety, 
the leaders. You start with 6 coins and 4 leaders, which you 
redistribute based on the mechanics of keep one, hand on 
the rest, until all hold 4 leaders again. Before each phase of 
the game you choose one of your leaders, pay and place him, 
or use him for a wonder stage or discard him for money. New 
guild cards are shuffled in, they may come into play or not. 
The Guild of Courtesans allows you via the Courtesan chip to 
use the abilities of one of your neighbor’s leaders.
Version: de * Rules: de en fr nl pl * In-game text: no

Expansion for the card game for 3-7 players, ages 8+

11 nimmt!
Designer: Wolfgang Kramer
Publisher: Amigo

Each player receives 10 out of 100 cards, numbered 1-100 
and showing a different amount of oxen. One open card 
starts the discard pile. All players must play a card of a value 
not higher than the value of the top card +10. If you cannot 
play a card you take up one discard pile and turn up 2 cards 
as 2 new discard piles. If you take up more than 3 cards you 
receive a “Bull card”. These bull cards allow you to play more 
than one card. If a player is out of cards everyone notes the 
number of oxen in their hands. After a number of rounds 
equal to the number of players the player with the lowest 
score wins.
Version: de * Rules: de fr nl * In-game text: no

Card placement game for 2-7 players, ages 8 and up

21 Mutinies Arrr!
Designer: Perepau Llistosella
Publisher: Asylum Games

The Captain commands, the crew obeys. Pirates are searching 
for fame and prestige, or rather rum, booty and doubloons 
for further expeditions. First the captain chooses an action 
from routes, trade routes, taverns, wracks, Black market and 
towns. If you do not want to follow him, you can choose a 
cabin action or opt for mutiny. If you pay most for the mutiny 
action you become the new captain. After a mutiny the order 
of play is changed and the new captain draws and imple-
ments a mutiny card. When the last mutiny card is taken or 
the jewel markers have been used up for the 2nd time you 
win with most prestige.
Version: multi * Rules: en es * In-game text: some

Placement and acquisition game for 2-5 players, ages 10+

23
Designer: Christoph Behre
Publisher: Amigo

Basically a simple game mechanism: Discard numbers 
between 1 and 23 in ascending order and collect the fewest 
penalty chips. You start with 15 cards and choose 3 of them 
to put back into the box. If you have 1, you begin. From now 
on you can only discard cards that are equal or higher than 
the top card; several cards of the same value are possible. 
Twice in the game you can use a bonus chip to change the 
top value by 5. If you skip numbers, you take a penalty chip 
for each skipped number. If you pass, you take penalty chips 
for cards left in your hand. After two rounds you win with the 
fewest penalty chips.
Version: de * Rules: de * In-game text: no

Card discarding game for 2-4 players, ages 8+
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Colour codes for target groups (Headline Colour)
For children + learning
For families

With friends 
For experts

Colour codes for features (Bar in Evalution box)
Chance
Tactics

Strategy
Creativity

Knowledge
Memory

Communication
Interaction

Dexterity
Action

GABIS explanation on page 3

51
Designer: Niek Neuwahl
Publisher: Österreichisches Spiele Museum

Again, this year European game clubs cooperate to produce 
a Playing Card as a club gift. The pieces are cut out and 
folded and then placed on the numbered intersections on 
the board, all of them on the side of their color. The central 
point remains empty. In your turn you either relocate a piece 
on an adjacent empty intersection or jump it over another 
piece onto the free intersection behind this piece. In this way 
you should transfer all pale pieces into the dark part of the 
board and the dark ones into the pale part with a minimum 
of moves. 60 moves are acceptable, 54 are good, 51 is the 
current best value.
Version: de * Rules: de it nl * In-game text: no

Abstract placement game for 1 player, ages 12+

1830
Designer: Francis Tresham. Bruce Shelley
Publisher: Lookout Games

1830 is a railway and economics game; you want to make 
a fortune in the up-and- coming railway industry. Share 
rounds alternate with Operation rounds, and private capital 
and company capital are strictly separate. Engines become 
outmoded and obsolete and are replaced by new ones; tracks 
can be built over with more valuable tracks. At the end you 
win with the biggest fortune from money and share values. 
This new edition features a beginner’s game, a basic game, 
the complete rules for the original game – here called 1830 
Classic – as well as variants and scenarios, which are played 
on the backside of the new double-sided board.
Version: de * Rules: de en * In-game text: no

Railway and economics game for 2-6 players, ages 12+

A Few Acres of Snow
Designer: Martin Wallace
Publisher: Treefrog Games

Conflict between England and France for the control of North 
America in the 17th and 18th centuries: Actions are guided 
by hand cards and deck cards; each nation has her own 
locations and imperial cards. Available actions are extended 
by discarding of cards, as the discard pile turns draw pile. 
Imperial cards have many functions, neutral ones like those 
of the Native Americans can be used by both players. Pos-
sible game ends are occupation of a certain location or of a 
number of cities and villages or placement of all player discs. 
For the last two victory points are calculated, and you win 
with most of them.
Version: multi * Rules: de en fr it * In-game text: yes

Conflict simulation for 2 players, ages 13+

Á la carte
Designer: Karl-Heinz Schmiel
Publisher: Heidelberger Spieleverlag

Hobby chefs to the stove! You choose a dish for your pan; 
each dish needs different spices and cooking temperatures. 
In your turn you have three moves to season your dish or 
heat up the stove. For a coffee break you can implement a 
coffee cup action: Take victory points, switch stoves, have 
another 3 moves, season again or turn the stove down. Too 
much heat or too many spices spoil a dish. Three complete 
dishes or three chef stars for one player or no dishes left end 
the game and dishes are scored. The Dessert Expansion fea-
tures salty dishes, menu cards for victory points and a mixed 
spice dispenser without salt.
Version: de * Rules: de en fi fr it nl * In-game text: no

Dexterity game for 3-4 players, ages 8+

A Weekend in London
Designers: Gerhard Grubbe, Ines Sharp
Publisher: Grubbe Media

Players are on a sightseeing tour in London and move their 
markers on the board, directly to the various sights. At those 
locations you must answer questions and when doing so you 
acquire or drop picture cards and earn money for taxi, bus or 
metro. If you can drop 2 picture cards that you receive at the 
start of the game and can acquire at least two different other 
ones, you go back to your starting position. If you reach this 
with an exact move, you win. 
Also available for Berlin - with rules in German and 10 more 
languages - as well as for Rome, Paris and Madrid with rules 
in German and the national language.
Version: de * Rules: de en * In-game text: yes

Language training game for 2-5 players, ages 14+

Aargh!tekt
Designer: Walter Obert
Publisher: Heidelberger Spieleverlag

Caveman finds rocks and wants to use them! Use it beauti-
fully! But alas! He has not yet heard of blueprints and has not 
learned to talk. He communicates rather mechanically, i.e. he 
uses his cudgel! One player acts as Stone Age architect for 
his team. Depending on the size of the construction gang a 
player uses one or several colors. The Aargh!Tect has at his 
disposal only a handful of commands to make his gang move 
the correct blocks. Satisfaction with correct construction or 
annoyance at misunderstandings he expresses with grunts 
and use of his cudgel. Correct buildings regardless of all that 
add to your victory.
Version: de * Rules: de en es fr * In-game text: no

Communication game for 4-8 players, ages 8+

Abalone
Designers: Michel Lalet, Laurent Levi
Publisher: Piatnik

A game of multiple uses. At first glance it is a hugely aesthetic 
object, black and white marbles on an elegant, punched 
board. At second glance this deco object is a challenging 
game for two or three players – colored expansion sets are 
available – that demands a lot of tactics and strategy. Aim of 
the game for each player is to push the opponent’s marbles 
off the board by pushing them with your own marbles. You 
move a group of 1, 2 or 3 marbles one step in any of 6 direc-
tions. You can move onto free positions or push marbles of 
the opponent’s color. Pushed marbles must end up on free 
positions or go off the board.
Version: de * Rules: de * In-game text: no

Pushing game for 2 players, ages 7+

Abalone Offboard
Designers: Michel Lalet, Laurent Levi
Publisher: Schmidt Spiele

The classic abstract game for more than 20 years has been 
given an interesting facelift with a simple additional rule and 
some addition to the board: Each player now has 12 marbles 
of a color and the game board has been expanded by a so 
called Offboard zone, that are areas marked with numbers 1, 
2 or 3, where you can score. Aim of the game is not only to 
move opposing marbles off board by pushing them along 
when pushing your own marbles, but to push them off board 
in a way to move them into the off board zones to score 
points. If you are the first to score 6 points, you win.
Version: multi * Rules: de fr it * In-game text: no

Position and sliding game for 2 players, ages 7+

Abalone Quattro
Designers: Michel Lalet, Laurent Levi
Publisher: Piatnik

For years Abalone has enchanted aesthetes as well as gamers 
and can in this version also be played by three or four players, 
using two additional sets of marbles. You push the oppo-
nent’s marbles off the board by pushing them with your own 
marbles. You move a group of 1, 2 or 3 marbles one step in 
any of 6 directions; marbles of your opponents can be moved 
along the same axis. Opposing marbles pushed off the board 
as the result of such a move are out of the game. If you are 
the first to push six opposing marbles off the board, you win. 
New edition at Piatnik.
Version: de * Rules: de * In-game text: nein

Pushing game for 2-4 players, ages 7+
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Solo Play Two Players Large Groups Recommended Minimum Age

GABIS explanation on page 3

Abtei der Rätsel
Designer: Thomas Fackler 
Publisher: Kosmos

In the books in the abbey a puzzle of 5-10 letters is hidden 
and the monks are tasked to solve it with the help of their 
novices, strictly splitting the work: the monk can walk two 
steps and read the books; the novice can carry them and walk 
4 steps. For more steps you need bread, for the secret pas-
sage to the tower a key. Only the monk can enter the tower 
and read one book there. A monk in the same spot with a 
book who did not move in this turn can read the book with 
the help of the miniature bookcase and lthereby earns one 
letter. If you guess correctly you win, if you are wrong you 
drop out of the game.
Version: de * Rules: de * In-game text: yes

Deduction and position game for 2-4 players, ages 10+

Achtung Frosch!

Publisher: Hasbro

Players try to collect as many friends of the frog as possible. 
The water lily leaves are laid out, one player turns the butter-
fly spinner. If the butterfly stops at an animal, all players look 
beneath the water lily leaves for that animal. If you find it, you 
throw the leaf animal up on the floor and then jump onto the 
bellows. Froggio jumps into the air! If you manage to catch 
Froggio, you receive the turned-up water lily leaf. If you do 
not catch Froggio, the leaf is turned over again to hide the 
animal friend. When all leaves have been claimed, the player 
with most leaves wins the game.
Version: de * Rules: de en * In-game text: no

Action and memory game for 2-4 players, ages 3 and up

Activity Alles ist möglich
Designer: Paul Catty
Publisher: Piatnik

In this version of Activity, the aim of the game is again to 
explain as many terms as possible to your team and to be 
the first team to cross the finish line. The performer of a 
team remains the same during the game. In case of a correct 
solution the team moves its pawn, or else the next team 
can immediately suggest a solution. All terms on a card are 
used. Terms are compound nouns, and possible methods of 
explanation are drawing, explaining, pantomime or noises, 
you can use any two. The special term on each card can be 
explained by using any combination of drawing, pantomime 
and sound.
Version: de * Rules: de * In-game text: yes

Communication game for 4-16 players, ages 12+

Activity Countdown
Designer: Paul Catty
Publisher: Piatnik

In this version, too, you should explain as many terms as 
possible to your team so that it reaches the finish first. The 
first presenter of a team draws a card, starts the timer and 
explains the term as demanded by the card. When his team 
guesses correctly, the time is stopped. You can pass; in this 
case the others can immediately give one guess per team. For 
a correct guess a team advances its marker accordingly. When 
the presenter is done with all terms on a card a new presenter 
draws another card.  A team that uses up its allocated time 
before the end of the game drops out of the game.
Version: de * Rules: de * In-game text: yes

Communcation game for 4-16 players, ages 15+

Activity Lifestyle
Designer: Paul Catty
Publisher: Piatnik

The basic principle of this version is the same one as in all 
other activity versions – you try to make your team guess as 
many terms as you can within a time limit, so that your team 
crosses the finishing line first. For successfully explained 
terms you move the team marker the number of steps stated 
with the term. The methods you can use for explaining are 
the same, too: You must draw, explain or do a pantomime. 
The terms come from topics like Food, Cooking, Art, all the 
beautiful things in life – altogether 990 terms from eye lash 
curler to gasoline gauge or sea food and cultured pearls.
Version: de * Rules: de * In-game text: yes

Communication game for 3-16 players, ages 12+

Activity My First
Designers: Hablit, Eberl, Catty
Publisher: Piatnik

The elephants „Lila“ and „Grün“ are on their way to the lake. 
The variable board allows a short or a long game. Children 
play in two teams following the usual rules of Activity. When 
the term is guessed correctly the elephant goes to the next 
color square corresponding to the one shown on the card. 
Terms are illustrated with pictures. Activity My First is a very 
well working version for small children, which is also suitable 
for children in their first years of school.
Version: de * Rules: de * In-game text: ja

Communication game for 3-16 children, ages 4+

Activity Original
Designers: Paul Catty, Ernst Führer
Publisher: Piatnik

Many versions exist for this modern classic game. This one 
reverts to the roots. More than 2500 new terms are offered 
and the basic rule is amended with a new detail, which brings 
a bit of tactics and even more interaction into the game. 
If a team has solves a task and moves to a square already 
occupied by another pawn, this pawn is moved back. So you 
can try to use card selection to beat your opponent. If the 
pawn moving back ends up on an occupied square, nothing 
happens, and both pawns stay on this square.
Version: de * Rules: de * In-game text: yes

Communication game for 3-16 players, ages 12+

Adel verpflichtet
Designer: Klaus Teuber
Publisher: Ravensburger alea

Eccentricity rules the world if you are an English lord 
interested in unusual things and want to arrange the best 
and most valuable exhibition. You look for new pieces at the 
auction and generate movement points for the pawns by 
mounting exhibitions in the castle. All players act at the same 
time; you must correctly judge the situation and your fellow 
players; bluff and luck are essential elements of the game. If a 
player reaches one of the dinner party spots, all players reveal 
their most valuable coherent collection. You win if you sit at 
the head of the table or nearest to it.
Version: de * Rules: cn de en it nl pt se * In-game text: no

Game of bluff for 2-5 players, ages 12+

Affen Action

Publisher: Hasbro / MB

Elefun and the monkeys are playing in the lagoon; the mon-
keys must be snipped into the water holes so that they earn 
you bananas. The lagoon is set up, each player has four mon-
keys and Elefun sits in one of the water holes. He is pressed 
down and all players let their monkeys jump by pressing their 
tails down. You snip until all monkeys sit in water holes or till 
Elefun surfaces and throws a few monkeys into the air. Then 
you receive a banana for each of your monkeys sitting in a 
waterhole and a new round is started. If you have the most 
bananas when all have been given out, you win the game.
Version: de * Rules: de en * In-game text: no

Dexterity game for 2-4 players, ages 4+
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Age of Industry
Designer: Martin Wallace
Publisher: Treefrog Games

Industrial revolution in 19th century England; six industries 
must be expanded like railway companies. Industry counters 
must first be built and then be turned over; this turning 
earns profit and happens when goods are sold or harbors 
are used or coal mines and iron foundries are exhausted or 
neighboring fields are exhausted in the case of ships. You 
play rounds made up from player actions, turn order and 
payments. Player actions allow you two actions, e.g. building 
of industry or railway, selling goods, development, drawing 
cards or passing. Victory points are gained for industry on the 
board and cash.
Version: multi * Rules: de en * In-game text: no

Economics game for 2-5 players, ages 13+

Age of Industry Expansion #1: Japan and Minnesota
Designer: Martin Wallace
Publisher: Treefrog Games

First expansion for Age of Industry: The rules of Age of In-
dustry apply with some modifications. Japan: Sea lanes with 
harbors at both ends and a ship can be used to transport 
coal/iron and to sell cotton/manufactured goods. Iron works 
are built only on spots with this symbol. If ships are overbuilt, 
neighboring spots are not refilled. A rail-link is worth 3$ plus 
number of counters at each end. Minnesota: The “sell” action 
is valid for coal/iron, too. At some locations you can build cot-
ton mills or manufactured goods factory without coal; there 
are special rules for rail-links and Twin Cities.
Version: en * Rules: en * In-game text: no

Expansion for the economics game for 2-5 players, ages 13+

Agent Doppelnull
Designer: Wolfgang Dirscherl
Publisher: IQ Spiele

Agents on a mission! By combining and remembering you 
unmask the opposing agents. You receive 10 blue double-
naught agents numbered from 000 to 009, and 10 yellow 
cards with the same numbering, your opponent receives 
yellow agents and blue cards, respectively. The starting 
display is prepared, then you play seven cards in front of the 7 
remaining opposite agents. The opponent then places agents 
in relation of their number to the card on (+) or (-). When the 
number is identical, the agent is unmasked and put down. 
Then in turn you play a card on an agent who is repositioned. 
If you unmask all opposing agents, you win!
Version: de * Rules: de * In-game text: no

Deduction game for 2 players, ages 7 and up

Agent Double

Publisher: Éditions du Matagot

Five double agents receive directions from all players, but 
each player only knows the loyalties of the agent in relation 
to himself, but not those in relation to his fellow players. 
Therefore one has to make careful decisions when handing 
over secret documents. You place loyalty markers of different 
values face down next to the agents. Then you play cards 
face down to your side of the board and try to find out about 
loyalties of the agents in a rather chaotic mix of deduction 
and bluff. You can also play document cards to modify the 
number of victory available from an agent. 
Series Duo Collection.
Version: de * Rules: de en fr * In-game text: yes

Bluff and deduction game for 2 players, ages 10+

Água Der Wasserkreislauf
Designer: Gil d’Orey
Publisher: Mesaboardgames

The water demand of the increasing population must be met. 
Players supply water for victory points and keep up the water 
cycle. The start player rolls the dice for all; then in your turn 
you choose one of the dice, move accordingly or lose a point, 
and place – if possible – a water cube with a blue person on 
the track. This earns you points. When all persons on the track 
are supplied, the water cubes go the the recycling plant; all 
cubes there go back to sea and population rises by one. If you 
reach a score of 60 or population is complete, all finish the 
current round and the player with most points wins.
Version: multi * Rules: de en pt * In-game text: no

Placement game with dice for 3-6 players, ages 7+

Airlines Europe
Designer: Alan R. Moon
Publisher: Abacusspiele

Each player tries to buy shares in airlines and thus get the 
most victory points. You start with 8 shares from the face-
down stack, 5 open shares are laid out to form the stock mar-
ket. The active player chooses one of four possibilities: Buy 
one or two licenses for links and pick up a share, place shares 
in his personal display on the table and acquire dividends, 
exchange shares for Air Abacus shares or take money. When 
a scoring card is turned up, each player takes one share from 
the market and then scores victory points for the shares in his 
display. The game ends immediately after the third scoring.
Version: de * Rules: de en fr it and others * In-game text: no

Economics game for 2-5 players, ages 10+

Alcatraz: The Scapegoat
Designers: Rafał Cywicki, Krzysztof Cywicki, Krzysztof Hanusz
Publisher: Kuźnia Gier

Introducing a traitor into a cooperative game is especially 
interesting; that’s also true for this game. All want to escape 
together from Alcatraz. In planning the escape you master 
some tasks for one of 6 parts of the map. In each round a new 
guardian appears; one player turns scapegoat and the prison-
ers try to complete the map using well-known mechanisms. 
After two minutes discussion you vote on the traitor: He has 
one additional action, but does not receive map parts in this 
round. If all 6 parts are found, all players holding essential 
parts escape and win, if you are not needed, you are left 
behind and lose.
Version: en * Rules: dk en jp pl * In-game text: yes

Cooperative set collection game for 3-4 players, ages 15+

Alea iacta est!
Designers: Jeffrey D. Allers, Bernd Eisenstein
Publisher: Ravensburger / Alea

Players embody Caesar and win with the highest number of 
fame points. To acquire fame points you place dice on build-
ing tiles to conquer provinces and place patricians there. Sen-
ate cards for diplomacy and luck in the temple influence your 
success. In each round you roll dice and place a minimum of 
one die according to special rules into a building. When all 
dice are placed, you receive fortune tiles in the temple, a card 
in the senate, province tiles in the garrison, patrician tiles on 
the forum, and “repete” tiles at the latrines. All those score 
fame points after 5 or 6 rounds.
Version: de * Rules: de en * In-game text: no

Dice placement game for 2-5 players, ages 9+

Alles Tomate!
Designer: Zoch
Publisher: Reiner Knizia

You assist Max and Emmi to sort out the chaos on a farm. 7 
theme cards are displayed, one farm card each is – after a 
short time to memorize it – placed face down underneath 
the theme card of the same color. Then a card from the stack 
is turned up. If you are first to name the item that is hidden 
under the farm card next to theme card of the same color as 
the card you just turned up, you get the card. The card you 
just turned up is placed face-down next to theme card, again 
after a few moments to memorize it. When all cards are given 
out, you win with most cards in your stack.
Version: de * Rules: de en fr * In-game text: no

Memo game for 2-8 players, ages 6+
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Andere Länder, andere Sitten
Designer: Marion Luger
Publisher: Pintail

A guessing games on customs, habits and rites in different 
cultures. A card is drawn; the active player reads the story 
and places 5 country markers on the country named on the 
card as well as four other countries. Then the story is read 
aloud to all the players and the countries are named. Now 
players place the card with the letter corresponding to their 
guess face down on the table. The first to guess calls “First”! A 
correct guess scores you 5 points, if you are the first to guess 
correctly you earn 2 bonus points. For each wrong guess the 
active player scores 3 points. The first player over the finish-
ing line wins.
Version: de * Rules: de * In-game text: yes

Guessing game for 2-6 players, ages 12 and up

Angelspaß

Publisher: Selecta

Fishing Fun is a classic children game with especially attrac-
tive components, including a professional fishing rod with a 
crank to haul in the line. The game holds 18 fish, the rod and 
a die. For a simple game you just dip the rod into the water 
aka the box and pull it in again. Fish that you catch you set 
out before you. You win with most fish when all are caught. In 
a more difficult version you roll the die and must catch a fish 
of that color. If you catch others too, they all go back into the 
water. Starfish, boot and octopus have special meanings. If 
you are the first to catch five fish you win.
Version: multi * Rules: de en es fr it nl * In-game text: no

Fish catching game for 1-4 players, ages 3+

Anno Domini Süden
Designer: Urs Hostettler
Publisher: Abacusspiele

A card in Anno Domini shows an event and on the back-side 
the corresponding date. You play an event. The others place 
an event above or below it, depending on whether they 
believe that this event took place later or earlier than the first 
event. When somebody doubts the sequence, the dates are 
controlled and – depending on the result – the doubter or 
the active placer takes cards from the stack. If you are first 
to get rid of all your cards, you win. There are more than 20 
theme sets, from Europe to VIPs and from Coins to Nature, 
SÜDEN is the latest set and can be combined with all or any 
of the other sets.
Version: de * Rules: de * In-game text: yes

Quiz game on dates for 2-8 players, ages 10+

Antarctica
Designer: Jouke Korf
Publisher: Zonnespel

In this cooperative game players try to protect four baby 
animals on a floe. In each round the floe melts down a little 
bit and animals must move on to find enough food. They 
are also threatened by hunters, who want to shoot down 
the seals and the penguins. Players, on the other hand, can 
use patrol boats and helicopters to protect the animals from 
the hunters. Each player has his own special task to perform. 
Jointly they watch over the animals and watch the movement 
of hunters and fishermen. When all animals survive until they 
are grown up all players win together.
Version: multi * Rules: de en fr nl * In-game text: no

Cooperative game for 2-5 players, ages 10+

Anti-Virus
Designers: M. O. von Deventer, J. W.Stephens
Publisher: Jumbo

A Bio-logical game! In Anti-Virus you must get the red virus, 
covering two squares, completely off the board. The game 
comprises 7 tiles made up from two squares and 4 parts 
made up from three squares. Depending on the chosen 
degree of difficulty – you place different parts into the board. 
You choose a puzzle, place the tiles accordingly and move 
one or more parts until you have removed the red virus. It is 
allowed to shift another tile partly out of the board’s bound-
aries to make room for shunting tiles about.
Version: multi * Rules: de en nl and andere * In-game text: no

A logical sliding game for 1 players, ages 7+

Aqua Doodle Sound

Publisher: Ravensburger

Aqua Doodle is a fantastic fun for toddlers! The pen is filled 
with water. If you draw on the special fiber mat, the fiber 
changes color when wet and the painting disappears again 
when the mat is dry. The pictures at the edge of the mat 
provide suggestions and inspiration for paintings. The size of 
the mat is 52 x 52 cm and it is easily folded and can be taken 
along and used everywhere. In this edition of Aqua Doodle 
the pen provides sound for the images. If you touch the im-
ages at the edge the cock is crowing, the tractor is chugging 
or you hear music, providing even more fun for the training 
of motor skills and creativity.
Version: de * Rules: de * In-game text: no

Learning game for toddlers for 1 player, ages 18 months+

Aquileia
Designer: Pier Volonté
Publisher: Zoch

Antique Aquileia was a busy prospering town; you are a 
patrician there and want to get rich and build mansions. To 
achieve this you send our henchmen into four areas of the 
town: On the market you buy horses, weapons and gladia-
tors. In the arena you can win dice tournaments representing 
gladiator fights using your own weapons and gladiators. On 
the race track successes of your horses, achieved by dice roll, 
are converted into shares in buildings. Finally, in the business 
quarter, you acquire and operate crafts shops. You need to 
trade well, use your scarce money wisely and succeed in auc-
tions to acquire wealth and influence.
Version: de * Rules: de fr it nl * In-game text: no

Worker placement game for 3-5 players, ages 12+

Arkham Horror
Designers: Richard Launius, Kevin Wilson
Publisher: Heidelberger Spieleverlag

In the middle of the Roaring Twenties the Shadow of the 
Ancient Ones is looming in Arkham. He wants to intrude into 
our world. Players are investigators and cooperate to close 
the Dimension Gates or to defeat the Ancient One. A turn 
comprises maintenance, movement, Arkham encounters, 
encounters in other dimensions and myth. Each phase is 
done in turn by all players. If the Ancient One awakes, you 
fight him in rounds until he is defeated or all investigators are 
eliminated. Numerous expansions provide many additional 
elements for the game based on Lovecraft’s “Call of Cthulhu”.
Version: de * Rules: de en and others * In-game text: yes

Cooperative fantasy game for 1-8 players, ages 12+

Arschbombe
Designers: Bernhard Lach, Uwe Rapp
Publisher: Zoch

Summer, sun and a dive into cool water! You let cards rep-
resenting bathers “jump” into a pool laid out with cards. You 
hold 3 springboard divers and 3 rascals: For a normal jump 
stand and drop the card from eye level. For a special jump 
you stand and drop the springboard diver from overhead 
level; for the rascal you sit for throwing and keep your hand 
outside the pool boundaries. Depending on the location of 
the card and the kind of jump you score points and move the 
marker at the pool edge. The springboard diver scores only 
when touching no card, but scores more points for jumping 
later.
Version: multi * Rules: de en fr it * In-game text: no

Dexterity game for 2-4 players, ages 8+
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Artefakt
Designers: Michael Palm, Lukas Zach
Publisher: Winning Moves

Archeologists search for a legendary treasure. The players’ 
men are placed on the locations by dice roll. You play rounds 
of five actions: Discover new fragments, travel preparations, 
travel, take fragments, change of starting player. The players’ 
men travel according to travel cards. Then locations are 
checked: If you are alone, take all fragments there and use 
the location ability. If you have the majority, you can take all 
fragments or steal one from another player, then you use the 
location ability. In case of a tie at a location nothing happens. 
You immediately win if you own a complete artifact.
Version: de * Rules: de en * In-game text: no

Placement and set collecting game for 2-4 players, ages 10+

Artistico

Publisher: Piatnik

The artists are evenly distributed to the players. Mama is 
placed carefully in the middle of the plinth; she should cover 
all sunken columns evenly. If you turn a knob, the columns 
of the same color rise and you can place an artist beneath 
Mama. In your turn you roll the die and must either place 1 or 
2 artists beneath Mama or lose a turn or take away an artist or 
name another player who must now place an artist. If you are 
the one who last placed an artist successfully before Mama 
tumbles, you win the round. Whoever has one most rounds 
after five rounds wins the game.
Version: de * Rules: de * In-game text: no

Dexterity game for 1-4 players, ages 5 and up

Artus
Designers: Wolfgang Kramer, Michael Kiesling
Publisher: Ravensburger

You try to raise rank and prestige of knights at King Artus‘ 
court by mastering tasks and finding them seats next to the 
king. You hold knight and king cards and for an advanced 
game there are scoring cards. At the start you place your 
knights according to the rules. In each round you play a card 
for an action and draw a card from one of your stacks. Actions 
are: move knight, move prince or king or add ring to a prince. 
A prince carrying 3 rings becomes new king. Moving knights 
or princes earns or loses you prestige; pawns on occupied 
spots are relocated. After 16 rounds you win with most 
prestige accumulated.
Version: multi * Rules: de en fr * In-game text: yes

Placement game with cards for 2-4 players, ages 9+

Asara
Designers: Wolfgang Kramer, Michael Kiesling
Publisher: Ravensburger

Rich builders in the realm of the khalif rival to build the high-
est and most noble tower. Their buyers go to the markets to 
buy bases, middle parts, windows and tops for the towers. 
These parts are available in five different materials, at varying 
costs and earning varying amounts of prestige at the end. 
You place a card and with it send a buyer to one segment of 
the board and then enact the action of this segment. Seg-
ments and their actions are: buy tower parts, build towers, 
get additional money, bribe or favors from the khalif. After 
four “year” scorings and a final scoring you win with most of 
the prestige.
Version: de * Rules: de * In-game text: no

Tower building game for 2-4 players, ages 9+

Assist
Designers: Marco Donadoni, Angelo Porazzi
Publisher: Angelo Porazzi Games

Definition cards show 6 terms, nouns, adjectives or verbs. 
You bid one chip, the dealer chooses a term and all others 
are dealt three question cards. In turn each player now can 
either ask a question or guess. If you are not the dealer you 
can overbid and place additional chips. Other players can join 
the bid. If nobody joins you in the bid, you receive all chips 
without having to guess. Otherwise, you must guess. When 
you guess wrongly, all others in the bid can answer in turn. 
If you guess correctly, you get all chips. You play a pre-set 
number of words or until somebody runs out of chips. You 
win with most chips.
Version: multi * Rules: de en it fr * In-game text: yes

Word guessing game for 3 or more players, ages 6+

Atlantis
Designer: Leo Colovini
Publisher: Amigo

Atlantis is sinking and you need to save the islanders and 
their artifacts. You play a card to move a man to the next arti-
fact tile of this color. If the tile is not empty you play another 
card. If the tile is empty, your man stops and you take the 
first empty tile behind him. New gaps are filled with water 
tiles. For crossing water without a bridge you pay with tiles or 
cards. A player with all men on the mainland ends the game. 
All others set their men directly on the mainland and count 
and pay the total for crossing water. Then the highest score 
from all collected tiles wins the game. 
Spiel der Spiele 2010.
Version: de * Rules: de en it nl * In-game text: no

Tile collecting game for 2-4 players from ages 10+

Au Backe!
Designer: Frank Nestel
Publisher: Zoch

You play an animal card from your hand and then turn over 
a chicken run card to find the image from the animal card 
on the chicken run card. When the images correspond, you 
may set aside your animal card and play another one. You can 
go on playing cards and turning up chicken run cards until 
you either run out of cards or you turn up a wrong card. The 
chicken run cards are turned back face down at the end of 
the turn. If you turn up chicken muck, you must either turn 
up a shovel immediately or draw 2 cards from another player 
and take back your own card. You win, if you can set aside all 
your cards first.
Version: de * Rules: de en fr nl * In-game text: no

A game of cards and memory for 2-6 players, ages 5+

Auf dem Land memory

Publisher: Ravensburger

A game of memory for young children: The game features 
12 pairs of images taken from the topics of farm life and 
animals, with farm, trucker, farmer and farmer’s wife as well as 
the familiar animals, sheep, donkey, chicken, pig, cow or cat. 
The 24 picture tiles are made from wood, easily handled and 
nice to the touch. Game play follows the standard rules for 
“memory”: You turn up two tiles from the random display on 
the table. If you uncover a pair, you keep it and have another 
turn. If you uncover different images, both are turned over 
again. When all pairs have been claimed, you win with most 
pairs or the highest stack of tiles.
Version: multi * Rules: de fr it nl * In-game text: no

Memory game for 2-4 players, ages 3+

Auf die Birne
Designer: Manfred Reindl
Publisher: Zoch

You count apples, pears and maggots on cards and name 
the correct number when necessary, your reward is a harvest 
card. Two versions: 1) Off the Top of our Head: Cards are 
turned up. When a harvest card appears players grab chips 
and then can answer in order of the chips. Apples, pears and 
maggots on harvest cards do NOT count. 2) You are supposed 
to be 11 Friends: You play as in 1). But if you think that there 
are 11 pieces of a kind in the stack, you hit the stack. The 
fastest who is correct gets a harvest card or loses one if he 
is wrong. You always win with most harvest cards when all 
windfall cards have been played.
Version: multi * Rules: de en fr it * In-game text: nein

Counting game for 2-5 players, ages 7+



11

2012

Icon explanation

Solo Play Two Players Large Groups Recommended Minimum Age

GABIS explanation on page 3

Augsburg 1520
Designer: Karsten Hartwig
Publisher: Ravensburger / Alea

You are Jakob Fugger, grant loans to noblemen and demand 
payment. The higher the loan the easier you will reap privi-
leges for profit. These privileges you use to obtain wealth, 
office or prestige points. The 4-7 rounds have 2 phases each: 
First you bid with promissory notes. The highest bid wins 
you a privilege card of your choice and you can use 2 of the 
3 privileges listed. In phase 2 you receive money depending 
on the status of the factory, prestige depending on your rank, 
and promissory notes depending on your office rank. You win 
with most prestige points at the end.
Version: de * Rules: de en * In-game text: yes

Auction game for 2-5 players, ages 12+

Automobile
Designer: Martin Wallace
Publisher: Mayfair Games

You engage in automobile production in the early 20t 
century. You buy factories producing bad, medium and very 
good cars. In each round you have partial knowledge of 
market demand and must make your production and buying 
decision on this base. You can found sales outlets, but if you 
do not stock them you pay the cost with your capital. You can 
lower prices to jostle others out of the market and produce at 
the expense of research. If you do not refurbish, your factory 
collects markers for inefficiency which in turn influence the 
flow of the game.
Version: en * Rules: de en fr pl * In-game text: yes

Economics game for 3-5 players, ages 10+

Avanti
Designer: Heinz Meister 
Publisher: Zoch

In the guise of small delivery services you earn money and 
want to reach the island of your dreams. You play a power 
card for the move of the car, then cards are revealed and the 
cars moved. If a car reaches an occupied space, you repeat 
the move until an empty spot is reached. When you are in the 
lead after all cars have moved, all players pay you the sum 
marked beside the car. If necessary, you move backwards 
on the island path to get money. The tour ends if you reach 
the event marker or no one plays a power card or if only the 
leader has power cards. The three players in the lead move 3, 
2 and 1 steps on the island path.
Version: multi * Rules: de en fr it * In-game text: no

Car racing game for 3-5 players, ages 10+

Bagan

Publisher: Grubbe Media

The game is known all over Asia under many different names. 
All animals in the jungle are afraid of the elephant, which in 
turn is frightened by the rat. You want to conquer the oppo-
site cave, which is protected by three trap squares. You move 
one of your 8 pieces one square orthogonally and you cannot 
enter your own cave. Animals on those traps cannot defend 
themselves. Only rat pieces can enter water squares. You 
can only enter an occupied square with an animal of greater 
strength to defeat the weaker animal already there. Edition 
SOS Kinderdörfer Spiele aus aller Welt – Vietnam
Version: de * Rules: de * In-game text: nein

Placement game for 2 players, ages 8+

Bamboleo
Designer: Jacques Zeimet
Publisher: Zoch

The one and only mechanism in Bamboleo is balance! The dif-
ference and beauty of the game lies in the unusual, unusually 
pretty and challenging realization of the game. On a wooden 
base vaguely shaped like an abstract tree trunk sits a wooden 
disc on a cork ball. Before you balance the disc on the ball 
you set all 30 wooden shapes on the disc. And yes, balancing 
the full disc on the ball on top of the base. If you manage to 
balance the disc, it is your task to remove one piece in your 
turn without disturbing the balance and let the disc tumble! 
When it tumbles, the pieces you collected up to this moment 
are scored.
Version: multi * Rules: de en es fr gr nl no * In-game text: no

A game of balance for 2-7 players, ages 6+

Banana Jump
Designer: Max Gerchambeau
Publisher: Winning Moves

Baboon the Monkey wants to run faster around the clearing 
than his friends can line up.  You roll the dice: For colors you 
place an animal of this color in its row and on this color. For a 
banana you can place any animal or move Baboon back one 
step. The animal rows must be filled from top to bottom. If 
you cannot place an animal or if you roll Baboon, you must 
move Baboon one step. Completing a row or placing one of 
your own 5 animals earns you coins. When all animals are 
placed, you win with most coins. If Baboon reaches the start 
before all animals are in place, he wins and all other players 
have lost together together.
Version: multi * Rules: de fr * In-game text: no

Dice and placement game for 2-5 players, ages 4+

Bang!
Designer: Emiliano Sciarra
Publisher: dV Giochi

On location at a wild-west genre film! Each player secretly 
chooses a role – sheriff, deputy, outlaw or renegade – and a 
character with special abilities, but only the sheriff is known 
to the other players. You draw two cards and use them to 
assist yourself, maybe to acquire a horse or a weapon, or you 
attack another character within your range. “Bang” is used 
to shoot, your target may use “Missed” to defend himself. If 
you lose all life points, you drop out of the game. You win if 
you eliminate your opponents: The sheriff the outlaws, the 
outlaws the sheriff and the renegade should be the last one 
standing.
Version: it * Rules: de en it * In-game text: yes

A wild-west card game for 4-7 players, ages 10+

Bärenspiel
Designer: Hajo Bücken
Publisher: Amigo

In this game within the new Ö+Koo series of environment-
friendly cooperation games players overcome obstacles and 
lead the little bear out of the woods. You roll three dice: Each 
paw symbol you can re-roll. For the bear symbol you turn up 
a tile or cover an obstacle with a path tile that was uncovered 
earlier. If you turn up a path tile, you may also turn up an ad-
jacent tile. Animals must be skirted. When the bear is found 
he is moved by dice roll: Five steps for the bear, three for the 
paw and one for the tree symbol. If he has left the wood after 
four rolls, all players have won together.
Version: de * Rules: de * In-game text: no

Cooperative dice game for 2-5 players, ages 4+

Battlestar Galactica
Designer: Corey Konieczka
Publisher: Heidelberger Spieleverlag

Battlestar Galactica is played in teams, but your allegiance 
is secret and the teams have different goals. Humans are 
searching for the way back to Earth and the Cylons want to 
destroy mankind. A move comprises the drawing of ability 
cards, movement, action, crises, activating Cylon ship and 
preparing for jumping. The humans win if they travel a mini-
mum of 8 units and do a final jump. The Cylons win if they 
hinder the humans to achieve their goal. The Pegasus expan-
sion introduces support for Galactica from Battlestar Pegasus 
and the Exodus Expansion introduces the options Cylon fleet, 
Conflicting Loyalties and Ionian Nebula.
Version: de * Rules: de en es fr it pl * In-game text: yes

SciFi board game for 3-6 players, ages 10+
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Baumhaus-Party
Designers: Martin Kallenborn, Matthias Prinz
Publisher: Haba

The animals need to be taken to their floor in the tree house. 
Each player shuffles his animals of one color and places one 
tile face-down on each floor and on the lift; you look at the 
tile in the lift. The lift is moved one or two floors up or down, 
depending on the die roll. On the floor where it stops you 
can swap your tile there with the tile from the lift. You look 
at the new tile in the lift. If you think that all your animals 
have reached their floor, you have to check the tiles – if you 
are correct you win the game. If you are wrong, your tiles are 
re-shuffled and distributed on the floors again.
Version: multi * Rules: de en es fr it nl * In-game text: no

Memo game for 2-4 players, ages 6+

Bausack
Designer: Klaus Zoch
Publisher: Zoch

A bag full of unusual building blocks – you find a mushroom, 
an egg cup, a pyramid, or a Christmas tree. Players build 
towers according to their rule of choice: A joint tower built 
by all. Or an individual tower, you 1) bid for blocks to place or 
2) bid for placing a block and also for refusing a block, if you 
cannot bid to refuse you quit the game or 3) have a base and 
build your own tower, but at the start all players have chosen 
blocks and placed them in a row; then you build and can take 
blocks from other rows. Or 4) you win with three red blocks in 
your tower, blocks are auctioned and placed in any tower.
Version: multi * Rules: de en fr nl * In-game text: no

A game of creative building for 2-6 players, ages 8+

Bezzerwizzer Familien-Edition
Designer: Jesper Bülow
Publisher: Mattel

In Bezzerwizzer you score for answering questions and 
must play a good tactical game not to risk too many penalty 
points. Players draw categories and arrange them on their 
own board. You answer a question from each category and 
score points for correct answers. After four rounds new tiles 
are drawn. When you reach the finish, you win. Once in the 
game you can swap categories or play a Bezzerwizzer tile 
to answer a question of the opponent. In this family edition 
with 3000 questions in 10 categories children are read three 
answers and choose one of them.
Version: de * Rules: de * In-game text: no

Quiz game for 2-4 players or teams, ages 10+

Bibi & Tina Das große Springreiten

Publisher: Schmidt Spiele

There is much work to do on the Martinshof, feed the ani-
mals, clean the stables and train for the big jumping event. 
Bibi, Tina, her brother Holger and her friend Alexander are 
participating. The race track is set up; you roll the die and 
move your horse. If you meet an obstacle, you stop and roll 
the die. Then you twist the bale of hay. When it falls flat on 
the table, you hold the upper side to the neck of your horse 
– if it is attracted you can lift it over the obstacle. You have 
as many tries as the die shows dots. Squares with persons 
are event squares. If you are the first back at the Martinshof, 
you win.
Version: multi * Rules: de fr it * In-game text: no

Roll & move game for 2-4 players, ages 5+

Bio-Trio
Designers: Brad Ross, Jim Winslow 
Publisher: Piatnik

Rows of three fruits are the aim of the game! Strawberries, 
grapes and pears are depicted either in a square, a circle or a 
triangle in yellow, blue or red. The tiles are heaped face-down 
and each player draws three tiles. In your turn you place one 
of your tiles on the board to complete a row of three either 
of the same fruit or the same color or the same background 
shape. Each completed row of three earns you a chip, and of 
course you can complete more than one row with one tile 
and use rows already placed as part of a new row. When all 
spaces on the board are filled, you win with most chips.
Version: multi * Rules: de fr hu * In-game text: no

Placement game for 2-4 players, ages 4+

Bios Megafauna
Designer: Phil Eklund
Publisher: Sierra Madre Games

Players begin the game as proto-dinosaurs or proto-mam-
mals right after the massive die-out in the Permian disaster. 
You must try to cope with environmental changes and rival-
ing species, must create new species and mutate them, even 
to bizarre chimeras. The development of a species during the 
game is tracked by dentition, size and behavior. Extinct plants 
and animals are collected in tar pits on the board. These 
“extinct” components are given to the most populous players 
for victory points in scoring rounds.
Version: en * Rules: de en * In-game text: yes

Development game for 1-4 players, ages 12+

Birth of America: 1812 - The Invasion of Canada
Designers: Beau Beckett, Jeph Stahl
Publisher: Academy Games

1812 Europe is fighting against Napoleon’s armies. England 
is pressing young men into service in the Navy, including 
Americans who they recruit at gunpoint. The young American 
nation objects to this and declares war on England. American 
troops invade Canada to rout the British from their last colony 
in Northern America. You lead one of the factions, regular 
army, militia, or Native Americans on the side of the English 
and must cooperate with leaders of other factions on your 
side to plan and and conduct campaigns and to capture 
Objective Areas. When your side controls most of Enemy 
Objective Areas when truce is declared, you win.
Version: en * Rules: en * In-game text: yes

Conflict simulation for 2-5 players, ages 12+

Bits
Designer: Reiner Knizia
Publisher: Ravensburger

You hold 20 tiles, made up from 2 squares in all possible 
combinations of five colors. A task card is turned up and you 
try to lay out the shape depicted on the card exactly and as 
often as possible on your playing area. After placing the start-
ing tile, building cards are turned up one by one. You place 
the corresponding tile; it must either touch the ramp base or 
other tiles and must slide down the ramp into place. When 
no one can place a tile anymore, the round is scored. In each 
round a new task is added, you try to execute them all. After 
four rounds the player with the highest score wins.
Version: de * Rules: de * In-game text: no

Tile placement game for 1-4 players, ages 8+

Blockade
Designer: Raf Peeters
Publisher: Jumbo

Catch the thief! Just like any other of those logical puzzles, 
Blockade, too, features 48 puzzles in four different degrees of 
difficulty. This time you need to stop the gangsters’ vehicle. 
The six tiles showing a police card must be placed on the 
board in a way that leaves no route of escape to the red car. 
It cannot move across a police car or across a building, and 
cannot escape in a diagonal move. There is only one correct 
solution and all police cards must be placed, even if not all of 
them would be necessary to block the escape route.
Version: multi * Rules: de en nl and others * In-game text: no

Logical placement puzzle for 1 player, ages 7+
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Blockers!
Designer: Korey Heath
Publisher: Amigo

Three steps to win – plan, block and win! In your turn you 
place a tile and try to position it so that you end up with 
the least possible number of groups on the board. A group 
consists of tiles of one color touching each other along the 
edges. Letters and numbers go into the respective rows or 
columns, a symbol on its equivalent on the board. If you 
replace a tile of another player, you take it, provided you do 
not split groups bigger than 2 tiles. When 4 tiles are left you 
score 1 point for each group on the board and for each tile in 
the biggest color group you took. The player with the fewest 
points wins.
Version: de * Rules: de en * In-game text: no

Placement game for 2-5 players, ages 8 and up

Blokus
Designer: Bernard Tavitian
Publisher: Mattel

Blokus is a colorful placement game with 21 shapes made 
up by placing 1 to 5 squares adjacent to each other edge 
on edge. You should place all tiles in the color order of blue, 
yellow, red and green. The first tile of each player must be 
placed in his corner. Then you take turns to place tiles so that 
your own color is only touching at tile corners. Other colors 
can touch along the edges. If you cannot place a tile you pass. 
When nobody can place a tile anymore you score one penalty 
point for each square in each unplaced tile and bonus points 
for placing all tiles or placing the solitaire piece last.
Version: de * Rules: de en fr it nl * In-game text: no

Abstract placement game for 2-4 players, ages 7+

Blood Bowl: Team Manager
Designer: Jason Little
Publisher: Fantasy Flight Games

Teams - Chaos, Dwarf, Wood Elf, Human, Orc or Skaven - rival 
over the course of a brutal season to win the title. You cus-
tomize your team by hiring star players, engage staff, improve 
facilities and cheat wherever you can! You choose a team and 
have five weeks to turn into the best team of the league. You 
start with a handful of scruffy players with limited talents. It is 
up to you to use them to the best of their abilities to win the 
so called Highlights. The more of those you win the more you 
can improve your team and the more fans you will attract. At 
the end there is the big tournament, and when it is over you 
win with most fans.
Version: en * Rules: en * In-game text: yes

Card game for 2-4 players, ages 14+

Bobby Sitter
Designer: Jean Marc Courtil
Publisher: Heidelberger Spieleverlag

Two sheep tiles are handed to players at the start of the game 
and you try to gather three more as fast as you can to be 
the first to own five sheep. On the table there are the sheep 
pieces and one Bobby piece less than there are players. You 
turn up a card. In case of a wolf you grab a Bobby piece. If you 
miss, you discard a sheep. In case of 1 or 2 sheep you grab 
the sheep piece and receive a sheep. If there is no sheep or 
sheep and wolf together, you may not do anything. If you are 
out of sheep you drop out of the game and 1 bobby piece is 
removed.
Version: de * Rules: de fr * In-game text: no

Reaction game for 2-6 players, ages 5+

Boggle

Publisher: Hasbro

The 16 letter cubes are shaken in the game unit and then 
fixed in position by turning the top of the box. The letters 
now visible are used to form words connecting letters 
horizontally, vertically or diagonally. Each letter may only be 
used once in a word and the order of letters in the word must 
correspond to the order of letters in the grid. After “time out” 
you cross out all words that you share with other players. 
Remaining words are scored with 1 to 11 points depending 
on the number of letters in a word. In this edition cubes and 
timer are part of the game unit.
Version: de * Rules: de en * In-game text: yes

Word forming game for 2 or more players, ages 8+

Boggle Buchstabensuppe

Publisher: Hasbro

A soup bowl full of letters and a ladle for each player! You 
draw a card, choose one of the five words on the card and 
try to scoop the necessary letters out of the bowl. Take the 
ladle, stir the soup and scoop and ... oh no, there is a fly in 
the scoop! Now you must put back all letters in the ladle and 
all letters collected so far back into the bowl. If you have as-
sembled all letters, then sort them quickly into the right order 
and slam the lid on the bowl. If your arrangement is correct, 
you win the card and a new round begins. If you collect four 
word cards, you win the game.
Version: de * Rules: de en * In-game text: yes

Word searching game for 2 or more players, ages 8+

Boggle Flash Langenscheidt Edition

Publisher: Hasbro

Five electronically connected letter cubes randomly show let-
ters which you should arrange to form as many correct words 
as fast as you can. In this edition a database with keywords 
from the “Langenscheidt Großwörterbuch” is the basis for 
the system to recognize correct words. Depending on the 
game you play you must use all letters or can leave out letters 
or must form a word in turn in the “Round Robin” mode or 
drop out of the game. For correct answers you receive time 
bonuses during the game and points at the end of the round. 
The time allowances get shorter the longer you play.
Version: de * Rules: de en * In-game text: yes

Word forming game for 1 or more players, ages 8+

Bohnanza
Designer: Uwe Rosenberg
Publisher: Amigo

Bean plantations can earn you big money! Each player owns 
two bean fields and holds bean cards in his hand! You must 
never change their order! You must play one card and may 
play another one. Then you turn up cards from the stack. 
You may take them yourself, trade them or give them away, 
whatever you like. The only deciding factor is how do you 
make most money? If you need to plant more than your fields 
allow, you must sell beans. In that case you turn over some 
cards into money earned, the others are discarded. After 
the draw pile has been used up twice the player with most 
money wins.
Version: de * Rules: de en fr it kr nl and others * In-game text: no

Set collection card game for 3-5 players, ages 12+

Booray

Publisher: Winning Moves

Booray, a trick-taking game with Poker elements, originates 
from Louisiana. You aim to be first to win 400 Booray-$ or to 
bankrupt all others. You put 1 $ into the pot and are dealt 5 
cards, the top card from stock determines trump. Then you 
decide to pass or play. If you pass, you return the cards. If 
you play, you can swap cards with the stack. Then you play 
a trick-taking game, you must follow suit or use trump. With 
most tricks you win the pot. In case of a tie the pot goes to 
the next round. If you win no trick, your next bet must equal 
the value of the last pot. If you go bankrupt, your remaining 
money goes into the pot.
Version: de * Rules: de * In-game text: no

Trick-taking card game for 3-6 players, ages 13+
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Bop it!

Publisher: Hasbro

Futuristic, cool, hip, fun! The game unit randomly names ac-
tions which you must act out very fast using different parts of 
the unit. The feature “scream” can be shut down. If you react 
correctly you hear a specific sound and a new order. If your 
reaction is wrong, the run ends or - in the multi player variant 
- you quit the game. If you have managed to score 100 points 
at the beginner’s level, the unit accesses the Master Level, 
and after that the Professional Level. In those levels spoken 
orders are mixed with sound orders. You can play alone or 
hand on the unit to other players or play in party mode.
Version: de * Rules: de en * In-game text: yes

Reaction game for 1 or more players, ages 8+

Bop it! Extrem

Publisher: Hasbro

A new and action-intensive member of the “Bop it!” family! 
The game unit randomly names actions which you must do 
very fast using different parts of the unit. This new edition XT 
or Extrem features the new command “shake it”, and of course 
you can, must, may “scream”, too. If you react correctly you 
hear a specific sound and a new order and can go on playing. 
If your reaction is wrong, the run ends. And as in “Bop it!” you 
can play alone or hand to game unit over to another player. 
“Bop it! Extrem” offers four different levels of difficulty and the 
same modes of play as “Bop it!“
Version: de * Rules: de en * In-game text: yes

Reaction game for 1 or more players, ages 8+

Bremer Stadtmusikanten
Designers: Arno Steinwender, Wilfried Lepuschitz
Publisher: Die Spiegelburg

The games product range of „Die Spiegelburg“ has been 
extended by a new range of card games that are presented 
under the heading of „Das besondere Kartenspiel“. Currently 
the range offers with four titles: Affenzirkus, Bremer Stadt-
musikanten, Monster-Alarm and Rasend Schnell. 
Bremer Stadtmusikanten: As in the fairy tale the animals must 
jump on each others’ backs. In this card placement game you 
must pay attention to get rid of your cards. They are placed 
as in a domino game, but you cannot place identical animals 
next to each other but must place one on top of the other in 
the order of the Bremer Stadtmusikanten. 
Version: de * Rules: de * In-game text: nein

Placement game for or 2-4 players, ages 5+

Buchstabengitter
Designer: Wolfgang Dirscherl
Publisher: 

In each puzzle magazine you can find word grids, where you 
look for given words. In this version all play simultaneously. 
The die determines how many word cards are turned up; all 
players search their own sheet for those words. Letters of the 
words can be arranged horizontally, vertically or diagonally, 
in or against reading sequence. If you find all words, you stop 
the round and each player scores one point for each correctly 
found word. If you must stop the round without finding all 
words, you do not score at all. After four rounds the player 
with the highest score wins. There is a version with category 
cards.
Version: multi * Rules: de en * In-game text: yes

Word spotting game for 2-4 players, ages 8+

Bugs & Co
Designers: B. Faidutti, T. Vuarchex, P. Yakovenko
Publisher: Libellud

The game comprises up to 75 monsters with 1, 2 or 3 eyes. All 
play simultaneously with one hand: You pick up a card and 
either take it in your other hand or put it back face-down. In 
doing so, you can try to position cards of potential further 
interest for further use. Cards that you kept cannot be looked 
at again or put back. If you want to, you pick up a victory 
points card and stop playing. When all victory point cards 
have been taken, the game ends for all players. Groups of 
identical monsters score 3 points, each surplus monster -1 
point. You win with the highest total of points from groups 
and victory point card.
Version: multi * Rules: de en es fr nl * In-game text: no

A collecting game for 2-8 players, ages 6+

Bullfrog Goldfield
Designer: Patrick Stevens
Publisher: Numbskull Games

Gold rush in Nevada around 1905, in a very short time five 
railway lines were built. In the game you aim to get rich fast 
from share trading, placing tracks, opening mines and found-
ing settlements. The emphasis of the game is on developing 
and interaction between railway and mining corporations. 
Mines that are connected by rail track are profitable. Towns 
must supply the miners; towns connected to rail track raise 
the value of the track. Depleted mines on the other hand re-
duce the value of railway companies. If you own most money 
and the most valuable stock of shares, you win.
Version: en * Rules: de en es fr kr nl pt * In-game text: yes

Economics simulation for 2-6 players, ages 14+

Burdigala
Designer: Bruno Cathala
Publisher: Id&al

Where Devèze and Garonne join Burdigala, today’s Bordeaux, 
is prospering. You are a local figure head and assist Caesar’s 
deputy, earning prestige. You roll the dice, move a man, place 
a cube next to this man and score for remaining empty spots 
in the building. If you complete it, you score the points on its 
back side, all others are given a plot card. Special rules apply 
for some dice values. In the harbor you receive a goods card. 
If you cannot do roll-move-place, you lose a man. When all 
building is done or someone is out of men, the game ends 
and you score plot cards and goods cards minus corruption 
markers.
Version: multi * Rules: de en es fr it * In-game text: no

Placement and acquisition game for 2-4 players, ages 8+

Burg Appenzell
Designers: Bernd Weber, Jens-Peter Schliemann
Publisher: Zoch

As a mouse in the castle you set out to collect cheese chips. 
The mice start in the towers and use 4 action points to turn 
up a roof, move your mice or change the board by inserting 
a tile on red flags. If there is no mouse in a section, the roof is 
put back. If you move two of your mice onto the same cheese 
symbol you receive this chip as a reward. When the board is 
shifted a mouse can fall through a hole and can be trapped. 
If one player is left with only one mouse, the game ends and 
you compare your amounts of chips. You win with one chip of 
each kind or with most cheese chips.
Version: multi * Rules: de dk en fi fr hu nl no * In-game text: no

A game of sliding and collecting for 2-4 players, ages 6+

Bushido und Tanin der Fremde
Designer: GameHeads
Publisher: Heidelberger Spieleverlag

Power struggle in medieval feudalistic Japan! Players in 
the role of Daimyos rival for the position of Shogun. You 
as Daimyo do not lead your troops into battle yourself, but 
assign another player the role of Samurai to lead your troops. 
The attacked player in the role of Bushi must withstand the 
attack as best as he can. The Sensei can abort the Daimyo 
move early and use Ronin to destabilize a province. He 
evaluates the Samurai and advises the Daimyo. The Tanin 
expansion introduces a 6th player as well as new ways to 
fight, role cards, clan markers and also buildings and bonuses 
for provinces.
Version: de * Rules: de en * In-game text: no

Game of conquest for 3-6 players, ages 12+
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Callisto
Designer: Reiner Knizia
Publisher: Piatnik

Callisto is a placement game with the aim to place as many of 
your tiles as possible on the board. Depending of the number 
of players, a different board is used. In their first and second 
turns all players in turn place a tower on the board. New tiles 
are placed bordering those of your own tiles or a tower with 
at least one side. By placing the third tower you can start a 
new area and so impede another player. If no further place-
ment is possible, all players count the knobs on their remain-
ing tiles. The player with the lowest number wins.
Version: de * Rules: de and others * In-game text: no

A game of placement for 2-4 players, ages 7+

Can’t Stop!
Designer: Sid Sackson
Publisher: Franjos

Dice game on the probability of results for two dice rolled, 
featuring tracks of different lengths for all numbers from 2 to 
12. You roll 4 dice and sort them into pairs for two numbers, 
until you have chosen three tracks. If you roll one of the num-
bers you advance the marker one step. If you cannot move 
any marker, you lose all progress of this turn. You can end the 
turn any time by placing colored markers. When you chose 
those numbers again, you continue from the colored marker. 
If you reach the top of a track, you close it for all players. If 
you are first to close three tracks, you win. New edition with a 
mountain climbing topic.
Version: de * Rules: de * In-game text: no

A game of dice and placement for 2-4 players, ages 9+

Captain Cool
Designers: Zoltán Aczél, Péter Árvai
Publisher: Heidelberger Spieleverlag

Peak time quayside taverns and a few hefty brawls! Captain 
Cool and his mates are searching for henchmen, so you must 
impress your might-be-boss. To do so you must swarm out 
in each phase and place your men into regions of the board, 
you must fight by acquiring and scoring gangster cards and 
finally make a Big Deal, which means you display and score 
gangster cards. Cards displayed are immediately scored; the 
value of a card is immaterial, only its position in relation to 
that of other cards, already displayed, is of importance. You 
count how many cards are in a continuous row with the card 
that has just been placed.
Version: de * Rules: de en hu * In-game text: no

Bluff and conflict game for 2-7 players, ages 8+

Capt’n Sharky – Angelspiel

Publisher: Die Spiegelburg

Angelspiel is a classic children’s game that has been designed 
with images from the Capt’n Sharky line, it features a wooden 
rod and a sturdy basin. The game comes with 14 items to fish 
out, including a pirate’s hat and a boot. To play, you simply 
put the rod into the water, that is the basin box, and pull it up 
again. Fish that you catch are laid out before you. When the 
basin is empty you score a point for each fish that you caught. 
The pirate’s hat is worth two points and the boot loses you a 
point. The player with the highest score wins.
Version: multi * Rules: de en es fr it nl * In-game text: no

Fish catching game for 2-4 players, ages 4+

Caravelas
Designer: Gil d’Orey
Publisher: Mesaboardgames

You emulate the exploration and trade expeditions of the 
Portuguese Fleet – on return to Lisboa the „pepper tax“ had 
to be paid by each ship to finance building the Monastery 
of Santa Maria de Belém. In a round you first auction for 
sequence of play; then in turn you can sail, discover and 
build a monument when you are first at a location or load 
goods and then replenish your hand. Movement can be free 
of charge or cost navigation markers. When the monastery is 
built you receive victory points for each location where you 
left a monument and own the destination card.
Version: multi * Rules: de en es fr pt * In-game text: no

Placement and acquisition game for 2-4 players, ages 8+

Carcassonne Das Gefolge
Designer: Klaus Jürgen Wrede
Publisher: Hans im Glück

The followers from Carcassonne have been such a tremen-
dous success that their English name „meeple“ has become 
the synonym for pawns in a game. On the occasion of the 
10 Year Anniversary of Carcassonne the followers have been 
given their own edition: Beautifully clear boxes, shaped as 
a meeple and coming in the five colors of the meeples from 
the basic game, hold one clear meeple of each color. A sixth 
color, purple, is available. The clear meeple can be used 
as a PHANTOM, which slinks after a follower – if you have 
the phantom in stock, you can place two followers onto a 
landscape tile.
Version: multi * Rules: de nl * In-game text: no

Expansion for Carcassonne for 2-5 players, ages 10+

Carcassonne Das Würfelspiel
Designer: Klaus-Jürgen Wrede and Olivier Lamontagne
Publisher: Hans im Glück

Based on Carcassonne the board game, players build cities 
by rolling dice. You take all 9 dice and roll up to three times, 
then your result is scored and you hand on the dice to the 
next player. After the first roll with all dice you hand on any 
catapult, city parts are used to build a city immediately. If you 
collect three or more knights you can wave scoring in this 
round and double your score next round. After three rolls 
your biggest finished city is scored, earning you between 
1 and 28 points. If you reach or top 42 points, you win the 
game. If you manage 9 catapults in one roll you win instantly.
Version: multi * Rules: de dk en nl no se * In-game text: no

Dice game for 2-5 players, ages 8+

Carcassonne Jubiläumsedition
Designer: Klaus Jürgen Wrede
Publisher: Hans im Glück

In your turn you place a landscape tile into the display, fea-
tures on the new tile bordering tiles already in place must be 
identical. A network of cities, roads, meadows and monaster-
ies evolves. 7 followers are set on newly placed tiles and score 
points when cities or roads are completed; followers placed 
in meadows are scored at the end of the game. You win 
with most points. The mini expansion DAS FEST features 10 
specially marked tiles which you place according to standard 
rules. Then you can either place a follower on them or take 
a follower anywhere in the game back into stock. The box is 
shaped like a Carcassonne meeple.
Version: multi * Rules: de en es fi fr nl * In-game text: no

Placement game for 2-5 players, ages 10+

Carré
Designer: Günter Kralicek
Publisher: Amigo

Each player builds his own Carré on his own board – he uses 
16 rectangular tiles of different sizes = numerical values. 
You roll three dice and can use the total of all three dice for 
one tile or use the separate results for several tiles. When 
you place a tile, you must not create gaps and no tile can jut 
out from the board. You can place tiles on top of each other. 
If you run out of options, you can always use bonus chips 
or stoppers to change a die result or to remove an already 
placed tile from an opponent’s board. If you are first to place 
all your tiles, you win.
Version: de * Rules: de * In-game text: no

Placement game with dice for 2-4 players, ages 8+
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Casa da Fama
Designers: Flavio Jandorno, Antonio Marcelo
Publisher: Riachuelo Games

A game based on a reality show in which you must eliminate 
your opponents to become famous. You are locked into a 
room and must be clever enough to impress the spectators. 
The game simulates this with cards and setting tasks. These 
can be puzzles, change games, movement games etc, in 
eight rounds that are divided into phases, e.g. parties, exter-
nal events and so on. This is rounded off by a voting system, 
in which each player votes for the expulsion of another 
player, linked to a card/dice mechanism which simulates the 
influence of the spectators. The winner is determined in the 
last round, from 3 candidates.
Version: pt * Rules: en pt * In-game text: yes

Party game for 4-10 players, ages 12+

Casa Grande
Designer: Günter Burkhardt
Publisher: Ravensburger

Grand buildings are your aim in this game! You should try 
to maximize floor space and height, as you are paid for floor 
space multiplied by height! You start at a corner spot, with 5 
bonus points and without money. You roll the die and move 
your marker. You can buy additional steps for bonus points. 
Then you must place a building block, not on corner spaces, 
and may then place a platform according to specifications. 
A platform finalizes a floor and you earn money. On higher 
floors you can build on platforms of other players, this earns 
them bonus points. If you place the last of your 24 building 
blocks, you win the game.
Version: de * Rules: de * In-game text: no

Building and placement game for 2-4 players, ages 8+

ChemiX
Designer: Jan Götschi
Publisher: Murmel Spielwerkstatt

ChemiX Classic is a placement game with cards in which 
you collect points by placing, dissolving and rearranging 
chemical compounds according to correct formulas. You can 
only place compounds that are still available from the display, 
each compound only once and exactly as state: you cannot 
form O2 by placing an O twice; you must use O and one 2x 
multiplicator card. When cards are left over in rearranging, 
you must take them up. Compound cards freed by dissolving 
and rearranging go to the player who originally placed it. You 
place a compound card to a new compound. Chemuno is a 
Uno variant, you place valid elements.
Version: de * Rules: de * In-game text: no

Card placement game for 2-4 players, ages 10+

Civilization: Das Brettspiel
Designer: Kevin Wilson
Publisher: Heidelberger Spieleverlag

Using diplomacy, war, economy and technology players lead 
their civilizations through the millennia from ancient times 
into the space age. Each player leads a civilization and starts 
with a small city without any inventions; he builds, expands, 
absorbs smaller nations around him and must finally enter 
into conflict with other big developing civilizations. You can 
either achieve a cultural or technological or economic or 
military victory. A game round has five phases which all play-
ers execute in turn. The phases are: start of turn, trade, city 
management, movement and research.
Version: de * Rules: de en es fr it kr pl * In-game text: yes

Simulation and development game for 2-4 players, ages 13+

Club 2%

Publisher: Piatnik

Club 2% - the new fun game for logical thinkers, young and 
old! 84 puzzles are waiting to be solved. It is said that they 
are based on a riddle that supposedly only 2% of all people 
can solve. You use information cards to allocate the correct 
inmates and their pets to five houses of different colors. The 
cards hold different hints using seven different symbols. The 
varying degrees of difficulty train logical thinking and the use 
of logic. The hints do not need reading abilities and therefore 
even young children can try their hand at these puzzles offer-
ing training and fun.
Version: de * Rules: de hu and others * In-game text: no

Logical puzzles for 1 or more players, ages 4+

Clue Investigator
Designer: Reiner Knizia
Publisher: Productief

Far, far away, on a Carribean island stands a mansion, where 
funny things happen. You travel to this island with a team 
of agents and want to investigate. On 12 puzzle boards you 
must arrange your agents, represented by several colored 
shapes. If you manage to do this correctly, one square of 
the board remains uncovered and yields the clue. Each clue 
is connected to a code letter, which you note down on the 
corresponding puzzle sheet. When you have solved all 12 
puzzles you have generated the code which you can enter 
on clueinvestigator.com to solve the question of who is the 
main culprit.
Version: nl * Rules: de en nl * In-game text: some

Locating and arrangement puzzle for 1 player, ages 8+

Cluedo

Publisher: Hasbro

Cluedo is the classic detective game. A case is secretly set up 
and players must solve the case by identifying the weapon, 
the crime scene and the culprit. This latest edition of the de-
duction game is situated in high society and fascinates with 
new characters, weapons and locations. New event cards and 
character cards introduce unpredictable events. Furthermore 
time is running out in the new cases, the pressure to solve 
the crime rises from move to move as hour-cards eliminate 
players from the game. Game play is riveting and mysterious 
as never before, all in all a very attractive facelift for a well-
loved game.
Version: de * Rules: de en and others * In-game text: yes

Deduction game for 3-6 players, ages 8+

Cluedo Harry Potter Edition

Publisher: Hasbro

The detection classic now appears in Harry Potter’s World 
again, with new graphics and redesigned components. 
Players embody Harry or one of his friends and need to clear 
up the disappearance of a fellow pupil. Who made him disap-
pear?, what spell was used? and where did it happen? True to 
the topic the board is changing and reveals secret passages 
and other surprises. Help cards with spells, allies and items 
protect you from Dark Magic and retain house points. When 
those run out, you drop out of the game. If you want to solve 
the mystery, you go to the Burrow. If you are correct, you win!
Version: de * Rules: de en * In-game text: yes

Detection game for 3-5 players, ages 9+

Cluedo unter Verdacht

Publisher: Hasbro

For detectives on the move there is now a Clue card game: 
Each player has a set of case cards: 6 suspects, 3 locations and 
3 weapons. One evidence card each of suspects, weapons 
and locations is set aside secretly as case; the rest is dealt 
to all players. Case cards in your hand corresponding to 
evidence cards received are set aside. Then in turn all players 
are asked for two items. If you hold one or more correspond-
ing evidence cards you show one of them to the active player. 
To accuse, you set down three of your case cards, control the 
case and have either won or stop active play, but you keep 
answering questions.
Version: de * Rules: de en * In-game text: yes

Deduction game with cards for 2-4 players, ages 8+
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Coco Schnipp
Designer: Manfred and Wolfgang Ludwig
Publisher: Amigo

Monkeys are bored and race each other, the distance of the 
coconuts from the watering hole determines their speed. 
The color spinner determines a color, nuts of this color are 
snipped. Then the owner of the nut nearest to the watering 
hole advances his monkey. When the spinner shows a mon-
key, only the active player may snip. If he hits the watering 
hole, his monkey moves 5 steps. A mistake sends you back 
3 steps. If you move your monkey, you may relocate the 
crocodile. The crocodile sends monkeys back. If you are first 
to reach the banana finish spot with your monkey, you win.
Version: de * Rules: de * In-game text: no

Dexterity game for 2-4 players, ages 5+

Compañeros
Designer: Steffen Brückner
Publisher: Huch & Friends

A card game for comrades – alone or together you should 
achieve the highest total in color. One card per player is laid 
out open-faced; the rest is dealt to all players. All in turn 
play a card; then all cards of a color are added for the color 
value. For each player the value of the card played counts. 
In descending order of first color value and then card value 
players take all cards of a color from the display. A tie for color 
values ends this taking of cards; remaining cards stay in the 
display. At the end of this evaluation all cards played go into 
the display for the next trick. After the last trick you win with 
most points.
Version: multi * Rules: de fr * In-game text: no

Card game for 3-6 players, ages 10+

Coney Island
Designer: Michael Schacht
Publisher: Argentum Verlag

Based on a small fixed income, you as the head of the family 
try to turn the empty area into the world’s best amuse-
ment park. For this you not only need help from policemen, 
migrant workers, sandwich men or journalists, but must 
cooperate with rivaling families. A turn comprises an income 
phase and an action phase with three actions – building, 
funfair operator or major project. Furthermore, there are 5 
minor actions that you can use when the person tiles are 
present in your display. All this earns you attention. When one 
of four end-of-game conditions is met, you win with most 
attention points.
Version: de * Rules: de * In-game text: no

Development game for 2-4 players, ages 10+

Conflict of Heroes Price of Honor
Designer: Uwe Eickert
Publisher: Academy Games

Conflict of Heroes picks up the topic of battles in WWII. 
The expansion Price of Honor can only be used with one of 
the basic games of the series. Price of Honor simulates the 
German attack on Poland in September 1939 and thus the 
first implementation of the Blitzkrieg tactics. At the start you 
choose an encounter, set up the scenario and then play in 
rounds: deactivate used markers, smoke, reset BAPs, action 
cards, fix targets, execute artillery, prepare reinforcements, 
roll dice for initiative. Intricate details come from action cards, 
level differences on the board, smoke, grenade launchers and 
different ways to move, fortifications and obstacles.
Version: en * Rules: de en * In-game text: yes

Conflict simulation for 2-4 players, ages 16+

Cranium

Publisher: Hasbro

Cranium is a party game featuring four categories of tasks. 
Depending on the color beneath your mover you answer 
questions, draw or model clay, solve a word puzzle or act, 
sing or imitate. Your goal is to reach Cranium Central in the 
middle of the board. If you solve your task within the time 
limit, you roll the die and move on. Planet Cranium Squares 
are obligatory squares for stops. When you reach Cranium 
Central you must solve a task in a category chosen by your 
opponents to win the game. This new edition features a 3-in-
1 board to offer a choice of playing time.
Version: de * Rules: de en * In-game text: yes

Creative party game for 4 or more players, ages 12+

Cranium Kartenspiel

Publisher: Hasbro

Cranium Cards is a creative party game, the puzzles are set by 
cards. The orange stack gives the stipulations for the terms; 
the purple stack defines the performance category. You must 
either use pantomime or draw the term or describe it with a 
maximum of three statements or spell the term backwards. In 
case of 2 or 3 players you think up a term as stipulated by the 
orange card, in team play the opposing team. When the term 
is guessed correctly, either the team of the person giving 
the description or you yourself receive the orange card. The 
team or player that has most points on the cards won wins 
the game.
Version: de * Rules: de en * In-game text: yes

Card game for 2 or more players, ages 8+

Crime & Mystery: Bakerstreet Files
Designer: Johannes Krenner
Publisher: Heidelberger Spieleverlag

You are a detective with headquarters in Baker Street and col-
lect evidence on suspects; in the evening cases are analyzed 
at home. Suspects for a case and evidence are allocated to 
players and logged. Then each player reports on his evidence 
in relation to “before the crime”, “on the crime”, “after the 
crime” and “culprit profile”. Each clue fits two suspects. At 
the end 3 clues are drawn randomly and their hints are read 
out. Now you can guess a suspect for each clue and finally 
you can guess the guilty party and score points for correct 
combinations of clues and suspects. Lost Bakerstreet Files 
and Modern Investigation are announced.
Version: de * Rules: de * In-game text: yes

Deduction game for 3-6 players, ages 12+

Crossboule C3
Designer: Mark Calin Caliman
Publisher: Zoch

Variant of Boules, featuring soft balls, means boules. You can 
play in any kind of surroundings. The small target boule is 
called ”jack”; if you throw it, you determine how everybody 
throws their boules, “left hand only” or “roll them” etc. You try 
to get your own boules as close as you can to the jack. You 
can play everybody against everybody else or in teams. First 
you throw the jack; then each player in turn throws one of his 
boules. When all are thrown, you score for lowest distance to 
the jack and for combos that are formed by one or more of 
your boules touching the jack. With 13 points you win a set, 
with two sets in your pocket you win the match.
Version: multi * Rules: de en fr nl * In-game text: no

Dexterity game for 2 or more players, ages 6+

Crosswise
Designer: Nicholas Cravotta
Publisher: Schmidt Spiele

24 symbol tiles should be combined for points; one team 
scores the orange rows, the other one the green rows. You 
either set a tile on an empty square or use an action tile: You 
can remove a tile from the board and take it in hand, relocate 
a tile on the board, switch two tiles on the board or replace a 
tile on the board with a tile from your hand. You win immedi-
ately when you can form a row of six identical symbols. When 
the last tile has been placed, each team scores for groups of 
identical symbols or 6 different tiles in a row. To form a group, 
symbols need not be connected.
Version: multi * Rules: de en fr it nl * In-game text: no

Tile placement game for 2-4 players, ages 6+
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Cryptids TV
Designer: Kai Fujiwara
Publisher: Pigphone / Japon Brand

Players are part of a production team for a TV show. Each 
player has a role, director, assistant and time keeper are 
always in play. The director draws and announces a Cryptid 
card and you draw what is demanded. After 1 min the draw-
ings are collected, shuffled and dealt out randomly. Then the 
director announces a topic, in turn you reveal the drawing 
you received and tell a crazy story using drawing and topic. 
Then each votes for his favorite, who is named candidate. 
After three rounds you choose a winner from the candidates.
Version: multi * Rules: de en fr jp * In-game text: yes

Creative draw-and-tell game for 3-8 players, ages 10+

Cubulus
Designer: Sylvain Ménager
Publisher: Gigamic

Four marbles of your color must form one of three possible 
square formations on the outer sides of the cube. One player 
places nine neutral marbles into the empty cube, the other 
one is starting player, you alternate to place marbles. Marbles 
can only be entered at the outer sides; you can thereby push 
others further in, but not out at the other side. A complete 
row can be changed by pushing the 1st marble in to let the 
3rd fall out and putting it into 1st place. If you are first to form 
a winning formation you win the game. If thereby a winning 
formation of your opponent is formed, he wins. A version for 
three players is listed.
Version: multi * Rules: de en fr it nl and others * In-game text: no

Abstract placement game for 2 or 3 players, ages 8+

Cumulo
Designer: Kirsten Hiese
Publisher: Beleduc

Shapes similar to clouds in the sky after a thunderstorm – 
players need to recognize, remember and locate them. The 
active player draws a cardboard tile and reproduces the 
shape pictured on it with the chain; the others search for this 
shape among the wooden tiles. If you find it, you take the 
tile. Depending on the version you win with most tiles or if 
you are first to collect 3, 4 or 5 tiles or if you collect 1 sun + 1 
rainbow and 1 thunderstorm representing the three levels of 
difficulty of the shapes. In a more difficult version you get the 
cardboard tile and the wooden tiles remain in place.
Version: multi * Rules: ch de en fr it es nl * In-game text: no

Arranging and spotting game for 3-6 players, ages 4+

Cyclades
Designers: Bruno Cathala, Ludovic Maublanc
Publisher: Éditions du Matagot

Players control Sparta, Athens Corinth, Thebes or Argos, 
and use wealth, troops and good connections to the gods 
to enhance their prestige. In order to win you must be first 
to own two metropolises. This you can achieve by building, 
intellectual advancement or through conflicts. You start with 
5 gold, 2 fleets and 2 islands, so the board is different for each 
number of players. In each round you place mythological 
creatures, influence the hierarchy of the gods, earn income, 
donate sacrifices to one of the gods and implement actions. 
These actions depend on the hierarchy and the available 
gods. New: Expansion Cyclades Hades.
Version: de * Rules:  de fr and others * In-game text: no

Resources management game for 2-5 players, ages 13+

Da ist der Wurm drin
Designer: Carmen Kleinert
Publisher: Zoch

Worm-burrowing party in neighbor’s garden! You pick a 
worm head and let it disappear into your worm’s tunnel. Then 
you roll the die and push a worm section of this color into 
your worm’s tunnel. When the first worm head appears at 
the other end, the round is finished. You win, if the head of 
your worm is furthest ahead. In the version for older children 
you can place your daisy tile and your strawberry tile next to 
the corresponding slit in the tunnel of the worm which you 
believe will become visible first. If you picked the right slit, 
you can feed the tile to your worm by pushing it into your 
own tunnel.
Version: multi * Rules: de en fr it * In-game text: no

Dice game for 2-4 players, ages 4+

Dark Minions
Designer: Al Newman
Publisher: Z-Man Games

As a representative of Evil forces you want to take over 
medieval towns with the help of hordes of Dark Minions. 
You roll the ad hoc allowed number of dice, each result is to 
be viewed as an upper limit: For a Four you can utilize 1, 2, 3 
or 4. In the course of the game you gain experience and can 
therefore use more valuable dice. You can use a roll to attack 
a town and place minions there. When a town is conquered, 
you put the minions from it to the graveyard. Another option 
is to resurrect minions from the graveyard or to conquer 
towers. In the advanced version of the game 15 overlords are 
introduced into the game.
Version: en * Rules: en * In-game text: no

Dice game for 3-5 players, ages 10+

Das 20. Jahrhundert
Designer: Vladimir Suchy
Publisher: Czech Board Games / Heidelberger

Regions develop differently – they turn into a center of 
finance, of science or of production – and the environment 
pays the price of progress. The aim of the game is to develop 
a region where the environment is healthy and the economy 
is healthy, too. In six rounds you direct the settlement of 
your region and at the end of the round receive funds and 
research results. After rounds 2 and 4 you receive bonuses 
for the development status and at the end more bonuses for 
income, progress and environment quality of the region.
Version: de * Rules: de en fr * In-game text: no

Development game for 3-5 players, ages 13+

Das Elektronik Labyrinth
Designers: Max J. Kobbert, Reiner Knizia
Publisher: Ravensburger

The aMAZEing Labyrinth has turned into Adventure Land! 
Players enter the labyrinth to free Magician Akata. As in the 
basic game you slide a path tile into the labyrinth to change 
it and can then move your pawn. You collect items, visit in-
mates of the labyrinth and use the magic book to hand them 
items they desire or to carry out your task. For all of this you 
earn magic jewels which you place on your own magic key. 
If you are first to get back to the start with your completely 
filled magic key and press the lock button, you have freed the 
magician and win!
Version: de * Rules: de * In-game text: yes

Sliding and position game for 2-4 players, ages 8+

Das große Kullern
Designers: Jens-Peter Schliemann, Bernhard Weber
Publisher: Ravensburger

The game is set up in the box and players take turns to take 3 
marbles and throw them one by one into one of the roof slots 
of the tumbling-hut. Then you can move one of your ground-
hogs as many steps as marbles did come out of the hut plus 
the number of marbles already in front of your groundhog. 
If you enter or cross a spot with a red hooter, you must move 
the slide at the hut – all marbles tumble out with surprising 
effects. Your groundhog can only catch three marbles. If it 
catches more, it must go back to the next free rock spot. The 
first player to seat both groundhogs in the deck chairs wins 
the game.
Version: de * Rules: de * In-game text: no

Race and action game for 2-4 players, ages 6+
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Das große Pentago
: Thomas Flodén, Pål Keller Carlquist
Publisher: Kosmos

The ingeniously twisted game is based on Pentago! In this 
version four people can play, accordingly there are 40 bi-
colored pieces in yellow and green and 40 bi-colored pieces 
in blue and red. Instead of four squares with 9 dents each 
there are now 9 squares with 9 dents, each of the squares 
can be revolved separately. The mechanism is still the same: 
Players alternately set a marble in any free dent and then turn 
any of the 9 squares by 90°. A marble can never be relocated. 
The first player to form a row of five marbles in his color wins 
the game.
Version: de * Rules: de en fr * In-game text: no

Abstract game of placement for 2-4 players, ages 8+

Das große Tier-Rätsel
Designers: Gunter Baars, Wolfgang Kramer
Publisher: Ravensburger

The double-sided game board offers one side with six and 
one side with 8 areas, the back sides of the animal cards show 
the solutions for all areas of the board. 
You place an animal image behind the closed flaps of the 
game and your marker on “Start”. In your turn you open one 
flap and all players can, but need not, place a chip on a spot, 
up to 2. You go on opening flaps until all players have placed 
their chip or until all flaps are open. Then the picture is scored 
and you move your marker for a correctly placed chip. If you 
are the first to get back to start or go over start again, you 
win the game.
Version: de * Rules: de * In-game text: no

Recognition and reaction game for 2-4 players, ages 5-10

Das Haus Anubis

Publisher: Studio100

The Mystery TV series tells the story of 8 adolescents, living 
in the Haus Anubis Boarding School For each game you 
assemble Haus Anubis anew from the modules, locations 
of rooms and corridors change with each game. Then find 
your way around the house in the role of your favorite pupil. 
You want to be the first to collect all six secret symbols, the 
hieroglyphs. You draw an action card, play an action card 
and take – if possible – a hieroglyph. You may only hold one 
hieroglyph of a kind. Action cards are Tiptoe Cars, Open Door, 
Secret Door, Master Key, Key Thief, Sleuth or Super sleuth, 
Victor, 10 o’clock and Path of Hieroglyphs.
Version: de * Rules: de nl * In-game text: yes

Adventure game for 2-4 players, ages 8+

Das Haus Anubis Die Erweiterung

Publisher: Studio100

The mystery TV series „Das Haus Anubis“ tells the story of 
eight adolescents living in the Boarding School Das Haus 
Anubis. This expansion introduces three now board tiles – 
basement, garden and entrance hall – and the garden path. 
Furthermore, the new character Amneris appears, she is a 
mysterious ghost and blocks any locations with her presence, 
but you can cross the room she is in Amneris is confined to 
rooms, she cannot enter a corridor or the garden path. The 
expansion also features 30 new action cards. In your turn you 
draw a card, play a card and - if possible - take a hieroglyph.
Version: de * Rules: de nl * In-game text: yes

Expansions for the adventure game for 2-6 players, ages 8+

Das Haus Anubis Das Lebenselixier
Designer: Arthur Tebbe
Publisher: Studio100

Players embody pupils and must hinder the perfidious 
caretaker of Haus Anubis, Victor, to complete his elixir of life. 
You win if you are the first to fill your order of ingredients. 
Each player sits in front of his side of the house and can look 
at the side of the house in front of him and also at the side of 
the house to his left and to his right. The side opposite to him 
is out of bounds. In your turn you exchange cards or play and 
an action card, and then you draw a card. The actions allow 
you to move your figurine, to turn around the house, to swap 
ingredient tiles, choose an action or to move Victor.
Version: de * Rules: de nl * In-game text: yes

Adventure game for 2-4 players, ages 8+

Das Haus Anubis Das geheimnisvolle Amulett

Publisher: Studio100

The nine friends in „Club der Alten Weide“ face a difficult task: 
The mysterious amulet has broken up into four parts. Who 
can reassemble it first before Raven catches up with them? 
You roll and move one of your own pawns. When on a spot 
with an opposing pawn, you send this pawn back to its char-
acter area. On amulet areas you can pick up an amulet part, 
exchange parts or give an amulet part to one of your pawns 
on the path. When a pawn reaches the target area and carries 
an amulet part that is still missing you can place it there. If 
you are first to complete an amulet you win.
Version: de * Rules: de * In-game text: no

Roll & move game for 2-4 players, ages 8+

Das Haus Anubis Der Schatz von Anubis

Publisher: Studio100

The friends in „Club der Alten Weide“ must find the treasure 
of Anubis to stop the curse that has been laid on Nina’s 
grandmother. In the boarding school and the antiquity shop 
players must master seven tasks. They must cooperate to 
stand up against events and the timing mechanism. You 
move your character and discover secrets by uncovering tiles, 
drawing of cards and implementing of instructions. To master 
a task you discard task and corresponding support tile. After 
each round the time marker advances. Have all tasks been 
mastered before the time marker reaches 40, all players have 
won together.
Version: de * Rules: de * In-game text: yes

Cooperative adventure game for 2-4 players, ages 8+

Das Haus Anubis Pfad der 7 Sünden

Publisher: Studio100

The search for Nina has led the Anubis friends into a mysteri-
ous world of fantasy. To reach Nina, you must follow the path 
of the 7 sins and master tasks based on one of the Seven 
Deadly Sins. You move your marker up to three steps or stay 
where you are. When on special locations they come into 
effect: You receive power stones on Power spots and cards on 
card spots. On task spots you must reach a minimum value by 
adding dice values, power stones and destiny numbers from 
cards to master the task. Your opponents can raise this mini-
mum value. If you are the first to master the 7th task you win.
Version: de * Rules: de * In-game text: yes

Movement game for 2-5 players, ages 8+

Das Krokodil-Spiel
Designers: Michael and Johann Rüttinger
Publisher: Noris Spiele

Boat versus crocodile; both players start the duel in the 
middle of the river. There are four lanes. The boatman secretly 
chooses a card for the lane where he wants to move and then 
places his boat. He can bluff, as the crocodiles can only close 
two of the lanes, and need not place the boat into the lane 
you chose the card for. When the lane determined by the 
card is not closed after the crocodiles were placed the boat 
advances one step towards the crocodile base line, otherwise 
the crocodiles advance one step and the boat must retreat 
one step. You win, if you reach the opposing base line.
Version: de * Rules: de * In-game text: no

Bluff and position game for 2 players, ages 8+
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Das perfekte Alibi
Designers: Christian Lemay, Pascal Roussel
Publisher: Heidelberger Spieleverlag

Two players are suspects in a crime case and must provide 
their alibis; the investigators must try to bust these. The 
game master is the High Judge who determines a crime; the 
suspects draw an alibi card; all players are informed of both 
crime and alibi. Then suspects and investigators secretly 
determine their strategies. The suspects are interrogated 
separately and must answer. The High Judge must deliver 
a verdict: In case of a correlation higher than 50% between 
the suspects he must pronounce the culprits innocent. In 
that case they win the game, in case of a guilty verdict the 
interrogators win.
Version: de * Rules: de fr * In-game text: yes

Communication game for 5-20 players, ages 10+

Das Spiel des Lebens

Publisher: Hasbro

More than 100 years of Game of Life! At the start players must 
decide between a fast-track career and the longer track via 
a university degree. Then you roll the die and move along 
the paths, at crossroads you must choose the long way. You 
follow the instructions of the squares reached with your 
moves and buy life insurance if you want to and can afford 
it. You can take out loans. You marry, have children, acquire 
status symbols, and cross the customs bridge to reach your 
feudal mansion or your retirement home. When the last 
player reaches one of these destinations the richest player 
wins the game.
Version: de * Rules: de en * In-game text: yes

Move & roll game for 2-6 players, ages 8+

Das Spiel des Lebens Abenteuer

Publisher: Hasbro

The classic „Game of Life“ in the guise of a card game. Uni-
versity or job? Pop star or family? Players decide about their 
life on their own. You place a card, tell a story to go with the 
card, and draw a card from any one stack. Your row of cards 
tells the story of your life. Some cards demand the presence 
of other cards in the row; others allow you to take cards from 
other players. If you draw one of the 10+ - meant to mark 10 
years - cards, you place them separately. After six such cards 
– they represent 60 years – the game ends. If you have most 
points in the story of your life, you win.
Version: de * Rules: de en * In-game text: yes

Card placement game for 2-4 players, ages 8+

Das Spiel mit dem magischen Zauberstab

Publisher: Jumbo

Grand ball at the royal castle! The fairy has prepared a game 
for the princesses; the winner of the game will open the ball! 
All princesses stand at the entry to the magical garden, the 
first of them to reach the castle, will win. In your turn you 
wave the magic wand and apply his instruction. Mostly he 
tells you to move between one and six steps, and sometimes 
he offers special spells. You must either turn a magic path or 
switch places with another princess. On magical spots you 
are safe, if you meet Evil characters, you must pass a turn. If 
you find a diamond, you can use it as protection against a 
spell.
Version: de * Rules: de * In-game text: no

Roll & Move game for 2-4 players, ages 3+

Das verrückte Labyrinth
Designer: Max J. Kobbert
Publisher: Ravensburger

For the 25 Year Jubilee the labyrinth with dead ends and 
paths ending at walls has been given a new edition; perma-
nently changing because path tiles are pushed into the grid 
and push other tiles along. Each player tries to make a path to 
the items depicted on his cards. You push one tile into a row 
or column, thereby pushing another tile out at the end. Then 
you may move your pawn along the paths as far as you can or 
want. If you reach the item on your current card, you discard 
this card. The first player to discard all cards wins the game. 
Edition in a tin, including a variant with event cards.
Version: de * Rules: de * In-game text: no

Sliding and position game for 2-4 players, ages 7+

Das Weinspiel
Designer: Gerhard Grubbe
Publisher: Grubbe Media

To win the title of „King or Queen of Wines“ you use tactic, 
knowledge and chance to collect grape variety cards cor-
responding to a country board, barrels and the crown. You 
roll the die and move your marker accordingly. For the star 
you choose between 1 and 5 steps. The crown symbol awards 
you the crown, an additional roll and a grape variety card 
from another player. The event indicated by spots reached is 
implemented; it can influence country boards, grape variety 
cards, questions, picture cards, barrels or can be a joker. For 
correctly answered questions you win barrels, for wrong 
answers you lose barrels.
Version: de * Rules: de * In-game text: yes

Quiz and collecting for 2-6 players, ages 14+

Der Formen-Kobold
Designer: Marco Teubner
Publisher: Ravensburger

Flix the Imp has halved everything and magicked it away. In 
the introductory game you re-combine the shuffled parts. 
In ”Formen-Finder” you look for the shape with the contours 
featured on the top card. If you find it, you take the card and 
the item. In “Memo-Kobold-Wettlauf” you prepare a shape 
card grid, Flix and three shapes. Then you turn up a card. If 
the contour fits that of an item on display, you set the shape 
on the card and add a new shape to the display. When no 
shape fits the card, Flix moves one step. When all cards are 
matched with a shape before Flix reaches his card, all players 
win together.
Version: de * Rules: de * In-game text: no

Educational game on shapes for 1-4 players, ages 3-6

Der Heidelbär
Designer: Frank Stark
Publisher: Heidelberger Spieleverlag

The logo of Heidelberger Spieleverlag is a bear and you are 
asked to describe terms containing „Bär – Bear”- syllables, 
sounding similar, successfully and thus earn the card. You are 
told to use the top or bottom term on your card and then 
must describe it with one sentence of 6 words. Two of the 
words are taken by “Dieser Bär – This Bear”. So try and com-
municate apPEAR! You could say „This bear enters a room! 
Words from other languages are permitted, but translations 
and using the same root of a word are forbidden. Not surpris-
ingly, in the end you win if you kept your BEARing. 100% 
language-dependent!
Version: de * Rules: de * In-game text: yes

Language and vocabulary game for 3-6 players, ages 8+

Der Herr der Ringe
Designer: Reiner Knizia
Publisher: Kosmos

On a main board and four adventure boards featuring 
locations from the book players embody members of the 
Fellowship of the Ring and try to bring The One Ring to 
Mordor. Each board sets them different tasks. Some tasks the 
fellowship must solve together, some the active player on 
his own. The tasks are always resolved by discarding cards, 
all players can contribute cards. If you fail to resolve a task 
Sauron moves. When Sauron meets a player, this player is out 
of the game. If Sauron meets the Ring bearer, the game is 
lost for all – sometimes a Gandalf card is the last resort. New 
edition 2011.
Version: de * Rules: de en es gr it nl si * In-game text: yes

Cooperative adventure game for 3-5 players, ages 10+
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Der Herr der Ringe Das Kartenspiel
Designer: Nate French
Publisher: Heidelberger Spieleverlag

In the cooperative Living Card Game, based on trading card 
mechanisms, players in a fellowship of heroes master danger-
ous adventures in Middle Earth. The Core Set features 226 
cards in four starter decks, which can be used immediately 
for an introductory game. This is amended by scenarios and 
84 Encounter cards which you can master. The cards used 
are hero cards, player cards, encounter cards and adventure 
cards. If at least one player survives until the last part of the 
adventure deck has been dealt with, the players win together. 
Additional Adventure Packs offer supplements for the game.
Version: de * Rules: de en es fr it pl * In-game text: yes

Card game with a fantasy topic for 1-2 players, ages 13+

Der Hobbit
Designer: Reiner
Publisher: Kosmos

Players are dwarves accompanying Bilbo from Bag end to 
Lonely Mountain where Smaug the Dragon dwells to win 
back the treasures that were stolen a long time ago. The 
heroes advance on their journey by using Event cards. Event 
cards are either travelling cards, ability cards for later use or 
gift cards offering immediate advantages for the players. 
Each space on the path is an opportunity for players to 
upgrade or improve their heroes’ abilities. Treasures on the 
adventure spots are won by fighting the opponents using 
resources from the event cards. In the end the player with 
most jewels wins.
Version: de * Rules: de en es fr pl pt * In-game text: yes

Fantasy adventure game for 2-5 players, ages 10+

Der Kletter-Retter
Designer: Christoph Behre
Publisher: Kosmos

Knight Roland wants to free the Princess locked into the 
tower by Wizard Zorno, players help him.  In each level of the 
tower you must find the correct key. Magician and knight are 
at the end of their ropes. In your turn you reveal the top key 
card and all players search for this key, you can only pick up 
one. Then the chosen keys are checked: If one of them fits the 
card, Roland climbs one level, otherwise the magician climbs. 
When you meet the guard and roll the magician, he climbs 
one level. Whoever is first on top wins, the evil magician or, in 
case of the knight, all players win together.
Version: de * Rules: de * In-game text: no

Spotting game for 2-4 players, ages 5+

Der Pate
Designer: Michael Rieneck
Publisher: Kosmos

Players embody Godfathers of Mafia clans and look after 
finances, status and influence, marked on two tracks. In seven 
rounds the clans draw income from areas of operation in the 
boroughs of New York. You roll four dice and assign them 
according to placement criteria to the divisions „Business“, 
„Politics“, „Events” and „Call”, with consequences for your sta-
tus and influence tracks. You can take over business of other 
clans. The Mafia Car in a borough blocks raids or takeovers. 
Events turn one of your development tracks into your k.o. 
track. If you reach the end of this track and are the richest 
player, you win.
Version: de * Rules: de * In-game text: no

Worker placement game for 2-4 players, ages 12+

Der verflixte Zaubertrank
Designer: Gebrüder Frei
Publisher: Drei Magier / Schmidt Spiele

The little magician’s apprentices search for potion ingredients 
in their cauldrons according to the recipe. You assemble your 
cauldron so that with or without mirror you can see the ingre-
dients in demand. To find them, you turn the cauldron and 
mark the positions with visible ingredients.  If you are done, 
you call out and your cauldron is checked. If you are correct, 
your apprentice moves 2 steps, otherwise all others move 1 
step. The mouse assistant has mushrooms for the last one the 
path and your apprentice in a recipe gives you 2 more steps. 
You win when you reach the finish or are furthest when all 
recipes are cooked.
Version: multi * Rules: de en fr it nl * In-game text: no

A game of spotting and memo for 2-4 players, ages 7+

Devil’s Cube

Publisher: Rekubus

A puzzle cube made up from 38 individual parts in four differ-
ent shapes offers several tasks to the player: First, you must 
find out how to combine the separate parts into a sturdy and 
stable cube. Then you need to place the numbers to result in 
Magical Squares on the outsides of the cube: The sum of all 
numbers in a horizontal, vertical and diagonal line is always 
the same for one side of the cube; each side has a different 
sum, though. And you have to think the other way round, 
because the direction in which numbers are written on one 
side is rotated as regards to the others.
Version: de * Rules: de * In-game text: no

Logical puzzle for 1 player, ages 8+

Dicke Luft in der Gruft
Designer: Norbert Proena
Publisher: Zoch

You start with a number of vampires and open a crypt in 
your turn. If it is an empty crypt without a rat you can place 
a corresponding vampire. With a garlic bulb you secure the 
crypt, unfortunately also against yourself. When the crypt is 
occupied you take a wooden stake. If you have three stakes 
or hit a crypt with garlic, you receive vampires from the garlic 
owner or all other players. If you open a crypt with rats, you 
initiate a rat plague and all crypts next to rat crypt can be 
opened. If you are the first to place all your vampires into 
crypt or hand them to other players, you win.
Version: de * Rules: de en fi fr kr * In-game text: no

A game of memory for 2-6 players, ages 6+

The 3 Commandments
Designers: Friese, Lamont Brothers
Publisher: BeWitched-Spiele / Rio Grande

On their turn as High Priestess players want to award karma 
to the novices – the other players – and receive karma them-
selves. The High Priestess determines two commandments 
and one taboo for the ritual with cards. The novices take turns 
in interacting with one of the artefacts – they may sing, relo-
cate the artefact or talk to it. Imitating your predecessor may 
help but can also result in breaking a taboo. The priestess 
marks activated cards and awards karma – enough not to be 
dismissed but not so much that others will win. When all have 
been High Priestess once, the player with most karma wins.
Version: de * Rules: de en * In-game text: yes

Communication game for 3-7 players, ages 10+

Die Biene Maja Maja’s Geburtstagsfest

Publisher: Studio100

On the corn-poppy meadow a party is thrown and all race 
to the cake buffet, but they might encounter some surprises 
before they reach the birthday cake. You roll the color die and 
move your marker to the next spot of that color nearer to the 
cake. When you roll white, you turn over a leaf tile and move 
your marker to the nearest spot of that color. That might be 
one behind your marker! You might have to go back. If you 
would have to enter an occupied spot, you roll again or turn 
up another leaf. If no spot of the necessary color is left before 
you, you jump to the cake and win.
Version: de * Rules: de * In-game text: no

Roll & move with color die for 2-6 players, ages 4+
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Die Biene Maja Memo

Publisher: Studio100

This is a game of memory for little fans of the little bee Maja, 
featuring characters from the series “Die Biene Maja”. As 
always, you need to find most of the pairs. You are looking 
for Maja, Willi and her other friends from the corn-poppy 
meadow on 36 pairs of cards. This memory, too, is played 
adhering to standard memory rules: In your turn you reveal 
two tiles – if they show the same image, you keep the pair 
and turn up another pair. If different items are pictures, you 
put both tiles back and your turn ends. At the end you win 
with most pairs.
Version: de * Rules: de * In-game text: no

Memo game for 2-8 players, ages 3+

Die Biene Maja Willi’s Würfel Waben

Publisher: Studio100

Flip the Grasshopper has painted a portrait of each inmate 
of the corn-poppy meadow. Willi throws them over and Maja 
must reassemble them. The parts of a picture are marked 
with dice symbols 1 to 6. You roll the die. For a 1 you decide 
on an image, take the frame and put part #1 in. You can start 
several pictures, but must place parts in numerical order. 
Should all frames and parts of a number be taken, you can 
take a frame and part #1 it from another player. The other 
parts go back to stock, but only if there are no more than 4 
parts in the frame. When all pictures are complete you win 
with most of them.
Version: de * Rules: de * In-game text: no

Dice game for 2-4 players, ages 4+

Die Brücke am Rio d’Oro
Designer: Frédéric Moyersoen
Publisher: Amigo

The decayed wooden bridge is the only and dangerous 
path to the gold treasures on the other side of the gorge. In 
each turn you decide how many and which dice you want 
to use to either advance slowly and safely or fast and risky. A 
lighting symbol on the risk die can augur a broken plank on 
the bridge or loss of treasures. If you reach the treasures you 
can take up to three in your rucksack, but the more you take 
the slower you are on the way back, while the bridge gets 
worse. When the last treasure has been taken, all try to save 
their last treasure while the bridge crumbles. If you own most 
treasures, you win.
Version: de * Rules: de * In-game text: no

Dice and collecting game for 2-4 players, ages 8+

Die Burgen von Burgund
Designer: Stefan Feld
Publisher: Ravensburger

Players are princes in 15th century Burgundy and acquire vic-
tory points from trade, animal husbandry, city development 
and knowledge extension in five turns with five rounds each. 
For each turn a display of function-hex-tiles and trade tiles is 
prepared. In each round you roll your dice for two actions, in 
any order and also the same one twice. Workers are used to 
change dice values. Actions are: Take or place hex tiles, sell 
goods or take workers. At the end of a round you get coins 
from mines owned and results from knowledge tiles. After 
5 turns you score for unsold goods, coins, workers and your 
own yellow tiles.
Version: multi * Rules: de en fr * In-game text: no

Resources management game for 2-4 players, ages 12+

Die freche Englisch-Hexe
Designer: Kai Haferkamp
Publisher: Ravensburger

Players stir images corresponding to pre-set topics into the 
cauldron with the potion. Thereby they train speaking and 
listening and the basic vocabulary for topics like food, clothes 
or weather. A topic chip is turned up. If you hold a chip that 
goes with the topic, you pronounce the word and place 
the chip face down into the cauldron. The topic chip is also 
turned over. Both are covered with the lid of the cauldron. If 
the same symbol is visible on both chips, you are correct and 
the ingredient is stirred into the cauldron. Several variants are 
listed for the game.
Version: de * Rules: de * In-game text: ja

A language learning game for 2-4 players, ages 5-9

Die freche Sprech-Hexe
Designers: Kai Haferkamp, Gertraud Heuß-Gierl
Publisher: Ravensburger

Players assist the witch to stir pairs of words into the magic 
potion. The game trains exact speaking, distinguishing 
single sounds, finding rhymes, recognizing initial sounds and 
distinguishing between similar words. The chips are prepared 
and the top one is turned up. Then you search for the rhym-
ing counterpart among the face-up chips. The pair of chips is 
placed into the cauldron and covered with the lid. If the same 
symbol appears, the solution is correct and you stir the chips 
into the cauldron. Several versions for the game are listed. 
The game is part of the „spielend Neues Lernen“ series.
Version: de * Rules: de * In-game text: no

Educational language game for 2-4 players, ages 4-8

Die Fürsten von Catan
Designer: Klaus Teuber
Publisher: Kosmos

The principality of each player with two settlements, 6 
landscapes and 1 road is laid out. You roll 2 dice for resources 
and event, both valid for both players. Then you use cards 
from your hand for actions or development of the principal-
ity. Settlements and cities earn victory points. To win the 
introductory game “Die ersten Cataner”, using the basic set, 
you need 7 victory points and 12 for the theme set games. 
These sets  „Zeit des Goldes“, „Zeit der Wirren“ and „Zeit des 
Fortschritts“ introduce new cards, in „Duell der Fürsten“ you 
use all sets for 13 victory points. New edition of „The Settlers 
of Catan The Card Game“.
Version: de * Rules: de en es fr * In-game text: yes

A card game of development for 2 players, ages 10+

Die geheimnisvolle Sternschnuppe
Designer: Christian Sovis
Publisher: Drei Magier / Schmidtspiele

A little star has fallen out of the sky and has lost its rays; the 
children return them! The star hangs on the clothes line; each 
kind of ray is dealt evenly to the players. Now in turn you give 
back a ray to the star. A ray with a metal ring in the middle is 
clicked to the star. A ray without a metal ring must be placed 
on rays already on the star. When between one and three 
rays fall off, you must take them. When more fall down, you 
take those with most negative points. If you are out of rays, 
you win. The others count their minus points to determine 
their results.
Version: multi * Rules: de en fr it nl * In-game text: no

A dexterity game with magnetism for 1-5 children, ages 5+

Die Gnome von Zavandor
Designer: Torsten Landsvogt
Publisher: Lookout Games

Players are gnomes mining shafts of precious stones near 
Diamantine, sell them buy artifacts and jewels. Action rounds 
alternate with mining rounds. In action rounds you can take 
soil specimens for gold and either buy, selling, draw cards, 
buy mining right, buy an artifact, take or switch trader or 
receive 4 gold. In mining rounds you receive gems according 
to your mining rights; this influences prices for the next 
round. If a player reaches the necessary number of victory 
points, the current action round is finished, and then the 
player with most victory points from mining rights and jewels 
wins the game.
Version: de * Rules: de en * In-game text: no

A game of acquisition for 2-4 players, ages 12+
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Die Größe macht‘s!
Designer: Reiner Knizia
Publisher: Piatnik

Players take turns in posing questions. The question is read 
out, and the other players agree on an answer. The inquirer of 
the round answers with “exact”, “more” or “less”. Then he turns 
over the card and checks. If he chose “exact” and the group is 
right, he receives the card and poses another question. This 
also applies when he said “more” and it is correct or when he 
said “less” and it is correct. If his statement was wrong, the 
card is discarded and the next player in turn poses a question. 
When the pre-prepared number of cards has been played, 
the player with most cards wins.
Version: de * Rules: de * In-game text: yes

A game of assessment for 2-6 players, ages 8+

Die Gulli-Piratten
Designer: Andreas Pelikan
Publisher: Heidelberger Spieleverlag

Six different inmates of the sewers are hired to man the 
Sewer Frigates, which are marked with their own talisman. 
Next to the frigates, booty markers and booty upgrade 
markers drift around in the sewers. The crews of all frigates 
want to garner valuable booty, mostly edibles, well, edible for 
canal inmates. The booty scores either alone or in combina-
tion with other booty tiles. Talisman cards are used to place 
crew members on frigates. If you are captain you sail and all 
on board get a share of the booty and leave the ship. A new 
booty pile is prepared. You can play in three different levels 
of difficulty.
Version: de * Rules: de * In-game text: no

Set collecting game for 2-5 players, ages 10+

Die kleinen Zauberlehrlinge
Designers: Thomas Daum, Violetta Leitner
Publisher: Drei Magier / Schmidt Spiele

The little magician’s apprentices brew potions in this beauti-
fully equipped game, using ingredients and fire. You place 
an ingredient ball into the bowl of the apprentice and move 
the apprentice forward towards the cauldron of the ball color 
using you wand. On the magic stone in front of the cauldron 
the apprentice throws the ball into the cauldron on its own. If 
you lose the ball on the way or if it does not hit the cauldron, 
your move ends. You should remember the obstacles and 
avoid them next time. If you have dealt with all ingredients, 
you take the fire ball to the fire. If it begins to burn, you win!
Version: multi * Rules: de en fr it nl * In-game text: no

Memory and dexterity game for 2-4 players, ages 5+

Die Lieben Sieben Auf dem Jahrmarkt
Designers: Inka and Markus Brand
Publisher: Die Spiegelburg

All seven Friendly Seven are enjoying themselves at the fun-
fair and want to try all rides. You look at the top card and try 
to get the marble puck into the area of the attraction shown 
on the card. If you manage a valid move, you get the card. 
For a valid move the marble puck is in the area or only partly 
touches the meadow. Two identical cards can be swapped for 
a free-ride chip. If you draw the can card, you must overthrow 
all three cards with one throw. If you manage this, you get a 
free-ride chip. When all cards are played, you can once swap 
three of your remaining cards for one free-ride chip and win 
with most of them.
Version: de * Rules: de en es fr it nl * In-game text: no

Dexterity game for 2-4 players, ages 4+

Die Maulwurf Company
Designers: Virginia Charves, Bertram Kaes
Publisher: Ravensburger

Moles on the hunt for a treasure! Each player places his moles 
randomly on the top board. All in all there are 5 boards on 
top of each other, each lower one smaller than the ones 
above. You move one of your moles according to the number 
on the movement tile you turn up. When all holes of the 
board are filled, the top board is taken away. When you 
have used all your tiles, you shuffle all of them for re-use. 
Only moles in holes stay in play on the next board. The last 
remaining mole on the lowest board has found the treasure, 
a golden shovel! New edition in the series „Unsere besten 
Familienspiele“.
Version: de * Rules: de en fi se no * In-game text: no

Placement game for 2-4 players, ages 8+

Die Panzerknacker
Designer: Wolfgang Dirscherl
Publisher: IQ Spiele

All search the booty cards determined by the dice. Three 
color dice show numbers between 1 and 18. The arrow of 
the white die determines a color die; it is either the one with 
the highest or with the lowest number. The value and color 
of this die determines the robber card. The robber card tells 
what math operation to do with the numbers on the blue 
and yellow dice. The result of the calculation determines the 
booty card. If you think you know the solution, put your hand 
on the booty card, even it is with a player. If you are correct, 
you get the card. If you own five booty cards, you win.
Version: de * Rules: de * In-game text: no

Math and logic game for 2-5 players, ages 8+

Die Schlachten von Westeros
Designer: Robert A. Kouba
Publisher: Heidelberger Spieleverlag

Based on „The Song of Ice and Fire“ and the game 
mechanisms of BattleLore you simulate military conflicts on 
Westeros, representing either House Stark or House Lannister 
in the base game. A scenario features special victory condi-
tions and is played in rounds. Those rounds comprise the 
phases reactivating, organizing, command – which includes 
placing command markers and playing a command card -and 
regrouping. This includes checking of status, allocating vic-
tory points, check victory condition, discard resources, boost 
morale and move round marker. Additional packs reinforce 
houses or introduce new houses.
Version: de * Rules: cn de en es fr it pl  * In-game text: yes

Fantasy-Tabletop for 2 players, ages 13+

Die Tore der Welt
Designers: Michael Rieneck, Stefan Stadler
Publisher: Kosmos

Kingsbridge is threatened by the Black Death, buildings must 
be finished and food is scarce in the game based on Ken 
Follett’s novel. Central characters from the book also play 
their part also on the board. Players are farmers, wool traders 
and builders striving for wealth and esteem, as expressed 
by victory points on the track. In 4 rounds with 6 turns each 
you must find the right balance between obtaining food and 
income, demonstrating loyalty and piety and also acquiring 
medical knowledge. If you manage this you will have a 
chance to withstand all adversities and the Black Death.
Version: de * Rules: de en es it fr gr pl pt * In-game text: yes

Resources management for 2-4 players, ages 12+

Die verbotene Insel
Designer: Matt Leacock
Publisher: Schmidt Spiele

Together we can save the artifacts. The adventurers must 
leave the sinking island with four artifacts to win together. 
Each player has special abilities which he should make known 
to the others, which facilitates cooperation. The game starts 
with 2 artifact cards for each player and 6 flooded areas of 
the island. In your turn you first have three actions, then you 
draw artifact cards for artifacts, helicopter, sandbags or flood, 
and then you draw flood cards depending on the water level. 
Actions are moving your adventurer, drying out island areas, 
handing over artifact cards or finding an artifact.
Version: de * Rules: de en es fi fr nl pl ru * In-game text: some

Cooperative adventure game for 2-4 players, ages 10+
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Die Werwölfe von Düsterwald die Gemeinde
Designers: Davidoff, Marly, des Palliéres
Publisher: Lui-même / Asmodee

Each night werewolves enter the village and take an inmate, 
the village population must defend itself. Aim of the game for 
each fraction is to eliminate the other one while hiding one’s 
personal identity and affiliation. This expansion makes a lot of 
changes for the village. Three new characters enter the stage 
– the Raven denounces villagers, the Arsonist plays with fire 
and the White Werewolf is evil personified. But it gets real 
interesting with regard to the buildings – tavern, church, bak-
ery, farms and more. The many possible combinations of role 
and profession give a completely new flavor to the game.
Version: de * Rules: de en es fr nl * In-game text: yes

Deduction party game for 8-18 players, ages 10+

Disney Cars 2 Elfer raus!

Publisher: Ravensburger

In this edition, based on the Disney film too, you want to be 
the first to discard all cards. If you hold an 11 you start, a red 
11 goes first, if it is not in play yet, then another 11 in the 
order of yellow, green or blue. Then you place a card of the 
same color, lower ones to the left, higher ones by the right, 
always only -1 or +1 to the previous card. Another 11 starts a 
new row. If you cannot place a card, you draw a card. You can 
place any number of valid cards, but sometimes it is tactically 
better not to place all cards, but to hold some back to hinder 
other players. The rules list several variants.
Version: de * Rules: de * In-game text: no

Card game for 2-6 players, ages 6+

Disney Cars 2 World Grand Prix
Designer: Ronald Hofstätter
Publisher: Ravensburger

A race game based on the film; to win you must be first 
to cross the finish line after 3 or 4 rounds. You own a gear-
indicator unit with wheels. At the start of your turn you can 
change gears, use the corresponding number of dice and 
move your pawn accordingly, allowing for special spots. 
When the move ends on an oil patch, you change into first 
gear and lose a wheel; when you join another pawn on a 
spot, you jostle this pawn and its car loses a wheel. When 
your car has lost all wheels, you pass one round for a pit-stop 
and take back all your wheels. The version for experienced 
players features traffic signs.
Version: multi * Rules: de en es fr it nl * In-game text: no

Race game based on Cars 2, for 2-4 players, ages 5+

Disney Winnie The Pooh Wo ist I-Aahs Schwänzchen?
Designer: Kai Haferkamp
Publisher: Ravensburger

Eeyore, the donkey, has lost his tail; Winnie the Pooh and his 
friends are searching for it in the 100 Acres Wood. The trees 
are placed on the board and all look for the tail depicted on 
the top card. You roll the die, move from tree to tree accord-
ingly and can stop earlier. You look under the tree at which 
you stop. If you find the tail in demand, you place it on your 
own boar. Eeyore, Piglet, Tigger and Owl give you a special 
action. When all tails are found, all look for Owl. If you find 
her, you receive Eeyores correct tail and 2 points, other tails 
score 1 point each, and you win with most points.
Version: multi * Rules: de fr it nl * In-game text: no

Memo game for 2-4 players, ages 3+

Dixit Odyssey
Designer: Jean-Louis Roubira
Publisher: Asmodee / Libellud

Dixit Odyssey is a revised new edition of Dixit with new. You 
receive 6 picture cards, a voting board and a marker. The 
narrator makes a statement on one of his cards. All others 
choose from their hand the card they think fits the statement 
best. The narrator shuffles all cards and lays them out on the 
board. All but he now give a guess - using marker and board 
other players now vote - which card is that of the narrator. 
If some guess correctly, they score points together with the 
narrator. If all or no one guesses correctly, they all score, but 
not the narrator. In case of 7 to 12 players, you can guess on 
two cards.
Version: multi * Rules: de en es fr it pt sk nl * In-game text: no

Creative communication game for 3-12 players, ages 8+

DKT Österreich Das Original

Publisher: Piatnik

DKT, Austria’s equivalent of monopoly, has been re-launched 
unchanged by Austria’s traditional and oldest producer of 
games. You roll the die and move your marker. If you end on 
a free lot, you can buy it. If you do not want to buy, the lot is 
NOT auctioned. If you end up on owned lots, you pay rent to 
the owner. On lots you own you can build houses and hotels. 
If the bank has not enough houses to satisfy the demand, 
houses are auctioned. Event squares must be observed. You 
may only be indebted to the bank. If you go bankrupt, you 
quit the game and your assets are auctioned. The last one in 
play wins.
Version: de * Rules: de * In-game text: yes

Economics game with dice for 3-6 players, ages 8+

DKT Alpen

Publisher: Piatnik

Following the well-known rules players, in the guise of tour-
ists, move through the Austrian mountains and want to make 
big money with mountain huts and hotels. Amendments to 
the traditional rules with roll & move, buy lots and pay rent or 
build houses and hotels demand in this version body action, 
you must wedeln or moo! Summer and winter tourisms 
demand different activities and tourist attractions, after all!
Version: de * Rules: de * In-game text: yes

Economics game with dice for 3-6 players, ages 8+

DKT Dynamic

Publisher: Piatnik

DKT Dynamic changes the aim of the game in the Austrian 
equivalent of Monopoly. You do not aim to be the last still in 
play, but to be the first to pay back your debts and thus win 
the game. You start with 2000 units of money and chose 1 to 
3 start actions, depending on the number of players, either 
buying a plot of land or taking out a loan. Then you roll the 
die. First you move a tourist marker and implement the spot 
reached for him. Then you move your own marker and imple-
ment the game reached – special spots or buying, building, 
paying rent or either paying back a loan or taking out an 
additional loan.
Version: de * Rules: de * In-game text: yes

Economics game with dice, for 2-5 players, ages 8+

DKT Europa

Publisher: Piatnik

This version features 21 European countries, and the special 
squares, too, have been adapted to the topic. The rules 
correspond to those of the standard edition. You roll the die, 
move and buy lots of land. Land that is not bought is not 
auctioned. On lots owned by other players you pay rent. On 
your own lots you build houses and hotels. If the bank has 
not enough houses to satisfy demand, houses are auctioned. 
Event squares must be observed. You cannot run up debts. If 
you go bankrupt, you quit and your assets are auctioned. The 
last in play or the richest player after an agreed amount of 
time of play wins.
Version: de * Rules: de * In-game text: yes

Economics game with dice, for 2-5 players, ages 8+
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DKT junior

Publisher: Piatnik

The junior version of the Austrian classic! Players spend their 
pocket money on acquiring fairground attractions and traffic 
in entrance tickets. When a player has collected 5 different 
entrance tickets, the game ends and the winner is the player 
with the highest amount of money. You roll the die, move 
your marker and can either buy an attraction or pay entrance 
fee for it. At the house you receive pocket money or pay the 
owner. The piggybank can be looted or you can pay money 
into the piggybank. Surprise cards are carried out. On the 
way to the playground you pause for a round and come back 
into the game via your own home.
Version: de * Rules: de * In-game text: no

Economics game with money for 2-4 players, ages 5+

DKT Wien

Publisher: Piatnik

DKT, Austria’s equivalent of monopoly, now under the 
aegis of Austria’s traditional and oldest producer of games, 
has been given a new, typical Austrian twist with a special 
edition for her capital. Following the well-known rules you 
visit Hofburg or Donauturm or even the sewers in Vienna’s 
„Underworld“, evoking a flavor of „The Third Man“. You build 
hotels and typical Viennese cafés, hoping for customers, and 
instead of going to jail you take a Fiaker and visit a Heuriger 
in Grinzing. And if money runs scarce, there is always a 
therapy on the couch of a fellow player!
Version: de * Rules: de * In-game text: yes

Economics game with dice for 3-6 players, ages 8+

Doktor Bibber

Publisher: Hasbro

Patient Paul lies on the table in the operating theatre and 
players try in turn to heal poor Paul. In order to do so they 
use the pincers to extract bones and other things from Paul’s 
belly. But take care! Don’t touch anything but the things that 
need to be taken out. Don’t jolt anything or scrape along 
the edges of the wounds! If you do, Paul will start to scream 
because of pain and his nose will gleam red and your turn will 
be over. This action game with special effects has been re-
launched and features an electronic announcement system, 
new ailments and funny sound effects.
Version: de * Rules: de en * In-game text: no

Action and dexterity game for 2-4 players, ages 6+

Doktor Bibber Cars 2

Publisher: Hasbro

The game mechanism of Doktor Bibber (Operation) com-
bined with topic and graphics of Cars 2. Hook has a lot of 
problems and needs 11 different repairs: Missile Tow, Broken 
Belt or Spare Tire, to name a few. The active player draws 
a Doctor card stating the necessary repair and the money 
earned for successful repairs. If you touch Hook during repairs 
he blinks and hoots and your turn ends. Now all other players 
can check their Specialist cards. If they own the respective 
card, they can try to do the repairs for the double amount of 
money. When all 11 repairs have been done, the player with 
most money wins.
Version: de * Rules: de en * In-game text: some

Action and dexterity game for 1 or more players, ages 5+

Dominant Species
Designer: Chad Jensen
Publisher: GMT Games

Players embody one of six animal classes at the begin of 
the ice age around 90.000 B.C. – Mammals, Reptiles, Birds, 
Amphibians, Arachnids or Insects. Players try to dominate 
as many landscape tiles as possible to be able to implement 
effects of special cards and to gain victory points when 
propagating their species. Speciation, migration and adap-
tion effects support those plans. The rounds all comprise 
planning, execution and reset. Planning is done by placing 
action points into free spots on the planning board, then 
the actions are executed in given order. You can relinquish 
actions you planned.
Version: multi * Rules: de en * In-game text: yes

Development game for 2-6 players, ages 13+

Dominion Hinterland
Designer: Donald X. Vaccarino
Publisher: Hans im Glück

Hinterland, the 5th expansion for Dominion, is again a „big“ 
expansion featuring the number of cards and the box size of 
editions 1 and 2, but all the same this is an expansion and not 
a stand-alone game. 26 new kingdom cards feature 20 action 
cards, 3 treasure cards, three victory cards and 3 reaction 
cards. Central topic of the expansions cards which allow to do 
something immediately when you acquire them or receive 
them instead of bringing them into play via discard pile, draw 
pile and your hand.
Version: de * Rules: de en fi jp * In-game text: yes

5th expansion for Dominion for 2-4 players, ages 8+

Dominion Reiche Ernte
Designer: Donald X. Vaccarino
Publisher: Hans im Glück

Cornucopia is the 4th expansion for Dominion on the topic 
of harvest and thus variety. The expansion features 12 new 
kingdom cards, a new victory points card and the new card 
variety Prize Cards in 5 different versions. When “Young Witch” 
is in play, you need a „Bane“ pile. Any kingdom card costing 2 
or 3 is placed on the Young Witch Randomizer Card. This card 
now has its own function as usual and in addition the Bane 
Card function. If “Tournament” is in play the 5 Prize cards 
come into play, too. There are new rules for “in play”, and card 
directions for card names, money cards and the buying phase 
of a turn.
Version: de * Rules: cz de en es fi fr it jp * In-game text: yes

4th expansion for Dominion for 2-4 players, ages 8+

Domory
Designer: Silke Kegeler
Publisher: Einfach gut spielen

Domory offers 60 unusual and very pretty pieces to play with. 
The pieces are gray cuboids cut on the bias with a colored 
base, in five different colors. The colored base shows a pat-
tern, either convex or concave, identical patters fit together. 
You can play two different games with those pieces: DO is 
the Domino variant for the pieces. In each turn you place one 
with a corresponding pattern and one with the plane slope. 
ORY is the memo version, you look for pieces corresponding 
in color and pattern. The level of difficulty can be varied by 
leaving out colors or not taking colors into account at all.
Version: de * Rules: de * In-game text: no

A game of placement or memory for 2-4 players, ages 4+

Dr. Shark
Designers: Antoine Bauza, Bruno Cathala
Publisher: Hurrican Games

Dr. Shark is throwing a cocktail party on his private island 
in the South Seas, but he is a criminal suspect. So you as 
an agent need to dive into the pool to find clues. Each part 
of the pool must be searched with a special method. You 
dive with your hands in the bag, using an assistance board 
showing possible shapes. You can only take out pieces fitting 
the currently valid method. A shark stops you diving. When 
you can combine clues to evidence you take the chip. At the 
end you score points for clue chips and clues and win with 
most points.
Version: multi * Rules: de en es fr gr it jp nl * In-game text: no

Tactile dexterity game for 2-6 players, ages 10+
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Drachenherz
Designer: Rüdiger Dorn
Publisher: Kosmos

Based on a fantasy setting, you place cards on squares of the 
board to collect cards and thus earn points for fame. You play 
several cards with the same image on the corresponding 
squares and draw cards from the pile. If you play cards on 
a closed stack, the corresponding action takes place im-
mediately. If you place the card in a graded stack, the action 
happens when the necessary number of cards is laid out. 
Action means that you take up one or several other kinds of 
cards from squares adjacent to the square where you placed 
your cards. After the third ship-action the player with most 
points of fame wins.
Version: de * Rules: cz de en fr it ru * In-game text: no

Card placement and collection game for 2 players, ages 8+

Dragonfly Spin to Pin

Publisher: Rekubus

The skittle game for your living room table is offered in two 
versions. Depending on the variant the playing area is red or 
green, lacquered or covered with felt, in both cases covered 
with a sheet of glass. A spinner replaces the classic bowling 
or skittles ball – the spinner is placed behind the starting line. 
The playing area dips at two sides and this makes the spinner 
run down to the pins. With a little practice you will be able 
to direct the spinner precisely at the pins. You can play all 
versions of skittles with this edition.
Version: de * Rules: de * In-game text: no

Skittles game for 1 or more players, ages 5+

Dreck am Stecken
Designer: Stefan Breuer
Publisher: Gmeiner

All players – virtual ones in case of less than 6 – each are dealt 
a culprit and a crime card as well a time table of the main 
crime. You question a player – from round 2 even a virtual 
one. He must answer with yes or no, can lie, and places one 
of his 3 truth cards or his 1 lie card. A virtual player answers 
by special rules. With the “threat” card you can check a card 
placed. If a player wants to solve or if all have been ques-
tioned 4 times, all must name their suspicions for all players. 
You score for correct suspicions and lose points for wrong 
ones. You win if you achieve the highest score.
Version: de * Rules: de * In-game text: yes

Deduction game for 3-6 players, ages 12+

Dungeon Fighter
Designers: A. Buonfino, L. Silva, S. T. Sorrentino
Publisher: Cranio Creations

A new dungeon, a new adventure, new magic items and 
rather horrible monsters, and again we go and confront 
them. But in this dungeon our abilities determine the abilities 
of our character. Can you hit the target when throwing the 
dice from under your legs with closed eyes? Even that is not 
enough, we must roll it in a way that it bops up once before 
hitting the target zone. When the die is not completely in 
one target zone you must count its corners to determine the 
zone. Need you ask why the monsters sometimes win? Even 
despite the fact that we composed the dungeon ourselves?
Version: it * Rules: de it * In-game text: no

Adventure game for 1-6 players, ages 8+

Dungeon Petz
Designer: Vlaada Chvatil
Publisher: Czech Games Edition

The imps we met in Dungeon Lords have a new business 
idea: They want to breed monsters for the Dungeon Lords 
from small cuddly petz. You use imps and money to acquire 
petz, cages, food and so on, and have your hands full to 
look after the little beasties. Their needs are represented by 
cards, which you draw for your own petz and as a reserve. If 
you combine cards well and use your imps well you will get 
petz and imps through the round undamaged, and can pay 
attention to the exposition of most beautiful petz. This earns 
you victory points, when you sell a petz you score money and 
victory points.
Version: en * Rules: en * In-game text: no

Resources management game for 2-4 players, ages 12+

Dungeon Twister Prison
Designer: Christophe Boelinger
Publisher: Ludically

The 3000 year old Arch Mage has built a new dungeon that 
he also uses for a prison – player must leave the dungeon 
or earn victory points, depending on the scenario. This new 
basic version can also be used as expansion #9 for the first 
edition of the game. In your turn you play an action, use 
action points and take back cards into your hand. 5 tutorial 
scenarios offer a series of introductions into the game with 
rising levels of difficulty. Scenario 5 presents the complete 
game „Stand alone“ with all 8 rooms, all characters and 6 
objects per player. You must obtain 5 victory points. Rules for 
a solo variant are included.
Version: de * Rules: de en fr * In-game text: yes

Fantasy Dungeon Crawl for 1 or 2 players, ages 12+

Earth Reborn
Designer: Christophe Boelinger
Publisher: Ludically

Earth, 500 years after the nuclear disaster, two factions 
emerge from Earth’s Underground cities: The Norad, military 
related and strategic thinkers, strengthened by scientists and 
engineers, and the Salemites, an occultist order working with 
the dead and bringing them back to life. In 9 scenarios you 
can play different missions, 91 different area and room tiles 
are available. In each scenario new rules are added, so that 
you experience a learning curve. In addition there is the so 
called S.A.G.S. = Scenario Auto Generating System, which you 
can use to generate your own maps and objectives for new 
missions.
Version: multi * Rules: en fr * In-game text: no

SciFi tabletop adventure game for 2-4 players, ages 13+

EasyPlay Top & Down
Designers: Nils and Richard Ulrich
Publisher: Schmidt Spiele

A race for points over hurdles: You roll the die and move 
a marker. If you reach an occupied space the new marker 
goes on top, without limit for the height. A marker in stack is 
moved normally and takes along markers on top. A stack is 
moved and stacked like a marker. You can relocate your own 
marker in a stack to the top or the bottom of the stack at the 
cost of 1 chip. In scorings you score for top pieces in stacks 
on bridges or for bottom pieces in stacks on paths. For pieces 
in last position you lose one victory point. After scoring the 
finishing positions, the player with the highest score wins.
Version: multi * Rules: de it fr * In-game text: no

Roll & Move game for 2-4 players, ages 8+

Eaten by Zombies!
Designer: Max Holliday
Publisher: Mayday Games

If you are the last human surviving, you will win; it is also 
possible that all still living can win together, if there are no 
zombies left in the zombie deck or the discard pile; among 
the living the one still holding most cards is the individual 
winner. You have your own draw pile and your own discard 
pile. In each round you decide if you fight or flee, you play 
cards accordingly. Zombies eliminated by a player stay in 
your deck; if you want to get rid of them you must add them 
to the attacking zombie horde. If you are most adroit to use 
the complex interactions of the cards, you win.
Version: de * Rules: de * In-game text: yes

Card management game for 2-4 players, ages 8+
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Einfach Genial
Designer: Reiner Knizia
Publisher: Kosmos

Tiles show symbols in six colors and you place tiles to score 
for groups of symbols. You always have a stock of 6 tiles and 
place one tile per turn, if possible next to identical symbols. 
Symbols on the board must not be covered. Then you score 
for groups of symbols, starting from the newly placed tile. 
The new tile itself is not counted. A score of 18 in a symbol 
color grants a bonus move. When placement is no longer 
possible, the game ends. The winner is the player whose 
lowest score of all six symbol colors is higher than the lowest 
score of all other players.
Version: de * Rules: de en es fr it nl jp kr and others * In-game text: nein

A game of tile placement for 1-4 players, ages 10+

EinSATZ bitte!
Designer: Reinhard Staupe
Publisher: Heidelberger Spieleverlag

Everybody has at one time or another started a sentence and 
then lost track of how it should end. This is the game mecha-
nism of EinSATZ bitte!, meaning „one sentence, please“. The 
first part of the sentence is given and the player knows what 
he – no, his fellow players – should say at the end, he only 
must make them say it. In each round a team has 1 minute to 
explain and score. One player is the clue giver and must finish 
half a sentence according to strict rules in a way that his team 
members guess the term. The team that has guessed most 
terms after several rounds wins the game.
Version: de * Rules: de * In-game text: yes

Word and language game for 4-24 players, ages 10+

El Paso
Designer: Stefan Dorra
Publisher: Zoch

In the role of bandits in the Wild West players raid 7 towns 
and pick out their booty at the start of each turn. Players have 
booty cards and in the current town booty tiles are stacked. 
You play a card face down for the location to raid and then 
the dice are rolled; stars are set aside. The booty is allocated 
according to the dice and cards played. Then players decide 
to raid again or to leave town. If you leave, you exchange 
booty for safe gold. If you are still in town when 5 stars on 
dice are visible, you lose all your booty. If you have most gold 
when all towns are raided, you win.
Version: multi * Rules: de en fr * In-game text: no

A game of dice and choice for 2-5 players, ages 10+

El Quirkat

Publisher: Theta-promotion

Alquerque or el Quirkat in Arabic, originates in Arabia. The 
oldest description can be found in the games book by King 
Alfons X. You move a piece along a line to the next free inter-
sections, never backwards and never back to where the piece 
started in its previous move. You defeat a piece by jumping 
over it onto the next free spot behind it. When all pieces of a 
player are defeated or he cannot move or no pieces can be 
defeated any more you win with most opposing stones. The 
Variant „Hasenjagd“ can be played on the same board.
Version: de * Rules: de * In-game text: no

Placement game for 2 players, ages 8+

Elefun

Publisher: Hasbro

Elefun, the baby elephant, plays with the butterflies and 
gently blows them high into the air with his long, long trunk 
(if you want to know exactly, the trunk is 1 m long!). As it 
blows slowly, the butterflies do not get far away from the 
elephant! The children are invited to play along with Elefun 
and the butterflies and are supposed to catch the butterflies 
with their net. First, try and catch those dancing in the air. At 
the end of a round you can take care of those butterflies that 
have sunk to the floor. The player who catches most of the 
butterflies wins the game.
Version: de * Rules: de en * In-game text: no

Dexterity and action game for 2-4 players, ages 3+

Elephant Memo
Designer: Leo Colvin
Publisher: Pintail

Rumor has it that elephants have incredible memory, and 
you need good memory too to find the little baby elephants 
in this game. They are hiding under the pedestals of their ar-
tistic parent elephants and must be found quickly. The color 
die determines the color of the baby elephant you need to 
find. Can you remember seeing him recently because another 
player has lifted the pedestal he is hiding under? Then lift it 
quickly, too, and see if the missing elephant is hiding there! 
Two versions of the game offer either a quick shuffle and a 
lucky search determined by dice or a search governed by 
memory.
Version: de * Rules: de * In-game text: no

Memory game with dice for 2-5 players, ages 5+

Emmi
Designer: Gerhard Piaskowy
Publisher: Beleduc

Caterpillar Emmi is sad, her back is only showing black dots 
and she would love to show colors like butterflies. The little 
earthworm tells her to tumble down a hill to turn segments 
over. Players help Emmi: She is laid out with black dots 
showing on top. Each player chooses a color and takes the 
corresponding caterpillar card. You roll the dice: The picture 
die shows head or tail, this is where you start to count the 
number of segments shown on the number die. This segment 
is turned over to show your color. If Emmi has only one black 
dot left, the winner is the player with most of his color dots 
visible on Emmi’s back.
Version: multi * Rules: ch de en es it fr nl * In-game text: no

Dice game on colors and counting for 2-5 players, ages 4+

Ennea
Designer: Michail Antonow
Publisher: Gerhards Spiel und Design

9 square tiles are combined for ever changing boards. The 
tiles show between 4 and 6 dents that are connected by 
paths, two paths lead to each edge of the square. Now you 
must place your marbles following different rules for each 
game, you hold a different number of marbles in each game: 
Some examples: “The island is shaped” – you must fill inde-
pendent squares before combining them; “Do onto me…” 
– you try to form the biggest possible group of marbles on 
adjacent dents. “Landing” – you must occupy more than half 
of the dents.
Version: de * Rules: de * In-game text: no

Placement game for 2 players, ages 8+

Ententanz

Publisher: Hasbro

A round plastic bowl with a moving surface simulates a pond. 
Pressing the button lets the ducklings move around. You 
pick up one of the ducklings and look at its underside. If the 
color is your color, put the duckling into your nest. If it is not 
your color, put the duckling back in the pond. The constant 
movement of the pond surface changes the position of 
the ducklings. Therefore players must try to memorize the 
position of the ducklings and thus learn to concentrate and 
to pay attention. Small children delight in the movement and 
the quacking of the ducklings.
Version: de * Rules: de en * In-game text: no

Memory game for 2-4 players, ages 3 and up



29

2012

Icon explanation

Solo Play Two Players Large Groups Recommended Minimum Age

GABIS explanation on page 3

Ententeich
Designer: Stefan Breuer
Publisher: Noris Spiele

Peter wanders around the pond, feeding ducks. You direct 
two ducks which are hungry and want to eat as much food 
as they can; the start player takes 9 pieces of feed and drops 
them down onto the board. Then you roll the die: For a duck 
symbol you move Peter 3 steps and threw three feed cubes 
into the pond. If you roll a number, you can let your duck 
swim the distance and try to eat up the food on each spot 
she enters. When Peter has wandered round the pond twice, 
the game ends and you win, if you managed to collect most 
feed cubes.
Version: de * Rules: de * In-game text: no

Dice and dexterity game for 2-4 players, ages 4+

Eruption
Designer: Chris James
Publisher: Stratusgames

The volcano erupts and villagers must protect their homes. 
You draw and place a lava tile, the others can give advice. 
Then you defend your village by placing a wall or using 
action cards. Walls are available from straw, wood or stone; 
you roll a die to check if a wall can stand the fire. Walls can 
be placed at the lava stream or at the village borders, but 
only at your own villages. The heat track documents damage 
due to arriving lava, the danger zones on this track introduce 
eruption spots and special abilities into the game. When a 
village burns down or the lava runs out, you win with the 
coldest village.
Version: multi * Rules: de en * In-game text: no

Placement game for 2-6 players, ages 10+

Erwischt!
Designer: Christian Lemay
Publisher: Heidelberger Spieleverlag

A game within a game and a game for all occasions! Each 
person present receives a card and decides if and when to 
enter the game. The duration of the games is fixed, and when 
a game is started all players try to deal with all three tasks on 
the card, but at all costs in front of several witnesses. If you 
manage to complete the task, you wait 30 seconds and name 
the task. If you believe that someone else just completed a 
task, you call “Gotcha” and name the task. If you are right, the 
player cannot score this task. At the end of the game all add 
their scores and name witnesses, if necessary.
Version: de * Rules: de en fr pl * In-game text: yes

Party game for 4-50 players, ages 12+

Eselsbrücke
Designers: Ralf zur Linde, Stefan Dorra
Publisher: Schmidt Spiele

You use 3-5 picture tiles to tell short stories, one per round, 
2 rounds are story-telling only. In rounds 3-5 you first tell a 
story with the given number of pictures and then deal the 
tiles of a previously told story clockwise to the other players. 
In turn you now try to remember an element of the story 
with the help of this tile. If you do, you receive the tile for a 
victory point. If not, you must discard tiles. When all pictures 
are named or everyone has made a mistake, the next player 
tells a story and then deals tiles. In rounds 6 and 7 no new 
stories are told, after round 7 you win with most tiles in your 
collection.
Version: de * Rules: de * In-game text: ja

Storytelling and memo game for 3-12 players, ages 8+

Essence
Designer: Claas Fischer
Publisher: Edition Essentia

On a revelation path players explore their qualities, resources 
of strength and lots more. When a player has decided his 
next step, a question demands perception, reflection and 
empathy for an accurate assessment. All this is used to collect 
as many honor coins and term cards as possible. You choose 
a path card and read the question. Then you draw term cards 
according to the pat card and allocate them to a number. 
Now all players guess using their cards within the number 
limits given by the path card and then implement the results 
of the guess.
Version: multi * Rules: de en * In-game text: yes

Psychological assessment game for 2-7 players, ages 12+

Evas Welt
Designer: Daan Kreek
Publisher: Noris Spiele

The game features 48 discovery cards. In your turn you roll 
the die and move your marker around the 12 central squares 
on the board. Then you look at the squares adjacent to the 
square with your marker and try to imagine how the situation 
would look if you were standing in the road instead of look-
ing down. Then you take the corresponding pictures from 
the display of discovery cards. Your left neighbor controls 
your choice. He can turn over the cards; the correct solution is 
given on the back. When all discovery cards have been given 
out, the player with most cards wins.
Version: de * Rules: de * In-game text: no

Spatial perception game for 2-4 players, ages 6+

Evo
Designer: Philippe Keyaerts 
Publisher: Asmodee

As a nomad tribe in close symbioses with a reptile species 
you roam Kumtagh and support the Dinos in their adaption 
to the climate and in their fight against rivaling species. The 
rounds in the game comprise phases: Climate; Mutation, the 
genes available for the round are drawn and are auctioned 
for Mutation points; Initiative, the order of play is determined; 
Movement, Dinos move and maybe fight; Birth, new Dinos 
come into play; and finally survival, you get mutation points 
for surviving Dinos. When the meteorite appears in the 
climate phase, the game ends and you win with most muta-
tion points.
Version: de * Rules: de en fr * In-game text: yes

Development game for 3-5 players, ages 12+

Expedition Dino
Designer: Gunter Baars
Publisher: Haba

Expedition into the valley of the dinosaurs: The rock cubes 
are piled around Dino. You roll the die and advance Tim the 
Explorer. When on a spot with tools, you dig. When on a 
magnifying glass, you explore. To dig you can try up to three 
times to pry loose a rock cube till it falls. When it now shows 
a bone on its top surface you take the fallen cube, otherwise 
it goes on the deposit. When several cubes fall or Tim is hit, 
cubes go to the deposit. To explore, you roll a cube from the 
deposit – if the result is a bone, you take the cube. When Dino 
falls, the game ends and you win with most bones.
Version: multi * Rules: de en es fr it nl * In-game text: no

Dexterity game for 2-5 players, ages 4+

Familiengeflüster
Designers: Henri Guttmann, Uschi and Franz Scholles
Publisher: Aktuell Spiele Verlag

Family talk instead of love talk. The 1st “wisher” chooses his 
wish and a family member, who reacts on the wish. All others 
vote on the reaction and cards are given out depending on 
the result. Then the wisher must perform a finger painting on 
his neighbor’s back, again depending on the result cards and 
a task for both is determined. The wisher now has three cards 
in his flag and placed the flag anywhere in the flat. When all 
have been wisher once, each player reads out a suggestion 
for the family. Again a vote is taken and the winning sugges-
tion becomes a family project. Wishes and projects must be 
implemented in real life.
Version: de * Rules: de * In-game text: yes

Communication for the family, for 3-6 players ages 7+
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Fauna kompakt
Designer: Friedemann Friese
Publisher: Huch & Friends

Fauna kompakt can either be used to expand the game 
Fauna with 170 new animals and to play with up to 8 players, 
or you can use it as a stand-alone compact game. You set out 
the board from board and scale cards, showing 7 land and 6 
ocean regions. Players make a bid on the number of correct 
information on specifics and areas for the visible animal card. 
The player with the highest bid must place markers. He only 
scores when all his markers are placed correctly. All other 
players score the value of their bid. When all have been start-
ing player twice, you win with the highest score.
Version: de * Rules: de * In-game text: yes

Quiz and assessment game for 2-8 players, ages 10+

Feudalherren
Designer: Tom Wham
Publisher: Lookout Games

You are a rather unimportant nobleman somewhere in 
medieval Europe and let your subjects work for you so that 
you get richer and can make the king richer. In a fiefdom of 
64 squares you can build over 49 to let the fiefdom prosper. 
You roll the die for the center of action in the fiefdom and use 
adjacent resources. Then you draw and implement an event 
card, can buy a tile for resources, have two actions to activate 
tiles for resources or a special action as a 2nd action. At the 
end you feed your subjects and then you have either won 
with the necessary number of victory points or hand the dice 
to the next player.
Version: de * Rules: de en * In-game text: some

Resources management game for 2-6 players, ages 10+

Fifty Fifty
Designer: Reiner Knizia
Publisher: Zoch

High cards earn you grim halves of a face, low cards yield 
laughing halves. So balance is the aim of the game. You are 
dealt nine cards; the top “mood card” is turned up. Everybody 
plays one card. For the highest card you get the number of 
blue faces stated on the mood card, for the lowest card the 
number of yellow ones. If you can complete faces from yellow 
and blue halves you discard them. After nine cards a game 
ends. You play one game per player. After each game each 
remaining face half scores -1. If you have no halves at the end 
of a game you can delete your worst result. At the end you 
win with the lowest score.
Version: multi * Rules: de en fr it * In-game text: no

A card game of balance for 3-5 players, ages 9+

First Train to Nürnberg
Designer: Martin Wallace
Publisher: Argentum Verlag

First Train to Nürnberg is a re-designed new edition of Last 
Train to Wensleydale and is now also playable by two players. 
You build track, buy used engines and train cars and trans-
port beer, mail and passengers, who now yield more victory 
points by travelling in first class cars. Local landowners can 
block the building of railways, so you need influence on the 
government. Ideally, you can sell non-profitable lines to big 
companies. The first connection Nuremberg-Furth can yield 
the deciding amount of victory points. On the back of the 
board you can play the Last Train to Wensleydale.
Version: de * Rules: de en * In-game text: no

Railway game for 2-4 players, ages 12+

Fits
Designer: Reiner Knizia
Publisher: Ravensburger

Fits is a placement game based on Tetris. You receive 16 
shapes, made up from 3-5 squares.  You place the board 
chosen by all in your holder and draw a starting card. You 
place the corresponding shape in your holder, in any column 
and in any direction, and then pull it down to the base. All 
other shapes are chosen by turning up the top card from the 
building card stack and placing the shape in a way that suits 
the requirements of the board best, e.g. fill rows completely 
or cover sets of spots or leave sets uncovered. You can set a 
shape aside. When all shapes are placed, you score the board 
according to some special rules.
Version: de * Rules: de en es fr it nl * In-game text: no

Shape placement game for 1-4 players, ages 8+

Flash Point Fire Rescue
Designer: Kevin Lanzing
Publisher: Indie Boards & Cards

Fire alarm – all players are together in a team and cooperate 
to save victims from buildings on fire. The building is set 
up; each player must spend four action points in his turn to 
move, fight the fire, demolish walls, roll for the fire progress 
– when smoke is placed on smoke, it turns to fire – and refill 
information markers. When fire reaches a spot on fire, there 
is an explosion. If you save seven victims before the building 
crashes, all win together. Two variants for a family game and 
a game for experienced players, featuring random set up, 
vehicles and vehicle actions.
Version: multi * Rules: de en * In-game text: no

Cooperative dice game for 1-6 players, ages 10+

Flinke Fliegen
Designer: Christoph Behre
Publisher: Kosmos

Flies want cake and cherries, most cherries, not the swatter! 
Players are either fly or catcher. As a fly you hold the strings 
of two adjacent flies. The catcher rolls the die and tries to 
catch such a fly. If one of your flies shows such a garment, you 
quickly draw it away before it is swatted. Patterns are valid 
for all colors and colors are valid for all patterns. For correctly 
caught or incorrectly withdrawn flies the catcher takes a 
piece of cake from the fly. When each player was catcher at 
least once – with two consecutive tries – the winner is the 
player with most cherries on his pieces of cake.
Version: de * Rules: de * In-game text: no

Dexterity and reaction game for 2-5 players, ages 6+

Flinke Stinker
Designer: Inon Kohn
Publisher: Zoch

Skunks run a race; the track is made of 22 tiles. Movement 
tiles are placed face down. In your turn you reveal a move-
ment tile. If it shows animal tracks, you set it aside and can 
either end your turn or uncover another tile. If you turn up 
the cougar, your turn ends. If you can move, you advance 
your skunk the total of animal tracks on the tiles you set aside 
in this turn. The skunk must not end its turn on a stink spot. 
If you overtake other skunks, they go back behind the next 
stink spot. If you can move your skunk over the last tile of the 
track first, you win.
Version: multi * Rules: de en fr it * In-game text: no

A game of racing and memory for 2-5 players, ages 6+

Flirt
Designers: B. Lach, W. Kramer, U. Rapp
Publisher: W & L SpielSpass

A character card determines your pawn, your color and your 
sex for the game. You choose a pet name and you are only 
called by this name throughout the game, a mistake is penal-
ized. You roll the die, move and check if you flirt. When you 
flirt, flirt chips are placed on the love scale. On heart spots 
you can give away a heart for a relationship chip, mobile 
phone spots are event spots. When a couple has 4 flirt points, 
it is in love, with 6 it is engaged and with 12 flirt points a 
couple gets married, receiving heart chip, engagement ring 
or wedding ring. A wedding ends the game; you score for 
your best couple.
Version: de * Rules: de * In-game text: yes

Communication game for 3-6 players, ages 10+
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Flocki, such das Socki!
Designer: Jan Vodicka 
Publisher: Piatnik

Flocki and his doggy friends play at retrieving socks. You 
choose a dog. The sock tiles are briefly displayed and then 
turned over. You roll the die. All players now place their dog 
disc as fast as the can onto this sock tile, several dogs on a 
tile are stacked. When all dogs are placed the tiles are turned 
over: If you did find the correct sock, you score chip points: 
3 if you were the fastest, 2 if you were second, and all others 
score 1 point. If you selected a wrong sock, you lose points. 
Then you switch 2 sock tiles. When all chips have been given 
out, you win with most points from your chips.
Version: de * Rules: de * In-game text: no

A game of searching and reaction for 3-4 players, ages 5+

Fluchmory

Publisher: IQ Spiele

A memo game for listeners! 24 memo tiles are spread out 
face down. The cards are stacked face down. You read out 
the top card from the stack, the others only hear he curse. 
You put back the card and turn up a memo tile, visible only 
for you. If it is the one with the same curse, you take card and 
the tile and have another turn. If not, you can get excited and 
vent your anger by reading out the curse from the wrong 
memo tile, before you put it back. The next one turns up 
another memo tile, and so on, until the tile for the top card is 
found. If you have most pairs in the end, you win.
Version: de * Rules: de * In-game text: yes

Listening-memo for 2-6 players, ages 7+

Fluxx
Designer: Andrew Looney 
Publisher: Pegasus Spiele

Fluxx is a card game, where rules change during the game. 
You win if you meet the demands of a target card with cards 
laid out according to the currently valid rules. At the start 
of the game the basic rules are on display. New rule cards 
influence hand card limit, limits for cards displayed, drawn 
and played and victory conditions. The active player always 
adheres to the current rules; at the start he plays one card. 
Rule cards replace other rule cards, picture cards you play 
into your display; a target card replaces the current one. You 
can win with cards played by others when your own display 
meets the target card conditions.
Version: de * Rules: de en jp nl * In-game text: yes

Card game for 2-6 players, ages 8+

Fog of War Strike of the Eagle
Designers: Robert Zak, Uwe Eikert
Publisher: Academy Games

Fog of War is a new series of conflict simulations, called Block 
Games. Strike of the Eagle is a revised edition of The Eagle 
and the Star: In 1920 Trotzky, Lenin and Stalin aimed at push-
ing through Poland to support the Communists in Germany. 
In a double blind mechanism you keep your units secret 
and also give secret orders; the composition of an army only 
becomes visible in an engagement. Without dice and using 
action cards you play simultaneously, place wooden blocks 
to mark infantry and cavalry, bluff, deceive your enemy and 
need to cooperate with other leaders to command your army 
in 9 campaign scenarios.
Version: en * Rules: en * In-game text: yes

Conflict simulation for 2-4 players, ages 13+

For Fame and Fortune
Designers: Edwin NGG, Terence Lei, Mark Tham
Publisher: Black Dove Games

There are five suits of cards, each comprising 13 cards, and 
13 Wild cards as well as multiplication cards and modifica-
tion cards. The possible combinations are those known from 
Poker, ties are resolved by higher numbers and then by card 
rank – Dove, Sword, Heart, Clover and Diamond. First you 
place cards for a bid, adhering to exact rules, and hand other 
cards on to your neighbor. Then you draw cards and discard 
cards, in this phase other players can steal a card from the 
discard piles. After five turns you form the best possible com-
bination from hand cards, bid cards and “stolen” display.
Version: en * Rules: en * In-game text: no

Set collecting game for 2-6 players, ages 14+

Fortuna
Designers: Michael Rieneck, Stefan Stadler
Publisher: Huch & Friends

You look for fortune, fame and riches in Rome, the heart of 
the Empire. But there are many ways to achieve your aim, you 
can start as a farmer and become an influential land owner or 
you can choose to serve the gods. You choose, use and swap 
action cards, use military power, rise in the esteem of the 
Emperor and receive privilege markers and privilege cards; 
all this with the aim to reach the centre of Rome. Because 
only if you are within the walls of Rome can you participate 
in the final scoring. You win with the highest score from 
your position on the Rome track and victory points from the 
privilege cards.
Version: multi * Rules: de en es fr nl * In-game text: no

Resources management game for 2-4 players, ages 10+

FortyTwo

Publisher: Piatnik

The question cards in this cute quiz game have numbers on 
their back, denoting the points you can win with the chosen 
card. Three questions on the card are marked with blue, 
yellow and red. You roll the die and press the corresponding 
button on the timer: Blue for 60, yellow for 45 and red for 30 
seconds of time to give the necessary number of answers. If 
you name all answers correctly, you advance your marker. You 
can buy missing answers from other players for points. Your 
answers, asking for answers, and answers of other players 
must all happen within the time frame. If you reach square 42 
first, you win.
Version: de * Rules: de * In-game text: yes

Quiz game for 3-6 players, ages 15+

Friedrich Jubiläumsedition
Designer: Richard Sivél
Publisher: Histogame

On occasion of the 300th Birthday of Friedrich the Great 
the FRIEDRICH Anniversary Edition is published. The game 
takes you into 1756, to the start of the Seven Years War, in 
which Prussia was attacked by half of Europe. And this is 
the case in this game, too: The Friedrich player must defend 
himself against Tsarina Elisabeth, Maria Theresia and Madame 
Pompadour. Players move their generals from town to town 
across a map of Europe and must use their tactical cards 
astutely to conquer their targets. The first player to achieve 
this wins the game. The Friedrich player must hinder them in 
this to the end of the game.
Version: multi * Rules: de en * In-game text: yes

Historical simulation for 3-4 players, ages 13+

Friesematenten
Designer: Friedemann Friese
Publisher: Amigo

Status is the name of the game! Every player starts with 60 € 
for buying factories and status symbols to build up an empire 
and collect victory points. Several rounds are played, each 
consists of four phases: refill the market, play action and influ-
ence cards, auction cards from the market, and earn revenue 
from the factories. The auction is the core of the game. If you 
miscalculate and cannot pay your bid, you get nothing and 
lose all your money. And if you suffer from an event played by 
another player, it is your own fault – you should have bought 
it yourself and used it! A total of 50 points wins you the game.
Version: de * Rules: de pl * In-game text: yes

Auction game for 2-4 players, ages 12+
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Frutti di Mare
Designer: Simone Luciani
Publisher: Piatnik

Five stalls sell seafood, prices change with demand and left-
overs should be avoided. The stalls are set out in ascending 
order; presentation plates are set beneath them randomly; 
you start with 7 cards. You choose one of your cards and 
place it on one of the plates. The price of this food rises and 
the plate switches places with the plate at the stall with the 
new price. If you pass and stop sales, you quit for the round, 
the cards you played so far are scored. When everyone has 
played their cards or quit, each card at a plate fetches the 
current price. The player with most money after three rounds 
wins.
Version: de * Rules: de * In-game text: no

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

Fuchs & Fertig
Designer: Bernhard Weber
Publisher: Zoch

Ferdinand Fuchs is having a party and you should take the 
animals to it quickly by means of discarding all your animal 
cards. One card is displayed face up and you must give a 
guess or assessment if the next animal you will turn up will 
be bigger, smaller than or as tall as the animal in the middle. 
If you guess correctly, you can guess again. If you make a 
mistake, your turn ends and you put all animals back under 
your stack of cards. If you stop voluntarily, you can discard all 
turned-up animals to the table. The animal used as reference 
for guessing changes after each card you turn up. If you are 
first to discard all cards, you win.
Version: de * Rules: de en fr it * In-game text: nein

Assessment and memory game for 2-5 players, ages 6+

Funny Friends Duo
Designer: Christine Welz
Publisher: Beleduc

The game features pairs of animals, cats, dogs, cows and 
horses. They frolic in the meadow and help players to collect 
flowers. At the start the pairs are positioned opposite to each 
other, turning their backs on each other. You roll both color 
dice and for each dice you turn an animal of the correspond-
ing color to face the opposite direction. When then two iden-
tical animals face each other, that is, look inwards, you receive 
a flower tile. If you manage to turn both animals of a kind 
inwards with one roll or to form two pairs looking inwards, 
you receive two tiles. The first to collect five tiles, wins.
Version: multi * Rules: ch de en fr it es nl * In-game text: no

A game of dice for 2-4 players, ages 3+

Fusion
Designer: Reinhard Staupe
Publisher: Nürnberger Spielkarten

The game mechanics of Speed was re-interpreted for Fusion: 
In Speed you must discard your cards on several stacks as fast 
as you can. This has remained, but now each stack demands 
something different. 72 numbered cards, 1 to 6, are addition-
ally marked with a letter, one of those present in the word 
“Fusion”, and one of six colors. Three rules cards demand a 
different way to discard for each stack: 1) “=”, the new card 
must equal the previous one in letter and color; 2) “+1/-1”, the 
number of the card must be one higher or one lower than 
the previous card; 3) “#”, the card must not correlate with the 
previous card in letter or color.
Version: de * Rules: de en fr * In-game text: no

Card discarding game for 2-4 players, ages 6+

Gackerei ums Hühnerei

Publisher: Kosmos

Players are brooding eggs, the first to collect 5 fledglings 
wins the game. All draw 5 egg chips, put them on their chairs 
and sit down on them. You roll the die: All rise and search 
with one hand for this fledgling. The first to find it puts it into 
the nest on the table, covers it with his hand, cackles and 
takes the fledgling back. It is placed in front of the player 
on the table and a face-down chip is placed on his chair. All 
players sit down. If you find a fox, put it in the nest, place your 
hand on top and shout „Attention! Fox!” The last player to put 
his hand on yours discards a fledgling.
Version: de * Rules: de * In-game text: no

A game of memory and agility for 2-5 players, ages 5+

Galaxia S.A.
Designers: Flavio Jandorno, Antonio Marcelo
Publisher: Runadrake

You travel the stars and buy different goods on planets which 
you sell later on the intergalactic commodity market. But the 
galaxy is not without its dangers and your opponents use 
ruses and intrigues to make your journey much more difficult. 
In all rounds of the game you implement actions, acquisition 
of technology, production of resources, exploration and 
auctions of planets. Impressive features of this version of 
a standard topic are the design and the loving details, for 
instance planet names. It’s a pretty universe in Galaxia.
Version: multi * Rules: de en es pt * In-game text: yes

SciFi trade game for 3-4 players, ages 10+

Galaxy Trucker Another Big Expansion
Designer: Vlaada Chvatil
Publisher: Czech Games Edition

Another expansion for Galaxy Trucker, and just as big as the 
previous one! It features new tiles and new support teams 
can be hired to enhance your shipbuilding experience. New 
ship classes include huge IVB ships. Yes, you may also fly 
round IV, and you can be sure that the cards are extra nasty 
there. This goes especially for the intruders that board your 
ship, wander around and eat or blow up your stuff, unless 
your heroic crew beats them. This is familiar from Space Alert, 
and it seems that the “lets board a ship and eat its crew” 
mode is spreading fast and has now reached Galaxy Trucker.
Version: en * Rules: en * In-game text: no

Placement and reaction game for 2-5 players, ages 12+

Gameworks: Bonbons!
Designer: Marc Andre
Publisher: GameWorks

Candy, chocolate, lollipop, jelly beans – eight different 
kinds of candies in four colors come into play, lovingly and 
nostalgically pictured on square tiles. These tiles are laid out 
face down in a grid; each player holds four discs showing dis-
tinctive candies. You must try to match those candies to the 
identical ones in the grid. You search the grid for matching 
tiles by turning up tiles. If you find a pair, you leave both tiles 
open. If you are the first to turn up all you candies, you win. 
But there is a twist – there are special tiles in the grid and you 
can steal candy from other players if you find matches.
Version: multi * Rules: de fr * In-game text: no

Memory game for 2-6 players, ages 8+

GameWorks: Jaipur
Designer: Sebastien Pauchon
Publisher: GameWorks

Instead of looking for customers in the bustle of the market 
two players confront each other in the capital of Rajasthan 
to find out who is the mightiest merchant in town. This title 
is awarded to whoever wins two quality seals first. A quality 
seal is given to you if you buy for better prices than your op-
ponent, sell and trade cleverly and keep an eye on your camel 
herds. In your turn you can draw cards or sell cards. But you 
can only sell one kind of goods per turn for chips. These chips 
get lower in value, but more goods bring more chips, so there 
is always a dilemma between selling and collecting. Camels 
are important for trading.
Version: multi * Rules: de en fr * In-game text: no

Card game with a merchant topic for 2 players, ages 12+
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GameWorks: Jamaica
Designers: Malcolm Braff, Bruno Cathala, Sébastien Pauchon
Publisher: GameWorks

After a long career as a pirate Henry Morgan officiates as 
Governor of Jamaica and encourages his old mates to settle 
down and enjoy their loot. On the 30th Anniversary of his 
appointment there is a race around the island for the most 
gold. A round comprises rolling dice, place dice into your nav-
igation unit, choose a card from your hand, reveal the card 
and implement the action. This is followed by drawing cards 
and handing over the compass. Possible actions are loading, 
moving, paying costs or adjusting position. At the end you 
score for ship’s position, gold coins in the hold, treasures and 
cursed treasures. You win with the highest score.
Version: multi * Rules: de en fr it * In-game text: no

Adventure game for 2-6 players, ages 8+

GameWorks: Sobek
Designer: Bruno Cathala
Publisher: Gameworks

The Temple of Sobek is built, and goods of all kinds are 
delivered. Players rival for the best goods to make the highest 
profit. Not all of those proceedings are legal and you need 
any advantage you can get. You collect goods, deploy them 
in sets of three or more cards and score the sets. You can take 
a card from the display. If you do not take the first in line, you 
must place left-out cards into the corruption pile. This costs 
points. If you lay down sets, you can earn event markers and 
use those. As an alternative you can decide to use the special 
abilities of a character card instead of using the card in a set.
Version: multi * Rules: de en fr * In-game text: no

Set collection game for 2-4 players, ages 8+

GameWorks: Tikal II Der verlorene Tempel
Designers: Michael Kiesling, Wolfgang Kramer
Publisher: Gameworks

Tikal II, the sequel to Tikal, German Game of the Year 1999: 
This time players explore an old, lost temple. The action 
points in Tikal have been replaced by two turns per round: 
You move part of the expedition to get an action tile and 
then move the leader of the expedition within the temple to 
explore and find gold. Points are scored from majorities in 
rooms, exploring the main temple or treasures that are as dif-
ferent as possible. You have to plan well, because action tiles 
get rare in the end and the man in the temple needs special 
equipment to be able to move.
Version: multi * Rules: de en fr * In-game text: no

Placement game for 2-4 players, ages 12+

Gameworks: Tschak!
Designer: Dominique Ehrhard
Publisher: GameWorks

Monsters in the dungeon! We must fight them and sort 10 
cards in hand into three teams with three cards each. These 
teams are used in three dungeon levels to fight as many 
monsters: Team strengths are compared in each level. The 
strongest team receives the treasure card, usually positive 
points. The weakest team gets the monster card and loses 
points. After three levels you still hold the 10th card. These 
are compared too for even more gold. Then each player 
hands his cards to his neighbor and new monsters enter the 
fray. You have the same cards as your neighbor – but will you 
use them to better advantage?
Version: multi * Rules: de en fr * In-game text: no

Card game for 2-4 players, ages 13+

GameWorks: Water Lily
Designer: Dominique Ehrhard
Publisher: Gameworks

Frogs race across the pond in order to win the hand of Prin-
cess Water Lily or one of her sisters. You keep your assigned 
color secret, and all frogs are always in play. You move one 
of your frogs away from a stack as many steps as there were 
frogs in the stack. At the border of the box the frog must stop. 
If the frog reaches the ramp, it slides out of the game. When 
all frogs have disappeared under water, you remove the cover 
and frogs are scored. You receive 1 point for the first frog in 
one of the lanes, 2 points for the second, but nothing for the 
5th or any later frog. You win with most points.
Version: multi * Rules: de en es fr it nl * In-game text: no

Race game for 2-4 players, ages 7+

Ganjifa

Publisher: Grubbe Media

The Game of Kings features round cards in 8 suits, in each 
suit there are 2 picture cards and 10 number cards. The non-
active players must assist the active player to take tricks. In 
Phase 1 he must place one or more of his highest cards, and 
the others again place lower cards. Then in Phase 2 he must 
place one or more of his lowest cards; whoever takes the trick 
is the new active player and begins with Phase 1. If in Phase 
1 another player must top the card of the active player, he 
takes over as active player and starts again with Phase 1. Edi-
tion SOS Kinderdörfer Spiele aus aller Welt - India
Version: de * Rules: de * In-game text: nein

Trick-taking card game for 2-4 players, ages 6+

Gary Gouda
Designer: Guido Hoffmann
Publisher: Haba

The mice holes are placed in the box; Cat Kiki blocks one of 
the holes. The active player draws 4 cheese tiles and puts 
them into the rooms with the same symbols. Then he throws 
the dice stick and places Gary Gouda into the resulting room. 
A second throw determines Gary‘s target. Now you move 
Gary through the holes into a room or rooms with cheese and 
you decide how much cheese you take. If Gary is too greedy, 
he might get stuck in a hole and lose the cheese which goes 
out of the game. When Gary reaches this target, you keep 
the cheese. When all the cheese has been used, you win with 
most cheese tiles.
Version: multi * Rules: de en es fr it nl * In-game text: no

Memo game for 2-4 players, ages 4+

Gears of War Das Brettspiel
Designer: Corey Konieczka
Publisher: Fantasy Flight Games

Based on the Epic game shooter players cooperate as COG 
soldiers to destroy the Locust hordes. Combat is based on 
turns and takes into account features like range of weapons, 
line of sight or cover. Central elements are the Order Cards 
for actions. In addition they offer possibilities to react or 
preempt, you can follow someone out of order or avoid an 
attack. On top of this the number of Order cards in hand 
determines a player’s health/strength. Only by means of 
cooperation can you master complete missions within the 
variable system of the game. German edition announced 
from Heidelberger.
Version: en * Rules: en pl * In-game text: yes

Shooter simulation with cards for 1-4 players, ages 13+

Geisterjagd

Publisher: Megableu / Hutter

Ghost hunting in the 21st century! Ghosts are no longer 
hovering in dark and damp dungeon corridors or gliding over 
castle battlements. No, they are simply projected onto a wall. 
Johnny Skeletti, the gruesome skeleton head, turns and proj-
ects ghostly images to the wall. Players in turn hold the light-
gun and try to hit as many ghosts as they can. This demands 
fast reactions and fast action, as Johnny keeps turning, and 
therefore the ghosts keep appearing on different parts of the 
walls of the living room turned haunted castle. The light-gun 
is scoring and counting hits automatically.
Version: de * Rules: de * In-game text: no

Reaction game for 1 or more players, ages 6+
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Geistermühle
Designers: Thomas Daum, Violetta Leitner
Publisher: Drei Magier / Schmidt Spiele

The old miller is tired; the children will help him to carry the 
flour sacks out of the mill. The full flour sacks sit in their slits 
of the board. In your turn you roll the dice and move either 
the number of steps from one die or the total of both dice in 
any direction and on to the next free spot if your target spot 
is taken. When you roll the wheel, you turn it. When it stops 
next to one of your flour sacks, you pick it up. When you reach 
your corner with it, you put it down. When a ghost frightens 
you so that you jump, you go to your corner and the flour 
sack is put in its slit. If you are first back home with three flour 
sacks, you win.
Version: multi * Rules: de en fr it nl * In-game text: no

Roll & Move game for 2-4 players, ages 5+

Geistesblitz
Designer: Jacques Zeimet
Publisher: Zoch

Balduin the Ghost has taken pictures of all items he loves to 
make disappear, even himself! But the magic camera also 
produces pictures in the wrong colors and Balduin gets mud-
dled and needs some assistance. The items are placed in the 
middle, cards are shuffled. One card is turned up and all try 
so grab the correct item in the correct color. If no such item is 
pictured, you must grab the missing item in the missing color. 
If you are right, you get the card. If you make a mistake, you 
discard a card. In the end you win with most cards. The rules 
list a variant with naming of items.
Version: multi * Rules: de en fr gr it nl * In-game text: no

A game of fast reaction for 2-8 players, ages 8+

Gemischtes Doppel 3
Designer: Christian Gottwalt
Publisher: MeterMorphosen

GEMISCHTES DOPPEL 3 is the exceedingly funny continuation 
of the successful series of games, named after and based on 
the column of the same name in the SZ-Magazin. Again you 
must combine twisted pairs of words and pictures that look 
somewhat similar on the pictures – the game is entirely lan-
guage-dependant! One pair that can be given as an example 
is flowerpop and powerflop. The pairs do not necessarily have 
to make sense. Having fun is all that is required! If you want it 
to, it could improve your vocabulary trying to figure out what 
the picture on the card could represent!
Version: de * Rules: de * In-game text: yes

Memo game and word play for 2 or more players, ages 8+

GEOlino Reise ins Tierreich
Designer: Inka and Markus Brand
Publisher: Kosmos

From your expedition you want to bring back at least one 
animal from each continent and from each of the animal 
groups – mammals, amphibians, reptiles, fish and birds. You 
draw a card from your start continent. One card per continent 
is laid out for a National Park. On Paw Spots you can swap 
cards with the National Park. You roll dice, move and use ac-
tion spots for quicker movement. On Q and W Spots you can 
win animal cards: On Q you must guess correctly the highest 
or lowest value of a die-determined characteristic of three 
animals, and on W you win if you have the best value of a 
category on your chosen card.
Version: de * Rules: de * In-game text: no

Acquisition and information game for 2-4 players, ages 8+

Ghost Stories
Designer: Antoine Bauza
Publisher: Repos

Heroic fighters are needed to end the terror regime of the 
Lord of the Nine Hells. His incarnation must be defeated to 
save the village. Your move is made up from Yin and Yan, Yin 
represents the turn of the ghosts. They are placed and their 
forces applied. Placement on already filled boards deducts Qi 
from the player. Yan is the turn of the Taoist. He moves, asks 
for help from a villager or tries an exorcism and places a bud-
dha. The game can be played in four levels of difficulty. The 
White Moon expansion introduces a new additional board 
and new mechanisms.
Version: de * Rules: de en fi fr nl pl * In-game text: yes

Cooperative game for 1-4 players, ages 12+

Ghost Stories: Black Secret
Designer: Antoine Bauza
Publisher: Repos

In this expansion, Black Secret, Wu Feng himself enters 
the game and confronts the players. One player embodies 
Wu Feng, this changes the number of players to 2-5. The 
monks now suffer from Wu Feng much more directly than 
ever before. He determines where the ghosts appear on the 
individual monk boards or he can use a ghost to empower 
a colored spell. He can also introduce new characters, who 
search for his remains – if they find the necessary three icons 
Wu Feng will enter directly into fights with the monks. To as-
sist them monks can use so called Blood Mantras in different 
levels.
Version: multi * Rules: de en fr * In-game text: no

Expansion for Ghost Stories for 2-5 players, ages 13+

Gift Trap
Designer: Nick Kellet
Publisher: Heidelberger Spieleverlag

Gifts given, gifts received – you move a marker when you 
give desired gifts to another player or receive desired gifts 
yourself. If you move both markers to the finish first, you 
win. The starting player chooses a set of gifts for the round, 1 
card more than there are players, and lays them out. Players 
consider what to give to whom, what they would like to have 
themselves, and what they would not like to have at all. Each 
player hands a corresponding number token to all the other 
players. All select their three favorite gifts. Then selections are 
revealed and scored for donor and recipient.
Version: de * Rules: ch de en jp and others * In-game text: no

Assessment party game for 3-8 players, ages 8+

Gift Trap Minis
Designer: Nick Kellet
Publisher: Heidelberger Spieleverlag

You receive gifts and you give gifts; some you like, some you 
do not like and some you would like to keep. You consider 
the set of gifts that has been laid out for the round and 
decide what to give to whom, what you would really like 
yourself and what you would not like at all. Then you hand 
corresponding tokens to all players. Each chooses his favor-
ites. Then the selections are revealed and scored for donor 
and recipient.  The minis in four colors offer the same fun 
as the “big” box without a game board; they are individual, 
separate games, but easily combined with each other and the 
base game.
Version: de * Rules: ch de en jp and others * In-game text: no

Assessment party game for 3-8 players, ages 8+

Gitterrätsel

Publisher: Goliath

A task card is chosen and placed onto the board. Then the 
transparent part of the board is turned till the first word 
appears in the ring slot. This word must now be found in the 
grid. It can appear horizontally, vertically, diagonally and 
even backwards. If you find it you grab the totem and mark 
the word with your pieces. If your word crosses the word 
marked for another player his markers are removed. Then 
you turn the board for the next word. If you make a mistake, 
you quit the game. When all words are found or a player is 
out of markers, the winner is the player with most markers 
on the board.
Version: de * Rules: de en nl * In-game text: yes

Word spotting game for 2-4 players, ages 7+
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Glen More
Designer: Matthias Cramer
Publisher: Ravensburger / Alea

Chiefs of Scottish clans, embodied by the players, vie with 
each other for land, influence and power. Tiles are available 
from a “circle” with a gap – if you are in last position in this 
circle you take a tile of your choice and move there. The tile is 
placed in your display, thereby activating itself and all adja-
cent tiles for one use. At the end of a tile stack you score the 
value of your score minus the lowest score of the round for 
whisky, chieftains and locations and exchange the score for 
victory points. Final scoring yields points for special locations, 
coins and too many tiles in the display cost you points.
Version: de * Rules: de en * In-game text: yes

Resource management game for 2-5 players, ages 10+

Gold!
Designer: Michael Schacht
Publisher: Abacusspiele

Donkeys are known to yield gold, but only if you handle them 
deftly! You start your display with a donkey, the remaining 
donkey and gold cards are “draw pile” and “open offer”. You ei-
ther take the lowest card from the offer into your own display 
or swap cards with the display: One of your own cards against 
a lower card or your donkey against any gold card. Three 
cards of a color are a set for scoring and earn you a bonus 
card. At the end there is first a color scoring of your display 
– this can earn you a card for scoring - and then you sum the 
cards in the scoring stack. You win with the highest score.
Version: de * Rules: de en fr it * In-game text: no

Set collecting game for 2-3 players, ages 8+

Grimassimix
Designers: Draxler, Poteranski, Strehl, Trausmuth
Publisher: Piatnik

In the Grimassimix School of Clowns the main subject is 
making faces including putting out you tongue, blowing out 
your cheeks and performing lip acrobatics. The grimaces are 
placed on the board. The top grimace card is turned up and 
you try to imitate the face shown as exactly as possible. The 
other players look for this special face on the board. The fast-
est player sets his balloon on this face and earns the grimace 
card. The first player to collect 5 cards wins. A game with lots 
of fun and logopedic functions.
Version: de * Rules: de * In-game text: no

A game of facial expressions for 2-4 players, ages 4+

Gurami
Designers: Klaus-Peter Rudolph, Hans-Friedrich Bauch
Publisher: Bambus Spieleverlag

Guramis are puzzles featuring white and grey triangles filled 
with numbers. The shapes are dividable into horizontal 
stripes, ascending stripes from bottom left to top right 
and descending stripes from top left to bottom right. The 
numbers 1 to n are entered to result in each number being 
present once in a white triangle and once in a gray one and 
in equal totals for numbers in white and in grey triangles. 
The fish beneath the puzzle points out the direction of sum 
formation with his head and the puzzles are named for him. 
The Bambus Rätselbuch 1 features 60 puzzles and hints on 
solution strategies.
Version: de * Rules: de en * In-game text: no

Mathematical puzzle for 1 player, ages 12+

Gut gefragt ist halb gewonnen!
Designer: Peter Wichmann
Publisher: Kosmos

In this quiz game of a different kind the answer is read out 
and players need to find a well-matched question. You turn 
up the top card, roll the die and read out the corresponding 
answer, all players note down a question. Then all questions 
are read out and points are scored for each consensus: 1 
point per player who noted down the same question, and an 
additional point if the question is identical. Three players with 
word-perfect congruence in their question score 3+3 points 
each. But beware: The rules have their own ideas about what 
is “identical”.
Version: de * Rules: de * In-game text: yes

Communication game for 3-8 players, ages 12+

Halli Galli
Designer: Haim Shafir
Publisher: Amigo

A pretty and colorful fruit salad of bananas, strawberries, 
plums and lemons is distributed among all players. You turn 
up the top card of your stack. When you spot five identical 
fruits around the table, you must hit the bell instantly. The 
fastest player receives all open discard piles and places all 
cards under his stack. If you make a mistake, you must give 
one card to each player. If you are out of cards, you must quit 
the game. When only two players are left, they play for the 
two remaining stacks. After that the player with most cards 
wins the game.
Version: de * Rules: de en fr it kr nl and others * In-game text: no

Reaction game for 2-6 players, ages 6+

Hansa Teutonica
Designer: Andreas Steding
Publisher: Argentum Verlag

You are a merchant within the Hanse network and want to 
rise your status within the organization by founding trade 
posts in cities, creating of a connected network or improving 
of the your own abilities. In your turn you can place a trader, 
relocate a trader or dispossess opposing traders. When you 
have taken all connecting points between two cities, you can 
establish a trade route and found a trade post, always the 
lowest free one. Founding tradeposts, establishing special 
routes etc. earns you prestige. Instead of founding a trade 
post you can improve your own abilities.
Version: de * Rules: de en nl * In-game text: no

Position and development game for 2-5 players, ages 12+

Hawaii
Designer: Gregory Daigle
Publisher: Hans im Glück

All are busy on the beautiful islands of Hawaii, they fish, surf, 
dance or harvest. You develop areas, build up to five villages, 
construct boats, train Kahunas and honor the gods. This 
scores you points, but only the final scoring will decide who 
wins with most points. In five rounds you play the Chief’s 
turn first – he builds and buys – and then implement the end 
of the round actions. Chief’s actions you pay for with feet or 
shells. At the end of the round you score points for price tiles 
and fish tiles and receive feet, shells, and fruit. Fruits replace 
feet and shells for payment, but you cannot mix them.
Version: de * Rules: de fr * In-game text: no

Resources management game for 2-5 players, ages 10+

Heckmeck am Bratwurmeck
Designer: Reiner Knizia
Publisher: Zoch

Helpings of fried worms in values 21 to 36 are laid out. In turn 
you try to acquire a portion from the grill or a fellow player. 
You roll all 8 dice, choose a symbol and set aside all dice with 
this symbol. The remaining dice are rerolled, but you must 
choose another symbol to set aside. You add the values of all 
dice set aside, worms have a value of 5. For the correct value 
and a minimum of 1 worm in the dice set aside you get the 
corresponding portion from the grill or the top one from an-
other player. When no portions remain on the grill, the player 
with most worms on his portions wins the game.
Version: de * Rules: de en fr it nl and others * In-game text: no

A game of dice for 2-7 players, ages 8+
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Heckmeck Barbecue
Designer: Reiner Knizia
Publisher: Zoch

The grill at the barbecue shows spots from 23 to 36. You 
roll the dice, choose a symbol and set aside all dice with 
this symbol. The remaining dice you can roll again but must 
choose another symbol. This you can repeat until you either 
stop or cannot set aside dice. If you achieve a valid result with 
a minimum of one worm in it, you add the value of all dice in 
your result and receive a worm portion or a snail. If you miss, 
a snail is placed on the highest available grill spot. When all 
grill spots are taken, you win if you achieve the highest total 
from worms and snails you collected.
Version: multi * Rules: de en fr it nl * In-game text: no

A game of dice for 2-5 players, ages 8+

Heckmeck Junior
Designer: Reiner Knizia
Publisher: Zoch

Fried worm portions of values 4, 5, 6, 7, 8 and 9 are available. 
You roll all 6 dice, choose an ingredient and set aside all dice 
showing this ingredient. You can reroll the other dice but 
must choose another symbol to set aside. When you stop, the 
values of the ingredients are added, buns count double. If 
you have a minimum of one worm in your result, you get the 
portion from the grill or from a fellow member. If you do not 
achieve a valid result, you must turn over the top value por-
tion on the grill. If nothing is available from the grill anymore, 
you win if you have most worms on your portion.
Version: multi * Rules: de en fr it nl * In-game text: no

A game of dice for 2-5 players, ages 5+

Heidi Memo

Publisher: Studio100

This is a game of memory for fans of the cheerful little girl 
and her friends, well known from TV series and the book. As 
always, you need to find most of the pairs. You are looking 
for Heidi, Almöhi oder Geißenpeter on 36 pairs of cards. This 
memory, too, is played adhering to standard memory rules: In 
your turn you reveal two tiles – if they show the same image, 
you keep the pair and turn up another pair. If different items 
are pictures, you put both tiles back and your turn ends. At 
the end you win with most pairs.
Version: de * Rules: de * In-game text: no

Memo game for 2-8 players, ages 3+

Helvetia
Designer: Matthias Cramer
Publisher: Kosmos

Swiss villages are picking up life again after Napoleon. The 
village population produces goods, gets married, has chil-
dren and marries them to people from neighboring villages. 
Goods are produced and instantly used for buildings in your 
own or other villages. After this the villager goes to sleep 
and stays asleep unless woken by the the night watchman. 
If you marry into a village you can use buildings there, this 
earns you coins. In each turn you choose a personality for 
actions, you can do as many as you have placed coins with 
the person. When you have 20 or more victory points from 
those actions you win.
Version: de * Rules: de * In-game text: no

Resources management game for 2-4 players, ages 12+

Helvetia Wanderarbeiter
Designer: Matthias Cramer
Publisher: Österreichisches Spiele Museum

The Migrant Worker is a mini expansion for Helvetia. He is 
placed next to the other characters as a 6th choice and allows 
you to relocate an unmarried inmate of your village from his 
own building into another building in your village or into the 
center of your own village for the price of 1 coin. If he now 
stands in the center of the village he can marry in the current 
round or move into a building that is built afterwards. If he 
is still in the center at the end of round he moves into a free 
building, which could also be the one he left. The Migrant 
Worker does not change the necessary number of victory 
points.
Version: de * Rules: de * In-game text: no

Expansion for Helvetia for 2-4 players, ages 12+

Hexe Lilli macht Zauberquatsch
Designer: Kai Haferkamp
Publisher: Kosmos

Witch Lilli, known from the books of the same title, owns a 
magic book. This book contains wild witch tricks and real 
magic. Now players can try to do magic as well and to join 
Witch Lilli in her magic. Players need to draw an image from 
a page of the magic book, determined by the secret number 
they own. Then all drawings are revealed and players try to 
combine them into a spell. The correct spell is marked by 
another image. The first player to name this image correctly 
is rewarded and must share part of his reward. Pay attention 
and look closely and react fast to avoid a toothbrush turning 
into a witch’s broom.
Version: de * Rules: de * In-game text: no

A game of reaction and observation for 2-4 players, ages 7+

Hexenhochhaus
Designer: Klaus Kreowski
Publisher: Drei Magier / Schmidt Spiele

The little witches race each other on their brooms to the 
magic ball high up on the skyscraper, but their brooms do 
not always take them along. At the start you place your 
witch markers so that they are attracted by the broom. You 
roll the die and move your witch accordingly. If you roll the 
broom, you hold it next to your witch. If she is attracted by 
the broom, it takes her to the next broom spot. If not, she 
stays in place. When the die shows a number and a turning 
symbol, you move your witch and then turn her or the witch 
of another player over. If you are first to reach the finish spot 
with the magic ball, you win.
Version: multi * Rules: de en fr it nl * In-game text: no

Race game with magnetic effects for 2-4 players, ages 4+

Hilfe, Hai!

Publisher: Hasbo

Help! The hungry shark attacks the fish! A nicely gruesome 
shark is mounted on the board. One fish per player is placed 
at the start; the shark starts at the position appropriate to 
the chosen variant. A dice handler is determined and the 
shark is started. The handler calls out the colors rolled, twice 
in case of a double. The owners of these colors move their 
fish forward one step per call as fast as possible. The shark, 
in the meantime, continuously moves forward; when its jaw 
completely covers a fish, this fish is eaten. When only one fish 
is left, the game ends and the owner of that fish has won.
Version: de * Rules: de en * In-game text: no

Dice game with mechanical device, for 2-4 players, ages 5+

Hol‘s der Geier
Designer: Alex Randolph
Publisher: Amigo

The vulture has found a new nest! Again it is up to players to 
catch mice and to avoid the vultures and to have fun at the 
same time. In each round a number card with positive (mice) 
or negative (vulture) value is up for auction. Each player 
makes a bid placing one of his cards of values between 1 
and 15 face-down. A mouse card goes the highest bidder, a 
vulture card to the lowest bidder. Identical values bid in the 
same round, cancel each other and are discarded. The card 
goes to the next-highest bid in turn. At the end you win with 
the highest total from cards won. New edition at Amigo.
Version: de * Rules: de en fr it nl and others * In-game text: no

Auction game with cards for 2-5 players, ages 8+
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Horse Fever
Designers: Lorenzo Silva, Lorenzo T. Sorrentino
Publisher: Cranio Creations

Players are rich and want to become the „Best Better Ever”. To 
realize that ambition you try to place the best bets in a pre-
set number of rounds to win victory points and money. To 
do so you must fix races, buy horses and stables, pay your as-
sistants, win auctions and take out loan from the bookies. The 
rounds comprise the phases 1 – Purchase , you buy horses, 
stables, assistants, target cards or action cards and take out 
loans; 2 – Betting and race fixing; 3 – Race and 4 – Auction, 
you can sell or buy a victory point for money in auctions. The 
rules list variants for a shorter family game and a party game.
Version: multi * Rules: de en fr it * In-game text: no

Race game for 2-5 players, ages 10+

Horus
Designer: H. Jean Vanaise
Publisher: Mayfair Games

You want to stake out valuable regions along the Nile. The 
starting tiles for the river are placed; the rest of the tiles are 
prepared. You begin with five cards and have five actions in 
your turn: Draw region tile and place it, play a Horus card, 
place tiles according to this card or place a Horus kingdom 
marker, then draw a Horus card. A Necropolis is an obstacle 
for the extension of regions. Newly placed tiles must touch 
one already placed. At the end you score for tiles in regions 
you control. Regions encircled by the river score double.
Version: en * Rules: de en es nl * In-game text: no

Placement and position game for 2-4 players, ages 10+

Husch husch kleine Hexe
Designer: Heinz Meister
Publisher: Zoch

Broomstick and toad’s hop – who’s the fastest witch on top? 
The small colourful witches are hiding under their big black 
hats. You must pay attention and remember which witch is 
hiding under which hat and where this hat is placed at the 
moment. You roll the colour die. If you know under which hat 
this witch is hiding, you turn over the hat. If you are correct 
you move the hat one step nearer to Blocksberg and then 
have another turn. If you are wrong, the witch is put back and 
stays in place. If you roll the double arrow, you switch two 
hats. If you are first to move a witch onto Blocksberg, you win 
the game.
Version: multi * Rules: de en fr it * In-game text: no

A game of memory for 2-6 players, ages 3+

Hüttengaudi
Concept: Nandi Piatnik
Publisher: Piatnik

A collection of 20 Après Ski games, varying from communica-
tion games to card and dice games as well as party games for 
large groups. If you have to take a “Gaudipunkt”, which is pen-
alty point that is painted on your face, you need to get rid of 
it by doing “Forced Labor”. The form of this labor is chosen by 
all players before the game starts, which offers lots of room 
for creative ideas. “Hüttengaudi” is a fun game for very special 
groups of players, big and small, for some special occasions, 
mostly funny, sometimes hilarious, sometimes a bit risky and 
sometimes even challenging.
Version: de * Rules: de * In-game text: yes

Collection of party games for 3-30 players, ages 16+

I will survive!
Designers: Damien Challas, Antoine Riot
Publisher: Kinigame

Catastrophe in the jungle! One tropic jungle, six harassed 
adventurers, one enormous treasure, an incredible amount of 
hungry cannibals, one burning ship and an amphibian plane 
with one seat – survival has its price! In each round you have 
one action, and you must really do an action, that is make 
a gesture and the corresponding noise for Defense, Reload 
and Attack. You hold the pose for evaluation and receive 
chips according to the result. Special rules apply for attack 
and resulting wounds. If your marker is in the red and you are 
hurt again, you end in the cannibal’s pot! Last man alive may 
depart in the plane.
Version: multi * Rules: de en fr nl * In-game text: no

Action game for 2-6 players, ages 8+

Im Jahr des Drachen
Designer: Stefan Feld
Publisher: Ravensburger / Alea

Chinese princes ruling provinces fight for riches and fame 
and against catastrophes hitting their province. The game is 
set up, and then rounds are played comprising the phases 
for action, person, event and scoring. Possible actions that 
you can take are tax, construction, harvest, fireworks, military 
parade, studies or privileges. The phase “Person” deals with 
personnel changes. The Event of the month can either be 
repose, imperial tribute, dragon festival, Mongol storm, illness 
or decay. You score for your own palaces, dragons, ladies-
in-waiting and privileges, and at the end also for persons, 
monks and money.
Version: de * Rules: de en fr * In-game text: no

Development game for 2-5 players, ages 12+

Inquisitio
Designer: Jani Rönkkönen
Publisher: Tuonela

Players are suspects under the heel of the inquisition and 
must defend themselves against the accusations. You win if 
you can escape the stake and free from the dungeons with 
the best combination of health, a sane mind and innocence. 
In your turn you can either bribe the inquisitor or endure 
the torture. When all inquisitor cards are played, a scoring is 
done. The player with most guilt points loses instantly. The 
others score health and state of mind, each x3 minus guilt 
points, the player with most points wins.
Version: multi * Rules: en fi se * In-game text: yes

Card game for 3-5 players, ages 13+

Jäger der Nacht
Designer: Yasutaka Ikeda
Publisher: Kosmos

Monsters called Shadows vs. exorcists called Hunters vs. Neu-
tral humans! Each player only knows his identity. You collect 
information about your fellow players, magical places yield 
information from cards or other actions. You may also attack 
another player. If you take damage exceeding your personal 
maximum, you must quit the game. To use the special ability 
of your character you can reveal your character anytime. If 
you reach your individual goal, you uncover your character 
card – if not already done - and end the game. You and any 
other player who has reached his goal win the game.
Version: de * Rules: de en fr jp * In-game text: yes

Cooperative deduction game for 3-8 players, ages 10+

Jäger und Sammler
Designer: Reiner Knizia
Publisher: Amigo

To survive in the Stone Age you gather, hunt and prepare 
daily goods and offerings to the gods. Each season the 
corresponding tiles are distributed on the board and then 
collected by players. You can use 2 movement points in your 
turn and can only move to camps to place a storage box 
and to spaces with tiles to take up the tile. Collected tiles are 
placed face-down and cannot be looked at. In winter you 
can only use as many men for gathering as you managed to 
place storage boxes during the summer. When all winter tiles 
are collected, you score for collected items, mammoths and 
storage boxes in camps.
Version: de * Rules: de hu * In-game text: no

Set collection game for 2-4 players, ages 10+
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Jenga

Publisher: Hasbro

This is the currently available edition of the classic game with 
rectangular blocks, this time again made from wood and 
attractively packed. The blocks are now housed in a round 
tub, featuring a nice cord handle for carrying around. Due to 
the well-fitting cover there is no sliding out of blocks during 
transport! The rules and the mechanics of the game are of 
course unchanged. All blocks are stacked, 3 in a level, each 
level rotated 90° against the one below. You pull out a block 
with one hand and place it on top of the stack. If you can 
place the last block before the stack tumbles, you win.
Version: de * Rules: de en * In-game text: no

Dexterity game for 1 or more players, ages 6+

Jishaku
Designer: Steve Velte 
Publisher: Piatnik

18 magnetic stones are placed into an asymmetric foam 
bed, according to the specifications of the version. “Ich bin 
raus!” – You alternate to place a stone. If stones attract each 
other, you take the cluster. If you are out of stones, you 
win. “Eliminieren” – When stones attract each other during 
your turn, you take the cluster and score 1 point per stone. 
“Ansammlung” – You both place stones until 10 are on the 
board. Then you place a stone to attract as many stones as 
possible and score for all stones you caught. In the Solitaire 
version you try to place the maximum number of stones 
without clustering.
Version: multi * Rules: cz de hu sk * In-game text: no

Placement game for 1-3 players, ages 15+

Jungle Speed
Designers: Thomas Vuarchex, Pierric Yakovenko 
Publisher: Asmodee

80 cards show similar symbols in different colors. You have 
a stack of face-down cards and players take turns to turn up 
the top card of the stack. If two identical symbols are visible, 
both players with the symbol on their stack grab the totem as 
soon as possible. When a card ”all take hold” appears, all play-
ers try to get the totem. The player who successfully takes 
hold of it always places his stack under the totem. If you turn 
up your last card, you win. If you already know all the tricks 
and all the cards you can play, this expansion features 80 new 
cards and new challenges. The expansion can only be used 
together with the base game.
Version: de * Rules: de en es fi pl se * In-game text: no

Reaction game for 2-15 players, ages 7+

Junior Memory
Designer: William H. Hurter
Publisher: Ravensburger

A game of memory for pre-school children: the items are not 
drawn, but photographed. All the items pictured come from 
the daily life of children, a teddy bear, building blocks, a cone 
of ice cream, a tooth brush, a pair of boots, a pain-box, pail 
and shovel for the sand box, but also a sunflower or a lemon, 
36 pairs of images all in all. You play adhering to standard 
memory rules: In your turn you reveal two tiles – if they show 
the same image, you keep the pair and turn up another pair. 
If the items have different pictures, you put both tiles back 
and your turn ends. At the end you win with most pairs.
Version: de * Rules: de * In-game text: no

Memory game for 2-8 players, ages 4+

Junta
Designers: V. Tsao, B. Grossman, E. Goldberg
Publisher: Pegasus Spiele

Junta is a game about power, intrigues, money and revolu-
tion in a fictitious banana republic. You have accounts in 
Switzerland; busy yourself with the strength of your troops, 
assassinations, donations, police directors or putsch! If a 
player is assassinated, he immediately reenters the game as 
his own nephew. Politically very incorrect, but highly amus-
ing simulation of politics for experienced players, featuring 
rather complex rules. The first part is a card game, when there 
is a putsch, you play a second part on the board to handle 
consequences; then a card game again till the next putsch. 
New edition.
Version: de * Rules: de en es fr * In-game text: yes

Satirical game on politics for 2-7 players, ages 16+

Just 4 Fun Colours
Designer: Jürgen P.K. Grunau
Publisher: Kosmos

Aim of the game is to win four squares in a row on the board. 
You play a colour card and place your marker on a square of 
that color. If the square is not empty, you play one card more 
than there are markers on the square and place your marker 
on top of the other markers. This grants you ownership of the 
square, too. If you have no card to place a marker, you must 
change your hand and discard one of your markers. If nobody 
manages to own a row of four until all markers are placed, the 
winner is whoever owns the biggest connected area verti-
cally and horizontally.
Version: de * Rules: de * In-game text: no

A game of placement for 2-4 players, ages 8+

Juwelenjagd
Designer: Herbert Biella
Publisher: Haba

All search simultaneously for necessary islands: The dice de-
termine the number of treasure holes on the two-part islands. 
You pick up island tiles and feel for holes, without turning or 
looking underneath the tiles. The total sum of the holes must 
be correct. If you find two halves, you take a ship, in the order 
of red, blue and green. Then islands are controlled in ship’s or-
der: If you have a correct island, you get a jewel of your ship’s 
color. If not, you hand the ship to the next player, who now 
can win both jewels with a correct island, etc. When all jewels 
are taken, you win with the most valuable jewels.
Version: multi * Rules: de en es fr it nl * In-game text: no

Tactile game for 2-4 players, ages 6+

K2
Designer: Adam Kałuza
Publisher: Heidelberger Spieleverlag

Each player controls a team of two climbers who want to 
reach the summit of K2 in an expedition of 18 days duration. 
The climbers are moved with cards, the higher a climber gets 
the more victory points he scores, but you must pay attention 
to the acclimatization level, to the weather and to maybe 
erecting a tent in time, because when the acclimatization 
level of your climber drops below 1 he dies and all the victory 
points he scored are lost. The double-sided board offers an 
easier and a more difficult climb, the 18 days, i.e. rounds 
always comprise of Card Selection, Risk Tokens, Action Phase, 
Acclimatization Checks and End of Turn.
Version: de * Rules: de en fr nl pl * In-game text: no

Resources management game for 1-5 players, ages 8+

Kabaleo
Designer: Jean Luc Renaud
Publisher: Gigamic

You draw one of six „objectif“ cones, the color on its base is 
your secret color objective. Depending on the number of 
players you use different numbers of „Cases“ with one color 
ring and „Pièces“ with two rings. Cases are set out on the 
table to form the board. In turn you place one of your Pièces 
that were allocated in one of two different ways onto either a 
Cases or a stack. A stack always has the color of the top piece. 
If you put a cone of the same color on top of another, both 
go out of the game. When all Pièces have been placed, you 
count stacks for each color. If your secret color is that of the 
majority of stacks, you win.
Version: multi * Rules: de en fr it nl and others * In-game text: no

Abstract stacking game with colors for 2-4 players, ages 8+
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Kackel Dackel

Publisher: Goliath

Kackel Dackel is a very greedy dog and feeding him results in 
dog poo. First Kackel Dackel is fed. You cut a portion of dog 
feed from the play-dough and shove it into the dog’s muzzle. 
Then you push it down using the bone. Now all players in 
turn roll the die. You either have to pump once, twice or three 
times or lose a turn or swap your shovel with a fellow player. 
In order to pump you press the push button on the leash. If 
nothing happens, your turn ends. If the dog produces a heap, 
you put it on your shovel and then feed Kackel Dackel again. 
The first player to collect three heaps wins the game.
Version: de * Rules: de en nl * In-game text: no

Accumulation game for 2-4 players, ages 4+

Kahmaté
Designer: Igor Davin
Publisher: Id&aL Editions

Players are each captain of a rugby team of six players. To win, 
you must make your ball cross the finish line. A team compris-
es normal player and one strong, hard, fast and clever player. 
In your turn you can move two players according to their 
personal range or pass the ball from one player to another, as 
often as you want. Movement can be interrupted for a pass 
and other features of the game. You can attack an opponent 
or kick the ball forward; this is a pass, not movement. Or you 
can achieve “try”, which ends the match instantly.
Version: multi * Rules: en fr * In-game text: yes

Rugby simulation for 2 players, ages 10+

Kairn
Designer: Daniel Quodbach
Publisher: Blackrock Editions

Cavemen are curling and you want to be nearer to the center 
of the hut with your rocks than your opponents. If you are 
first to score 6 points, you win. You throw a stone, that is, 
you place it behind the frozen river and snip it as near to the 
fire in the hut as you can manage. Then you can use one of 
the special items to influence the position of the stone just 
thrown. When then the stone has not crossed the mammoth 
line, it is taken off, as is one that has turned over. If you are 
nearest to the fire you earn one point per stone that is nearer 
to the fire than an opponent’s rock.
Version: fr * Rules: en fr * In-game text: no

Dexterity game for 2, 4 or 6 players, ages 13+

Kakadoo
Designer: Haim Shafir 
Publisher: Amigo

Kakadoo is a card discarding game, you play one or more 
cards of the same color or animal as on the top card in the 
discard pile and make the characteristic animal noise for each 
card played. If you play a lion, you must greet him with “Hallo, 
Your Majesty”, but for a red lion you stand up, too! All other 
red animals demand silence when playing them. Fish have 
all colors and have no special sound; you can play any card 
following a fish. On a donkey donkeys must follow for one full 
round. If you cannot play a correct card, you draw 1 card; if 
you make a mistake, you have to draw 4 cards; and you must 
announce your last card.
Version: de * Rules: de en fr nl * In-game text: no

Reaction game with cards for 2-10 players, ages 8+

Kalimambo
Designer: Antonio Scrittore
Publisher: Zoch

An unknown species, Kali, has infiltrated the explorers‘ 
caravan, no-one knows where and when it will turn up. You 
move your tourist to the head of the queue, the higher the 
value of the card you play for him, the earlier he moves. As 
each number is available only once, you might end up in the 
elephant’s muck and score negative. Mambo rams the new 
last tourist in line and he scores negative points equal to the 
number of steps Mambo moved. When Kali hits the muck or 
is pushed by Mambo, his negative score falls on the player 
who played the card with the lowest value. When 12 cards 
have been played, you win with fewest negative points.
Version: de * Rules: de en fr it * In-game text: no

Placement game with chance for 3-7 players, ages 8+

Kapla 200
Designer: Tom van der Bruggen
Publisher: Piatnik

Kapla planks are building blocks made from pine wood. The 
planks are exactly 12 centimeters long and are fashioned 
in proportions adhering to the Golden Ratio: The width of 
the plank is three times the thickness of the plank and the 
length of the plank is five times its width. The planks are not 
interlocked or fixed in any other way; you just place them 
onto each other and create beautiful, daring and breathtak-
ing constructions. The planks are available in several colors, 
too. This package contains 200 planks and a booklet with 40 
models that fire your imagination for your own ideas.
Version: de * Rules: de * In-game text: no

Construction game for 1 or more players, ages 3+

Karabinis

Publisher: Nürnberger Spielkarten

A very nice idea for a game, or rather more for presenting, 
packing or transporting a game: Simple card games for 
children, featuring standard mechanisms like Happy Families 
or Old Maid are used for this. The cards are given a hole and 
stacked on a carabiner, which in turn can be clipped easily 
on a belt or a key ring or even on a school satchel! And your 
game goes everywhere with you. There are dozens of edi-
tions, covering the most diverse range of topics and all the 
favorites of children – from fire fighters to dogs to race cars or 
truckers, something for everybody.
Version: de * Rules: de * In-game text: yes

Card game for 2 or more players, ages 5+

Kawumm
Designer: Bernhard Weber
Publisher: Hutch & Friends

Players want to complete sets of ingredients with a number 
of cards stated on an ingredient. Following exact rules you 
turn up cards until you have a maximum of three varieties in 
the middle; then you can decide to stop or to go on. If you go 
on, one of the newly up-turned cards must fit and you can 
choose again. If not, your experiment explodes and you hand 
back all up-turned cards. If you pick up cards on display, you 
place them – up to a maximum of four varieties – into your 
secure zone. If an ingredient is complete, you keep one card 
for marking and discard the rest. If you complete your third 
ingredient, you win.
Version: multi * Rules: de fr * In-game text: no

Card game for 2-4 players, ages 8+

Keine Panik! Family Edition
Designer: David Mair
Publisher: Piatnik

„Keine Panik!” is a game of knowledge, and „Keine Panik! 
Family Edition“ is the version for the whole family. Each card 
deploys questions in different levels of difficulty, from easy 
to hard. You choose your level at the start of the game.  If you 
answer fast, you can score more points! You read the ques-
tion, start the timer, name the necessary number of answers 
and stop the timer again to score points for the remaining 
time. If an answer is challenged, you must name a replace-
ment. In each round you need to give one answer more. After 
5 rounds the player with the highest score wins.
Version: de * Rules: de * In-game text: yes

Quiz game for 2-12 players, ages 8+
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Keine Panik! Junior
Designer: David Mair
Publisher: Piatnik

Searching for images under pressure of time! For each card 
you must find the number of images stated on the card. For 
instance: “Find 4 pictures showing something with eyes” 
or “Find two pictures with a fish”. In your turn you receive 
all markers and a question is read to you. Then the timer is 
started and you try as fast as possible to find the necessary 
number of images. Each image found is marked. When you 
have found all of them the timer is stopped and the remain-
ing time is scored for points. After four rounds the player with 
most points wins.
Version: de * Rules: de * In-game text: no

Image searching game for 2-8 players, ages 6+

Keltis
Designer: Reiner Knizia
Publisher: Kosmos

You want to advance your movers as far as possible on the 
Path of Stones. You draw a card and decide whether you 
play a card in a row before you, start a new row or discard 
a card. Rows of cards must be sorted either ascending or 
descending. Each card played into a row advances the mover 
one step. Action tiles on the path can give you victory points 
or an additional step. If your move ends on a stone tile, you 
take it and score it at the end of the game. From the 5th step 
of a path your mover scores positive. When five movers have 
reached the finish area the player with the highest score wins.
Version: de * Rules: cn es fr hu kr nl pl * In-game text: no

Placement and position game for 2-4 players, ages 10+

Keltis Das Orakel
Designer: Reiner Knizia
Publisher: Kosmos

In Keltis Das Orakel your movers should advance as far as pos-
sible on the Path of Stones to score points. You play cards to 
move them and decide in each turn whether you play a card 
in an already existing row or start a new row or discard a card. 
On the way you collect Celtic wish stones to score additional 
points with them – if you have enough of them, otherwise 
they lose you points! Leprechaun and the Priestess of the 
Oracle can also award additional points. The 3rd mover of one 
player or the 5th mover altogether in the finish area ends the 
game. The winner is the player with the highest score.
Version: de * Rules: cn de it * In-game text: no

Placement and position game for 2-4 players, ages 10+

Khet 2.0 The Laser Game

Publisher: Productief BV

The game provides three tested and well-working basic 
arrangements for the playing pieces. All normal pieces, even 
the Pharao, can be moved. To win you must light up the op-
posing Pharao. To do so you must reflect the laser beam from 
the Sphinx, situated on a corner spot, on mirrored sides of 
other pieces. The Sphinx is not a playing piece, she cannot be 
eliminated or moved, she can only be turned by 90 degrees. 
Pieces may not step on squares marked with the opposing 
symbol and a piece cannot be turned and moved in the same 
turn. At the end of your turn you must use the laser; this can 
result in eliminating pieces according to stringent rules.
Version: en * Rules: en * In-game text: no

Placement game with laser effect for 2 players, ages 8+

King of Tokyo
Designer: Richard Garfield
Publisher: Heidelberger Spieleverlag

Monsters on the rampage want to take over Tokyo! You guide 
one of them and win if you either reach or top 20 victory 
points or are the last one standing and alive. You roll 6 dice 
up to three times and then apply the results: Take 1 energy 
crystal for each flash symbol, heal one life for each heart and 
damage, that is deduct one life of each monster not on the 
same location with you. With life points at 0 you drop out of 
the game. Energy crystals buy you cards; these can either be 
used once immediately or are active in each of your turns. 
Cards modify damage, healing or victory points.
Version: de * Rules: de en fr it jp * In-game text: yes

Dice game for 2-6 players, ages 8+

King Up!
Designer: Stefano Luperto
Publisher: dV Giochi

Old king Vladimiro wants to resign and all the noblemen 
want to succeed him. Each player receives a secret finish 
card with 6 noblemen. All 13 noblemen start at the ground 
floor. In your move you move one nobleman up one floor. 
If a nobleman reaches the top floor of the castle, all players 
vote “yes” or “no” for him. If all say “yes” he will be the new 
king and all players score according to their finish card and 
the respective positions of all noblemen in the castle. But 
only one vote of “no” is sufficient the make the nobleman 
drop out, and he takes all used “no” vote cards with him. New 
edition of Viva il Re!
Version: multi * Rules: de en it fr * In-game text: no

A race game with cards for 3-6 players, ages 8+

King‘s Plate
Designer: Hiroki Kaneko
Publisher: Japon Brand

Shogi is the traditional Japanese Chess. King’s Plate is a brand 
new game based on Shogi, playable as a board game or 
with cards. In each version the game ends when the king is 
checkmated by the opponent. To check a king you can use 
different pieces with different characteristics. The game is not 
played with a fixed set of pieces, you can select your pieces 
for each game to try new strategies or you can draw them at 
random, which in turn results in more different strategies for 
each game.
Version: multi * Rules: en jp * In-game text: no

Shogi variant for 2-6 players, ages 12+

Kissenschlacht!
Designer: Liesbeth Bos
Publisher: Amigo

When the children are out of the house, their cuddly toys 
enjoy a pillow fight! The bed is assembled and each player 
starts with three men and four pillows. You try to use the 
seesaw to hurl a pillow into the bed. If you score a hit you 
can place one of your men on a bed-post. If you manage to 
overthrow another player’s man with your pillow, the owner 
must take back the man and also a pillow from the bed. If you 
have hurled all your pillows into the bed and all men are on 
the bedposts, you win. Series: Der kleine Amigo. A plush star 
toy is included.
Version: de * Rules: de * In-game text: no

Dexterity game for 2-4 players, ages 4+

Können Schweine fliegen?
Designer: Sonja Hässler
Publisher: Kosmos

24 animal features like „fur“ or „claws “ are laid out. In each 
round an animal card is turned up. If you know a feature for 
this animal, place your chip on this feature. You may place 
all four chips, but only one chip is allowed on a card. When 
all are done, check the booklet. For each correctly placed 
chip you advance your piglet one step, and if you picked a 
wrong feature you go back on step. After five rounds the 
player furthest advanced wins the game. There is a lot of 
information on the animals in the booklet and you can play 
several variants of the game. This new edition introduces 18 
new animals.
Version: de * Rules: de * In-game text: no

A game of knowledge and speed for 2-4 players, ages 5+
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KooKoo Puzzles
Designer: Ariel Laden 
Publisher: Winning Moves

24 big picture cards can be combined to puzzles of different 
size, depending on which side of the cards you use. If you 
take the front side, 4 puzzles can be made up from 6 cards 
each, a big puzzle of 24 cards results when using the back 
side. The cards are color coded for use to form the small 
puzzles, and you must place the cards partly overlapping 
to form the correct image. The rules give a picture of all 
puzzles big and small, but you must find out yourself how 
to arrange the picture cards. 3 different versions – Flugspaß, 
Märchenspaß, Tanzspaß
Version: multi * Rules: de en fr nl * In-game text: no

Placement Puzzle for 1 player, age 7+

Korsaren der Karibik
Designers: Christian Marcussen, Kasper Aagaard
Publisher: Pegasus Spiele

Fame and Glory on the Seven Seas! If you collect 10 Glory 
points including those from your secret Gold stash, you win. 
Glory points can be had from defeating a player or Non-
Playing Character, sales of 3 or more Cargo cards in a harbor 
with corresponding demand, plunder of 12+ gold from a 
Merchant Raid, completing a mission, proving a rumor or 
buying a Frigate or Galleon (only once per Captain). A game 
turn comprises drawing of an event card and one turn per 
player, proving an interesting trade system. Your player turn 
gives you a choice from three actions: move, scout or harbor 
for 1 of three points each.
Version: de * Rules: de en fr it nl pl * In-game text: yes

Adventure game with a pirate topic for 2-4 players, ages 13+

Kraken-Alarm
Designer: Oliver Igelhaut
Publisher: Kosmos

Octopus Kurt looks for baby Kuno and waves his tentacles. 
Players in turn are captain of the ship and search the reef for 
animals. You move the ship and turn over a sea-chip. That 
either gives you a reef animal or ends your turn or a wave 
washes the ship into the next section or Kuno appears and is 
relocated. When Kuno and the ship are in the same section, 
you push the octopus tentacle for Octopus Alarm! If the 
tentacle overthrows the ship, the current captain loses one 
food. The first to collect enough animals or the one who has 
the most animals when one player runs out of food, wins the 
game.
Version: de * Rules: de fr * In-game text: no

A game of collecting animals for 2-4 players, ages 5+

Krawall vorm Stall
Designer: Michael Feldkötter
Publisher: Ravensburger

Hens race up the hill, directed by race cards. The cards are 
acquired with the help of chicks on the feeding bar. Hens in 
your way are pushed back to the next free spot. Your options 
are: You roll 3-2-1 dice and decide each time how to use the 
numbers to place chicks and then eventually get cards. Fol-
lowing this you may move one hen with one card. Or you do 
not roll and can use race cards up to a value of 8 to move one 
hen or play one card for each hen. You win if you have both 
hens on top of the hill at the same time.
Version: de * Rules: de * In-game text: no

Race game for 2-4 players, ages 8+

Kreuzverhör
Designer: Sonja Klein
Publisher: Gmeiner Verlag

A crime has been planned and players must find out which 
crime, and also the crime scene, the probable culprit and 
the means of the crime. Both players investigate at the same 
time, the questioning lasts 12 mutual questions at the most. 
In each question an assumption is stated on the four details 
by using case cards, and the witness names the number of 
correct assumptions. Further details can be learned from 
using an investigation card; the opponent can fend off such 
a card with another card. When after 12 rounds none of the 
player has solved the case, it is set aside unsolved.
Version: de * Rules: de * In-game text: some

Deduction game for 2 players, ages 12+

Krimskrams
Designer: Heinz Meister
Publisher: Haba

Squirrel Edgar needs to tidy up. Seven chests are laid out in 
a circle, seven odds and ends parts are placed in the middle. 
Edgar starts at the outside of the circle at any chest. You roll 
the die and move Edgar accordingly. If you roll the acorn, you 
can place Edgar next to a chest of your choice. When Edgar is 
next to an empty chest you can try to place the correct part 
into the chest. If you are correct, you receive a nut chip. If you 
pick the wrong part, you put it back into the circle. The first 
player to collect five nut chips wins the game. The rules list 
versions with 7 different chests or all 14 chests.
Version: multi * Rules: de en es fr it nl * In-game text: no

Memo and collecting game for 2-4 players, ages 4+

Kroko Doc

Publisher: Hasbro

The frog-green crocodile has been around for a while and 
still suffers from terrible tooth-ache. It opens its mouth very 
wide to look for help. In this version of the game the principle 
of the travel edition is used, the teeth are not pulled out but 
pressed down to find the aching one. If you are unlucky to 
find the aching tooth, Crocodile in his pain closes his mouth 
rather fast and you must be quick to pull your hand out. If 
you touch the aching tooth, you lose this round of Crocodile 
Dentist! And due to the very good chance mechanism it will 
be another tooth that hurts next time!
Version: de * Rules: de en * In-game text: no

Action and chance game for 2-4 players, ages 4+

Kroko Frosch

Publisher: Hasbro

In the pond the lurking crocodile watches out for frogs. One 
player stands in for Croco, starts the crocodile and turns over 
the cards one by one! Attention! When a jungle friend or 
the sleeping crocodile appears, nothing happens. But when 
the hungry, wide awake crocodile turns up, the Croco player 
presses the white water lily to make Croco snap. Simultane-
ously all others press their water lilies to make their frog jump 
away. If you react too slowly or if you make a mistake, you 
must turn over one of your chips to the nibbled-on side. If 
you are out of chips, you quit the game.
Version: de * Rules: de * In-game text: no

Reaction game for 3-5 players, ages 5+

Kugel Blitz

Publisher: Noris Spiele

Colored marbles that are marked with numbers are picked 
up with long glass tubes in the sequence you need them, 
depending on the chosen version of the game. The marbles 
you collect must yield the result requested by the version. In 
variant 1 you must collect a color sequence demanded by a 
card, in variant 2 it must be the number sequence indepen-
dent of colors and in variant 3 the cards demand a sum as 
the result of adding up the values of collected marbles, again 
independent of marble colors. If you manage the tasks first, 
you win. New edition.
Version: de * Rules: de * In-game text: no

Educational game for 2-4 players, ages 3+
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Kullerei mit Drachenei
Designer: Marco Teubner
Publisher: Selecta Spielzeug

The dragon sleeps, but baby is rolling about in its egg and is 
cannoning through the forest! Don’t get caught! In your turn 
you roll the die and move towards the treasure, either directly 
or along a detour. If you arrive at a treasure tile, you pick it up, 
return the one picked up earlier to its location and end your 
turn. If the die shows the egg, turn over one of the dragon 
egg tiles. When all are turned up the baby in its egg wakes 
up: You snip the egg so that it rolls over the board. If it turns 
over your man you move him back to the location of your 
treasure tile. If you arrive at the treasure first, you win.
Version: multi * Rules: de en es fr it nl * In-game text: no

Roll & move game for 2-4 players, ages 5+ 

Kunststück
Designer: Sonja Klein
Publisher: Gmeiner Verlag

Players are thieves stealing paintings according to their 
orders. The paintings are marked with their museum of 
origin, the epoch, the value and chances to be sold easily. 
There is a cache for each player and three joint caches. You 
have a painting card and an order card, next to each cache 
there is another painting card. Actions are: take a new card, 
move a card, play a card or fill an order. There are basic rules 
for arranging the cards or capacities of the caches and limit 
for hand cards. “Large-scale raid” starts the last round. Then 
the player with the highest total from paintings sold wins 
the game.
Version: de * Rules: de * In-game text: some

Crime card game for 2-5 players, ages 10+

Kunterbunt Duo
Designer: Reinhard Staupe
Publisher: Amigo

Each of 15 cards show the same 15 items, all taken from the 
the daily life of small children and always depicted in two col-
ors in different combinations. Two cards are turned up. One of 
the items is identical on both cards. This item must be found 
and named as fast as you can. If you name the correct item 
you get one of the cards and a new one is turned up. If you 
have most of the cards when all cards have been used you 
win. In the Duo version the back side of the cards features 
two items that are identical to another card, so you must find 
two item pairs instead of one. Series: Die gelbe Reihe.
Version: de * Rules: de * In-game text: no

Spotting game for 2-8 players, ages 5+

Lagoona
Designer: Roberto Fraga
Publisher: Beleduc

Pearls must be found and stowed into the boat. Whale and 
shark help or hinder. You turn over a shell piece with the 
little hammer. If a pearl appears with the same color that is 
currently visible on top of the whale, all players can try to 
grab the whale. If you manage to grab it you place the pearl 
into your boat. When a shark appears beneath the shell, the 
active player must return a pearl as a shell piece. If you react 
wrongly you also must give back a pearl. If you are the first 
to have four pearls in your boat you win. In versions you put 
back the shells in a different spot or turn over the shells by 
snipping.
Version: multi * Rules: ch de en fr it es nl * In-game text: no

A game of reactions for 2-4 players, ages 4+

Lancaster
Designer: Matthias Cramer 
Publisher: Queen Games

You head a noble family and support King Henry V in uniting 
England and conquering France. In five rounds you play the 
phases of Knight Placement, Parliament and Revenues. The 
knights you place in counties, your only castle or at conflicts. 
Voting markers are used for or against new laws which 
influence knight revenues. Counties give you a nobleman or 
income. Your castle yields revenue from improvements and 
knights as well as voting markers from your Round Table. 
Conflict earns you power points. In conflict you earn power 
points. At the end you score for most knights and castle 
improvements and knights at your Round Table.
Version: de * Rules: de * In-game text: no

Placement and revenue game for 2-5 players, ages 10+

Last Will
Designer: Vladimir Suchý
Publisher: Czech Games Edition

Your rich uncle is dead! And you can inherit if you prove that 
you can enjoy life! Which you prove by spending money! In 
up to 7 rounds you first plan your day and then place your 
advisor. He determines the number of cards you draw, the 
messengers you can place and the actions you can take. 
Then you place the messengers for their actions and then 
implement the actions of your advisor. All this results in a 
card management game where you need to make the best 
combinations of cards. You will win if you run into dun ter-
ritory or – if nobody goes bankrupt - if you have the fewest 
money and assets left.
Version: multi * Rules: de en * In-game text: no

Card management game for 2-5 players, ages 12+

Last Word

Publisher: Piatnik

At long last you are allowed to have the last word! Each 
player or each team holds a topic card, e.g. male first names 
or term associated with Australia. The top letter card deter-
mines the first letter of the words and the timer is started. All 
players now call out words corresponding to their topic while 
the timer is ticking …! Nobody knows how long, because the 
running time is random. If you manage to call out the last 
word before the timer peeps, you win the round. If the timer 
takes a long time, it can get difficult to have the last word for 
K and Australia after Kangaroo, Koala and Kookaburra!
Version: de * Rules: de * In-game text: yes

Association game with a time factor for 2-8 players, ages 8+

Lego Champion

Publisher: Lego

Search for the Champions – players built the track to the 
finish together. You roll the die: For green you move forward 
to the next green path-block, or else you turn challenger: You 
place a block in the color rolled on the first free path spot in 
front, move to  the first free block of the color and then you 
play On Target, Bluffing Bricks, Topple Tower, Code Breaker 
or Speed Builder. If you win the challenge you move to the 
next green block. If there is no correct block in front of you, 
you move into the finish area. If you are the first to win a chal-
lenge when in the finish area, you win the game.
Version: multi * Rules: de en fr it nl * In-game text: no

Five games in a game for 3-8 players, ages 7+

Lego Creationary

Publisher: Lego

Constructing and communicating – others must guess what 
you built. You roll the die and draw a model card of level 
easy, medium or hard. Depending on its symbol you build ac-
cording to the category, but you can also name the category 
before you draw the card. Or your neighbor suggests a 
category and you score double when the theme of the object 
is guessed. Possible variants are “one builds”, “one guesses”, 
“several teams play simultaneously” or “all play against the 
timer”. You can replace one side of the die for rules of your 
own or special rules, e.g. build only with one hand or only 
with blocks of one color.
Version: multi * Rules: de en fr it * In-game text: no

A game of construction and guessing for 3-8 players, ages 7+
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Lego Harry Potter Hogwarts

Publisher: Lego

Players are pupils in one of Hogwarts’ four houses and 
move around the castle using moving staircases and secret 
passages. You have two actions in your turn: Roll the die and 
implement the corresponding action and then move your 
pawn one position. Die actions are: Slide a staircase and class-
rooms 1, 2 or 3 times, turn a staircase or use a secret passage. 
In the classrooms you pick up one of your items. If you have 
collected four items return to your common room. If you are 
the first one back, you win. Variants of the game introduce 
Dumbledore, Mrs. Norris or a duel between wizards.
Version: multi * Rules: de en fr it * In-game text: no

Item collection game for 2-4 players, ages 8+

Lego Heroica Draida
Designer: 
Publisher: Lego

Heroica offers a series of adventure games, each featuring 
new adventures, weapons, monsters, heroes and treasures. 
The games can be played separately or be combined into 
a huge adventure, and can be expanded by your own rules 
or Lego components. You roll the die, move your hero or 
combat opponents, and you can use special abilities of your 
hero or have him use items. In a variant a player can guide all 
monsters; his turn then is the last turn of a round. In Heroica 
Draida the goblins have conquered the Bay of Draida, players 
must acquire the Crystal of Deflection and defeat the Goblin 
General.
Version: multi * Rules: de en fr it nl * In-game text: no

Adventure game for 2-4 players, ages 7+

Lego Heroica Fortaan

Publisher: Lego

Heroica offers a series of adventure games, each featuring 
new adventures, weapons, monsters, heroes and treasures. 
The games can be played separately or be combined into 
a huge adventure, and can be expanded by your own rules 
or Lego components. You roll the die, move your hero or 
combat opponents, and you can use special abilities of your 
hero or have him use items. In a variant a player can guide all 
monsters; his turn then is the last turn of a round. Castle For-
taan has fallen to the Goblin Kind and his army, players must 
get past the monsters to defeat the king and return with the 
Helmet of Protection.
Version: multi * Rules: de en fr it nl * In-game text: no

Adventure game for 2-4 players, ages 8+

Lego Heroica Nathuz

Publisher: Lego

Heroica offers a series of adventure games, each featuring 
new adventures, weapons, monsters, heroes and treasures. 
The games can be played separately or be combined into 
a huge adventure, and can be expanded by your own rules 
or Lego components. You roll the die, move your hero or 
combat opponents, and you can use special abilities of your 
hero or have him use items. In a variant a player can guide all 
monsters; his turn then is the last turn of a round. The Golem 
Lord has uses an ancient artifact in the Caverns of Nathuz to 
create his own monster army. You need to take the Sceptre of 
Summoning out of the Caverns.
Version: multi * Rules: de en fr it nl * In-game text: no

Adventure game for 2-4 players, ages 8+

Lego Heroica Waldurk

Publisher: Lego

Heroica offers a series of adventure games, each featuring 
new adventures, weapons, monsters, heroes and treasures. 
The games can be played separately or be combined into 
a huge adventure, and can be expanded by your own rules 
or Lego components. You roll the die, move your hero or 
combat opponents, and you can use special abilities of your 
hero or have him use items. In a variant a player can guide all 
monsters; his turn then is the last turn of a round. Out of the 
Forests of Waldurk the Dark Druid is laying waste to neigh-
boring villages; players must outwit the druid and escape 
with the Chalice of Life.
Version: multi * Rules: de en fr it nl * In-game text: no

Adventure game for 2-4 players, ages 8+

Lego Ninjago

Publisher: Lego

Ninjas versus General and his skeletons! Depending on the 
roll of the die you move your ninja, place a skeleton next to 
your ninja or move the General one step downstairs. Watch-
towers are searched for weapons or a gray marker to place 
a skeleton. If you start your turn next to a skeleton you must 
fight it and turn the spinner. If it stops on your color, you win 
and the skeleton goes back to the wall, otherwise the General 
moves. If he leaves the last step he gets a weapon from the 
Ninjas. The Sensei can prevent this once. Whoever holds all 
four golden weapons wins, either Ninjas or the General.
Version: multi * Rules: de en fr it nl * In-game text: no

Cooperative acquisition game for 2-4 players, ages 8+

Lego Pirate Plank

Publisher: Lego

Thieves among pirates! The captain forces his crew to walk 
the planks. Pirates start on the inside. You roll the die: A pirate 
symbol allows you to move two steps back or move another 
pirate one step forward. If you roll an empty face of the die, 
you place any player marker on this face of the die. If there 
are already markers, you may add a marker or choose a player 
who must take one step forward for each of his markers on 
that face of the die. If your pirate lands in the water you are 
out of the game. The last man standing wins the game. Vari-
ants suggest introduction of islands or life rafts.
Version: multi * Rules: de en fr it * In-game text: no

Dice and movement game for 2-4 players, ages 7+

Let’s party!
Designers: Catty, Führer, Los Rodrigues
Publisher: Piatnik

The Activity cards on one side list terms and the method to 
explain them and on the other show the number of steps 
earned for a correctly mastered task. The Tick-Tack-Bumm 
cards state combinations of letters. You play a game of 
standard “Activity”, until a Tick-Tack-Bumm card turns up. 
Now you roll the die to determine the location of this letter 
combination in the word. If you name a correct term, you 
pass the bomb. When it explodes, the team with the last cor-
rect answer moves 4 steps, the one holding the bomb when 
it exploded goes 1 step back. Then you play “Activity” again. 
The first team over the finish line wins.
Version: de * Rules: de * In-game text: yes

Creative association game for 4-16 players, ages 12+

Let’s take a Hike
Designer: Aaron Lauster
Publisher: Stratamax

Each player receives 7 cards. In your turn you place cards 
from your hands on the table to form your backpack. Each 
card shows an item that is useful for a hike and should be in 
your backpack. If you believe that you have enough items 
packed, you announce a hike, others can come with you or 
wait for a better chance. Then a card is drawn and all hikers 
check if they have packed the item. If not, you must discard 
something else. After each item you can decide when to 
leave the group and score. If you wait too long, you can 
encounter a bear or a skunk.
Version: multi * Rules: de en * In-game text: no

Set collection game for 2-5 players, ages 6+
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Level 8

Publisher: Piatnik

Each of the eight levels in the game demands a different 
combination of cards. If you are the first to complete all levels, 
you win. You start with 10 cards and in turn draw one card ei-
ther from the draw pile or from any discard pile, and then you 
discard a card. If you can display a level, you do so and turn 
the level marker over, the cards stay on the table. Then you 
can add cards from your hands to cards on the table, your 
own and those of other players. This does not count towards 
completing a level. If you can place all cards in a round, you 
end the round and may turn over the next level marker.
Version: de * Rules: de * In-game text: no

Set collecting card game for 2-6 players, ages 10+

Ligretto Twist
Designer: Opi and Mo
Publisher: Schmidt Spiele

Well known, familiar and brand new: You must discard cards 
from your own stack to stacks in the middle, but sorted by 
color instead of by numbers. Color stacks in the middle are 
started with a card. Then all players turn up a card and place 
it on the correct stack, but you must then cover the stack with 
one hand, until you have placed your next card on another 
stack, and so on. Cards which you can’t place you set aside. If 
you block a necessary stack yourself, you can switch hands. If 
you are out of cards, you win the round.
Version: multi * Rules: de es fr it nl * In-game text: no

Card placement game for 2-4 players, ages 6+

Linq
Designers: Andrea Meyer, Erik Nielsen
Publisher: Kosmos

Linq is a game on associations; you need to find your partner 
holding the same word. The necessary number of cards is 
given out to players. Your card can show a list of terms or a 
question mark. The term to use from the cards is determined 
by rolling a die. In turn you give a word to hint at your term, 
even if you hold a question mark, to enable your partner 
to spot you.  A chronicler notes all hints. Then all give a first 
guess who might partner whom in holding the same word. 
Not the word must be guessed, but the correct partners! 
After a second round of hints and guesses you score for cor-
rectly guessed partners.
Version: de * Rules: de en fr * In-game text: yes

Association game for 4-8 players, ages 10+

Littlest Pet Shop Tierisch abgeräumt

Publisher: Hasbro

13 sets of four Littlest Pets are shuffled face down; 5 cards are 
dealt to each player. The rest forms the face-down fish pond. 
Now you put down complete sets you hold. Then in turn 
you ask players for cards. If they have them, they give them 
to you. If you can complete a set, you put it down and have 
another turn. If you don’t get a card, you fish a card from the 
pond. If this card completes the set named, you put it down 
and have another turn. If the card completes another set, you 
put it down and your turn ends, as it does if the card does not 
complete a set. When all sets are out, you win with most sets.
Version: de * Rules: de en * In-game text: no

Happy Families variant for 2-6 players, ages 5+

Lixo?
Designer: Gil d’Orey
Publisher: Mesaboardgames

25 container cards with values between 1 and 5 accept cor-
responding garbage. One container card is displayed and all 
can bid for it with garbage cards of the same color. If you win 
the bid, you can recycle the cards you bid, place it face-down 
and take the container. All others could not recycle their 
bid and must set the cards aside face-up; each card causes 
deduction of 1 point at the end. If a stop card appears in 
the container stack all get 5 new cards. When the container 
stack is empty, you add the values of your container cards 
and deduct non-recycled garbage cards. If you achieved the 
highest score, you win.
Version: multi * Rules: de en pt * In-game text: no

Auction game for 2-6 players, ages 7+

London
Designer: Martin Wallace
Publisher: Treefrog Games

After the Great Fire of 1666 London is re-built. For each 
district there are different costs, victory point values and 
number of cards drawn after constructing a building. The 
cards are allocated to three eras and relate to society, science, 
politics and economy and are governed by costs, effects and 
victory points at the end. You draw a card and can then dis-
play cards on the table at cost or erect a building or admin-
istrate by activating cards in the display which causes you to 
take or discard poverty markers. The optimum combination 
of cards will earn you the most victory points.
Version: multi * Rules: de en * In-game text: no

Development game for 3-4 players, ages 13+

Looping Louie

Publisher: Hasbro

Loopin‘ Louie in his Flying Machine careers over the hen-
coops in low-level-flight! He is on the hunt for chicken chips 
that he wants to take away from the players. Each player 
has 3 of those chips in the side-bar of his catapult. With this 
catapult you can fend off Louie and make him fly loops, nose 
dives and steep ascends. You try to use Louie to steal chips 
from your fellow players and keep your own. If you are out of 
chips, you stay in the game. The last player to own a chip wins 
the game. Looks like a children’s game, but provides fun for 
all ages! One round is never enough!
Version: de * Rules: de en * In-game text: no

Action and reaction game for 2-4 players, ages 4+

Lotti Karotti
Designer: David Kremer
Publisher: Ravensburger

On the hill a juicy carrot waits for the winner of the rabbit 
race. Each player has 4 rabbits; cards are stacked face-down. 
In turn you draw the top card from the stack and move your 
own rabbit the indicated number of spots. If you encounter 
other rabbits, you pass them. When the move ends on an 
open hole, the rabbit falls in and is out of the game. When 
the card shows a carrot, you turn the carrot handle clockwise 
until it clicks. Somewhere on the path a hole opens, and 
should a rabbit be there – too bad! The rabbit falls in and is 
out of the game, too. If you reach the carrot on top of the hill 
first, you win!
Version: de * Rules: de en es fr it nl * In-game text: no

Race game for 2-4 players, ages 5-10

Lupus in Tabula
Designer: Domenico Di Giorgio
Publisher: dv Giochi

Werewolves have invaded the small village of Tabula. You 
receive a secret card that assigns you the role of werewolf or 
human being. Depending on your role you try to eliminate 
werewolves or turn human beings into werewolves. One 
player is the game master and directs the players. During the 
“night phase” all humans close their eyes. The werewolves 
secretly choose a victim. During the “day phase” players use 
the special abilities of some characters to find and eliminate 
the werewolves. Dead victims stay in play as ghosts without 
speaking. The winner is the faction that manages to defeat 
the other faction.
Version: de * Rules: de * In-game text: yes

A card game for 9-25 players, ages 8+
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Lupusburg
Designer: Domenico Di Giorgio
Publisher: dV Giochi

Lupusburg - a new chapter in the history of Tabula! The 
little village of Tabula has become a rich town, but still the 
werewolves prowl the streets at night and a new danger is 
looming – robbers! During the day the mayor strives for law 
and order, but of course, he could be the werewolf! In this 
version of the game for up to 8 players the werewolf must 
transform all citizens or the citizens must slay the werewolf, 
but there are secret missions for the players, too. When the 
human beings win, they score points for surviving characters, 
for characters in houses, for accomplishing the secret mission 
and for correct guessing of the werewolf.
Version: de * Rules: de en it * In-game text: no

A party deduction game for 4-8 players, ages 8+

Macao
Designer: Stefan Feld
Publisher: Ravensburger / Alea

Portuguese adventurers trade with Europe, expand Macao 
and fill offices and positions, all for the sake of gaining 
prestige. In the card phase of a round you take persons/
building cards from the display. Then you roll 6 dice, each 
player chooses two and takes the action cubes of the color 
and number as indicated by his choice of dice. The cubes are 
placed on his compass rose and the rose is spun to the next 
position. The arrow on the rose now points to previously ac-
quired cubes that can now be used for actions: Activate cards, 
occupy a part of the city, movement, prestige or using cards. 
After 12 rounds the player with the most prestige wins.
Version: de * Rules: de en nl * In-game text: yes

Resource management game for 2-4 players, ages 12+

Machtwechsel
Designer: Ralf Krause
Publisher: Heptagon

You are tasked to form a government and start the game 
with two action cards for event and coalition as well as a 
starting capital of 4 Penunzen. By trading or by buying you 
try to acquire as many cards as possible in colors that fit the 
coalition colors of your task card. You can use event cards 
to hinter your family players or change your task by using 
“change of coalition”. When you lay out three cards in one 
of your task colors, you earn a bonus. Event cards like „vote 
of no-confidence“ or „Turnabout“ can deactivate them or 
change your task. You win if you can show the number of 
cards necessary to complete your task.
Version: de * Rules: de * In-game text: yes

Set collection game for 2-6 players, ages 12+

Make ‚N’ Break
Designers: Andrew and Jack Lawson
Publisher: Ravensburger

80 building cards show constructions which players must 
reconstruct within a time limit. You get all 10 building blocks 
and roll a die. The number rolled is your time limit and the 
timer is set accordingly. You turn up the top card from the 
stack and start to build. Gray cards only demand the correct 
arrangement of blocks; colored cards demand the cor-
responding colors in the blocks, too. As long as the timer ticks 
you can execute card after card. When time has run out you 
score points for all finished cards. After four turns the player 
with most points wins.
Version: de * Rules: cn de en fr gr it * In-game text: no

Construction game for 2-4 players, ages 8+

Make ‚N’ Break Junior
Designers: Andrew and Jack Lawson
Publisher: Ravensburger

The game comprises 27 identical building blocks, 6 each 
in yellow, red, blue and green and 3 beige ones. You get 6 
blocks of a colour. One player is game master and calls out 
the commando, but does not build himself. On his command 
you begin to build the construction pictured on the current 
card. If you are finished, you take one of the beige blocks in 
the middle. If you take the last of these, you end the round. If 
you hold a beige block and your construction is correct, you 
win a chip. The next in turn is now game master. You win if 
you are the first to collect 10 chips.
Version: de * Rules: de * In-game text: no

Dexterity game for 2-5 players, ages 5+

Mammut Mambo
Designer: Roberto Fraga
Publisher: Ravensburger

The cards are shuffled, dealt evenly to all players and stacked 
face down; a number of mammoths sit on the table. To win 
you need to have the fewest cards or to get rid of your cards 
by making no mistakes. A card is turned up; all players do 
the gesture + call and then repeat gestures + calls of all open 
cards in the correct direction. A gesture visible more than 
once must be done silently. If you make a mistake, you take 
all open cards. When a mammoth is turned up, you must grab 
one of the mammoths. If do not get one, you take all cards. 
For the pink one you become new chief and can give away 
cards.
Version: de * Rules: de * In-game text: no

Party game on reactions for 3-6 players, ages 10+

Master Merchant
Designer: Seiji Kanai
Publisher: Kanai Factory / Japon Brand

Master Merchant is a deck building game featuring only 36 
cards. You are an apprentice in a city chop and prepare your-
self for opening your own business. The basic game follows 
the mechanics of draw pile – hand cards – discard pile. In a 
turn you can play two cards and use the effect, but you need 
not to do so. If you play two identical cards and use the effect, 
the cards are deemed to be one card, but the effect is applied 
twice. If you play cards face-down, they earn you one gold. 
Some cards allow you to buy cards. With eight gold or with 
eight different sorts of cards you win.
Version: multi * Rules: en jp * In-game text: yes

Deck building game for 3-4 players, ages 10+

Master-Plan
Designers: Bernhard Lach, Uwe Rapp
Publisher: Chili Spiele

Both players want to build as many of their houses as they 
can at the edge of parks and towers; only those houses 
yield victory points. You alternate to place a house on a free 
square, either along one of the borders ore into one of the 
corners of the square. You may not form a row of four; if that 
could happen you must prevent it by placing parks on those 
squares. You may also not form a square of four while towers 
are available: If you place the third house in such a formation 
you must put a tower on the 4th square. Influence points 
from neighboring parks or towers are converted to victory 
points. You win with most victory points.
Version: de * Rules: de * In-game text: nein

Placement game for 2 players, ages 8+

Mastermind

Publisher: Hasbro

In alternate games players are either Code Setter or Decoder. 
The Code Setter secretly sets a color code. The Decoder must 
deduce the code by setting out a color sequence as “ques-
tion”. The Code setter answers with a red peg for „correct color 
in correct position“ or a white peg for “correct color in wrong 
position“. He does not place these red and white pegs in their 
corresponding places in the code. You then ask again with a 
new color sequence. This edition presents the mechanics in a 
modern design and for five players. The biggest changes are 
the sliders for information on correctly placed pegs.
Version: de * Rules: de en * In-game text: no

Deduction game for 2-5 players, ages 8+
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Masters of Commerce
Designer: Britton Roney
Publisher: Grouper Games

You are landlord or estate agent and negotiate rents. Each 
landlord can negotiate with each estate agent; reservations 
for the duration of one year are also possible. After two 
minutes of negotiation a roll of the dice makes the decision. 
Each dice is placed on the corresponding color and the index 
markers are relocated accordingly. Now the agents are paid 
by the bank for each object rented; then the agents pay the 
landlords. In case of delayed payment you take an execution 
marker, if you must take the second one, you are bankrupt. 
Tax debts must be paid for by selling an object. After five 
rounds the richest player wins.
Version: multi * Rules: de en * In-game text: no

Negotiation game with dice for 3-11 players, ages 8+

Mausgeflippt
Designer: Chislaine van den Bulk
Publisher: Zoch

Modish mice only want to wear special single confections 
and can be caught with card doubles. When a mouse is 
turned up and you have a card that corresponds in color 
and shape to a piece of clothing the mouse is wearing, you 
place that card onto the mouse as soon as possible. If the 
mouse carries a piece of cheese for protection, you catch a 
piece of cheese. If you make a mistake, your card is laid out 
as dirty linen. If you hold no usable card, you throw all your 
cards onto the mouse and thus catch it. At the end mice score 
points, cheese and dirty linen cost you points.
Version: multi * Rules: de en fr * In-game text: no

A game of reaction for 2-6 players, ages 6+

Mehinaku
Designers: L. Francisco, F. Jandorno, A. Marcelo
Publisher: Runadrake

Mehinaku is the name of an indigenous tribe that lives on the 
upper regions of the Xingo in Brazil. Players are chief, shaman, 
worker or hunter and must cooperate, because at the start 
of each round a demand of the gods is turned up. Then you 
need to collect wood, food, building materials etc, to build 
new huts, provide the village and obey the commands of the 
gods. When the tribe reaches a certain size of population all 
players win together. When the wrath of the gods reaches a 
certain value or all tribe members starve to death, all players 
lose the game together. German and English editions have 
been announced.
Version: pt * Rules: pt * In-game text: yes

Cooperative development game for 2-6 players, ages 12+

Mein allererstes Memory

Publisher: Ravensburger

This edition of the classic search & find game within the 
range of “ministeps” games offers a version for toddlers. The 
24 tiles are made from cloth and feature lovingly drawn im-
ages taken from the daily life of small children. You play this 
edition of memory with the well-known standard rules: Two 
cards from the randomly laid out grid are turned over. If you 
find a pair, you can take it. If the cards are not identical, both 
cards are put back into the grid. When all pairs have been 
collected, you win with most pairs.
Version: de * Rules: de * In-game text: no

Memory made of cloth, for 1-4 players, ages 2+

Mein erstes Mitmachspiel

Publisher: Ravensburger

Who can help Little Mouse Pia to set up a colorful tent? You 
move the plush-mouse across the board with the help of the 
color die. Colored cards set varying and amusing tasks for the 
players: you are asked to imitate animals, dance in a circle or 
make funny faces. If you do it well, you are rewarded with a 
part for the tent. All play together till the tent is finished. This 
game for very young children teaches rhythm, language and 
dexterity and cultivates social competence and adherence to 
rules. Published in the „Ministeps“ series.
Version: de * Rules: de * In-game text: no

A game for 2-3 toddlers, ages 2 1/2 and up

Mein Mäuschen-Farbspiel
Designers: T. Daum, V. Leitner
Publisher: Ravensburger

The five little mice are invited for a picnic and may play hide 
and seek until the plates in their favorite colors are prepared. 
You can vary the number of mice and thus the level of dif-
ficulty. You roll the die. Then you can turn up food, name the 
colour and the food and place it on the corresponding plate. 
Or you must hide a mouse. You decide on a mouse and then 
find a hideout of its colour anywhere in the room. You can get 
up and move around. The players know all hideouts! When all 
the mice are hidden and all plates prepared, each player may 
look for one mouse and sit it next to its plate. Beautiful 3D 
plush components!
Version: de * Rules: de * In-game text: no

A game for 1-3 toddlers, ages 2 and up

Meine ersten Spiele Tier auf Tier
Designer: Klaus Miltenberger
Publisher: Haba

The game features animals that are well known to small 
children - cow, pig, hen, sheep, dog and rabbit. In each 
version you stack animals on one or two stacks. If no animal 
tumbles, you are awarded a sun. The winner at the end of the 
game is always the player holding most suns.  Sheep upon 
Hen – you roll and place the animal either on the meadow or 
– if an animal is already on the meadow – on the animal. Cow 
on Sheep – you play with 2 meadows and stacks. Competing 
with the Rabbit – all animals must be stacked before the rab-
bit reaches the end of the sun path between the meadows.
Version: multi * Rules: de en es fr it nl * In-game text: no

Stacking game for 1-4 players, ages 2+

Merelli

Publisher: Theta-promotion

Merelli, or Nine Men’s Morris has been known for a long 
time all over Europe and Asia. The Romans played the small 
version with three pieces, the Byzantines then already the big 
version with 9 Pieces. Three pieces in a row in one color con-
stitute a mill. First, players alternate to place a piece on free 
intersections on the board. When all pieces are placed, you 
alternate to move a piece to the next free intersection. When 
a player forms a mill he takes off an opposing piece, but not 
from a mill. When left with only three pieces, you may jump. If 
you lose another piece or cannot move, you have lost.
Version: de * Rules: de * In-game text: no

Placement game for 2 players, ages 8+

Mieses Karma
Designer: Matthias Cramer
Publisher: Kosmos

You start life as an ant that did amass lots of bad karma in its 
last life. Now you must collect good karma to be reborn as 
another animal and finally as a human being again. In your 
turn you must place one card from your hand at the end of 
your life line or discard a card. Then you can use the ability of 
your animal and can ask fellow players for a card. If you have 
no cards left on hand or have a scythe symbol in your life line 
you die and are reborn as another animal or a human. Your 
life line is scored. When the first human dies you win with 
most victory points from karma and life cards.
Version: de * Rules: de * In-game text: yes

Card placement game game for 3-5 players, ages 10+



Asara
A game of tower building for 2-4 players from ages 9+ by 
designers  Wolfgang Kramer and Michael Kiesling, artist 
Franz Vohwinkel and editor André Maack, from Ravens-
burger Spieleverlag 2010, ca. 60 minutes
Rich builders in the realm of the Khalif rival to build the 
highest and most noble tower. Their buyers go to the mar-
kets to buy bases, middle parts, windows and tops for the 
towers. These parts are available in five different materials, 
at varying costs and earning varying amounts of prestige 
at the end. By placing a card you are allowed to send a buy-
er to one segment of the board and then enact the action 
of this segment. Segments and their actions are: buy tower 
parts, build towers, get additional money, bribe or favours 
from the khalif. After four “year-scorings” and a final scoring 
the player with the most prestige wins.

Mord im Arosa
A game of detection for 2-6 players from ages 10+ 
by designer Alessandro Zucchini and artist Tobias 
Schweiger, from Zoch 2010, ca. 45 minutes

Qwirkle
A game of placement for 2-4 players from ages 6+ by 
designer Susan McKinley Ross from Schmidt Spiele 2010, 
ca. 30 minutes, Spiel des Jahres 2011

Voll in Fahrt
A game of shunting for 2-4 players from ages 6+ by 
designer  Bob Lindner and artist Alexander Jung from 
Amigo Spiele, ca. 45 minutes

A U S T R I A N  G A M E S  A W A R D  2011

Uluru
A placement game for 1-5 players from ages 8+ by 
designer Lauge Luchau, artist Harald Lieske and editor 
Michael Baskal from Kosmos 2011, ca. 30 minutes



Lego Heroica
A series of adventure games for 2-4 players from ages 7+  
from Lego 2011, ca. 20 minutes

Schusselhexe
An educational game for 2–4 players from ages 5+ by 
designers Markus Nikisch, Sabine Kubesch and Laura 
Walk from Haba 2011, ca. 15 minutes

Der Herr der Ringe Das Kartenspiel
A card game with a fantasy topic for 1-2 players from 
ages 13+ by designer Nate French from Heidelberger 
Spieleverlag 2010, ca. 60 minutes

FortyTwo
A quiz game for 3-6 players from ages 15+ by designer 
Max Ford and artist Arthur Wagner from Piatnik 2011, ca. 
60 minutes

VIENNESE GAMES ACADEMY
On August 16th 2011 the Viennese Games Academy has announced the award 
winners for the 11th time. The Austrian Games Award is presented annually. Spiel 
der Spiele is awarded to the game which is considered by the Games Committee 
to be especially up-to-date and entertaining, every interested player should have 
played it.  The Games Committee chaired by Dipl.Ing. Dagmar de Cassan com-
prises: Dr. Gerhard Bergauer, Prof. Samy Molcho, Dr. Christoph Proksch, Gert Stöckl 
and Kurt Schellenbauer. More information on the game award can be found at: 
www.spiel-der-spiele.at

Our 4 target groups
We sort our award winners into 4 target groups: For Children: Games for children 
and educational games. Adults may play, but need not play. For Families: Parents 
and children play on equal footing, all have the same chances to win. With 
Friends: Young adults and adults play on equal footing, all players are older than 
12 years. For Experts: Games with complex rules, a high access threshold and lots 
of interesting games play, especially suitable for experienced players. Please be 
aware that boundaries between groups are blurred. Children who play often and 
gladly can be ahead of their age group when playing. „For Families“ is not equal to 
the classic „Family Game“! Your tastes and fun while playing decide which game is 
your game.

All award-winning games are available form your specialty store, where you 
will be excellently advised!

A U S T R I A N  G A M E S  A W A R D  2 0 1 1

7 Wonders
A resources management game for 3-7 players from ages 10+ 
by designer Antoine Bauza from Repos Productions/Asmodee 
2010, ca. 30 minutes, Kennerspiel des Jahres 2011
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Colour codes for target groups (Headline Colour)
For children + learning
For families

With friends 
For experts

Colour codes for features (Bar in Evalution box)
Chance
Tactics

Strategy
Creativity

Knowledge
Memory

Communication
Interaction

Dexterity
Action

GABIS explanation on page 3

Mille Grazie
Designer: Dirk Hillebrecht
Publisher: Zoch

Brigands in Italy: One player in turn is the nobleman, the 
others are robbers. The nobleman moves from town to town 
to fill orders, robbers want to ambush him. They select a 
road each on their hold-up compasses; the nobleman can 
select a road for being accompanied by an escort. Then the 
nobleman moves along 4 roads with an escort and 5 roads 
without an escort. If he reaches a town according to an order, 
the order is filled and he scores points. If he uses a road with 
robbers without an escort, he is robbed, the robbers score 
and the nobleman loses orders. You win if you reach or top 
30 points.
Version: multi * Rules: de en fr it * In-game text: no

A game of position and acquisition for 2-4 players, ages 8+

Milton Keynes
Designer: Gavin Wood
Publisher: Alnstar

On moor, meadows and swamp a modern metropolis will 
arise. In this topological strategy game you must bid, bluff, 
bribe and cheat to succeed in building most profitably. A 
round is made up from income, spring auctions, autumn 
auctions, trade – with money, documents and permits – and 
building. The income from buildings is directly marked at 
the building and only changes when the neighborhood 
changes. So you might have to call in a favor to tear down an 
unwanted neighboring building. When the development has 
reached city status you win with the biggest income.
Version: multi * Rules: de en * In-game text: yes

Economics and development game for 2-5 players, ages 14+

Mini Mind
Designers: Brad Ross, Jim Winslow
Publisher: Piatnik

Dog, cat, mouse, fish, parrot and penguin sit on a bench and 
you need to find out the order in which they sit on your op-
ponent’s bench. You place one set of animals on your holder 
and lay out another set open-faced. You ask your opponent 
for the position of an animal by naming two animals and 
asking “left or right”? Your opponent must answer correctly 
with “yes” or “no” and you re-arrange your open-faced animals 
accordingly. If you think you know the correct sequence, you 
can announce it. If you are right, you win the game, but you 
lose it after the third wrong guess.
Version: de * Rules: de * In-game text: no

Deduction game for 2 players, ages 5+

Miss Lupun
Designers: Thomas Sing, Ralf-Peter Gebhardt
Publisher: Winning Moves

Her name is an anagram of Plus Minus! As legendary High 
Priestess of Logic she offers adventures in the universe of 
numbers. You have tiles of values 0 to 9 and three secret 
problem cards. In turn you place a number on the board 
and try to solve your own problems. These are stated on the 
cards as a formula using coordinates and as a diagram, both 
relating to the board, e.g. A5+B5=D5. When all spots on the 
board are taken, each player turns up his problems and adds 
the points awarded for correctly solved problems as stated 
on the cards. You win with the highest score. A variant for 
playing over several rounds is given.
Version: de * Rules: de * In-game text: some

Mathematical puzzle game for 2-6 players, ages 8+

Modern Society
Designer: Jussi Autio
Publisher: Tuonela

Players are Elder Statesmen trying to lead the world out of 
its crisis at the start of the 21st century and to implement 
their own ideas and laws. These are based on basic values: 
Black stands for patriotism, red for social values, green for 
environmental awareness and blue for economy. In each 
round you play and score topic cards. These cards determine 
the changes on the values scale and score you points for 
those values. The higher a value, the more points, which you 
use to push laws, which in turn result in special abilities and 
victory points.
Version: multi * Rules: en fi se * In-game text: yes

Development game for 3-5 players, ages 13+

Moeraki-Kemu
Designer: Stefan Kiehl
Publisher: Kiehly

Two Maori tribes decide a claim for holy ground by a confron-
tation at the beach, the winner is responsible for the beach. If 
a whale gets stranded, they must return it to the sea and play 
again for a new winner. The start player places the neutral 
Moeraki marble, then you alternate in placing a marble. If a 
square is enclosed by marbles, the player with the majority 
there places one of his tribal tiles. You win if you either 
enclose a square with marbles of your color alone or if you 
create a diagonal row between border edges or if you occupy 
all four dents at the straight border or – when all dents are 
occupied – with the majority points from tribe tiles placed. 
Version: de * Rules: de * In-game text: no

Placement game for 2 players, ages 8+ 

Mogel Motte
Designer: Emely & Lukas Brand
Publisher: Drei Magier / Schmidt Spiele

Adroit cheating and clever discarding helps you to get rid 
of cards. One player holds the Guard Bug. You discard a card 
that is higher by 1 or lower by 1 than the card on the discard 
pile, or play an action card. If you have no valid card, you 
draw one. Unwanted cards you can cheat away by following 
exact rules, anywhere and any way. If you hold the Guard 
Bug, you must not cheat and hand the Guard Bug over if you 
catch someone cheating. If you are out of cards, the others 
note down points for cards in hand. After as many rounds as 
there are players you win with the lowest score.
Version: multi * Rules: de en fr it nl * In-game text: no

Card discarding game with action for 3-5 players, ages 7+

Mölkky

Publisher: Piatnik

The best-selling wooden game in the world, with a Finnish 
origin: Mölkky. The game is manufactured from high-grade 
wood and an outdoors dexterity game. 12 wooden narrow 
logs have had one end cut on the bias and numbered, 1-12. 
The throwing piece is called Mölkky and must be used to 
target the logs so that they fall as you need them to. A log is 
deemed to have fallen when it lies on the ground and does 
not touch the Mölkky or another log. When one log tumbles 
you score the points marked on it. If more than one log fall, 
you score the number of fallen logs. If you reach 50 points 
exactly, you win. If you top 50, your points are reduced to 25.
Version: de * Rules: de * In-game text: no

Dexterity game for 1 or more players, ages 7+

Mondo
Designer: Michael Schacht
Publisher: Pegasus Spiele

A game is made up from three rounds, the timer runs 7 
minutes. The landscape tiles are heaped in the middle, and all 
search simultaneously for correct tiles adhering to exact rules. 
The first you place anywhere on your board, the next ones 
edge to edge to one already placed. It is allowed to place 
tiles with not-corresponding edges, but that counts as one 
mistake. If you stop placing tiles, you get the top bonus chip. 
When the timer stops, you score animals, finished landscape 
without a mistake and bonus chips. Special scores are added 
in the advanced game and special tasks in the expert game.
Version: de * Rules: dk de en fi fr nl no se * In-game text: no

Spotting and placement game for 1-4 players, ages 8+
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Mondo Micro
Designer: Michael Schacht
Publisher: Österreichisches Spiele Museum

Mondo Micro is a mini-expansion for Mondo and is intended 
especially for two players, it can only be played using com-
ponents from the basic game. Players put the board down 
between them. You play adhering to the rules of the intro-
ductory game, but the timer is set to 3 minutes. For a variant 
you can take out two identical tiles – different animals on the 
tiles are possible – and place one on the square of different 
color. The other player uses the tile with the same alignment.
Version: de * Rules: de * In-game text: no

Expansion for Mondo for 2 players, ages 8+

Monkey Business
Designer: Reiner Knizia
Publisher: Piatnik

You are tasked with catching animals that the monkeys freed. 
You draw an animal and decide if you want to stop or not. If 
you stop, you stack the animals. If you draw an animal twice, 
you lose all animals collected in this turn. If you draw an 
animal that is on top of other stacks, you collect all of them, 
again until you stop or draw an animal twice. If you stop, you 
stack the animal on top of the previously stacked ones. For 
monkeys, special rules apply. When all animals are drawn, you 
receive a bonus if you have the most animals of one kind. You 
win with the highest total of animal disks and bonus tiles.
Version: multi * Rules: de fr hu * In-game text: no

A game of risk or stop for 2-6 players, ages 6+

Monopoly
Idea: Charles Darrow
Publisher: Hasbro

This is the standard edition of this classic game. Monopoly is 
the ancestor of all games featuring property, money, rent, in-
terest and real estate, combined with dice. If you invest your 
basic capital wisely and are a bit lucky when rolling the die, 
you will win. Passing „Go“ often enough and getting out of 
Jail quickly can also help to win. You roll the die, move around 
the board, buy real estate, build houses and hotels and 
collect rent. If you go bankrupt, you quit the game. The last 
player still in the game wins. This Austrian Edition features 
Austrian cities, roads and special places.
Version: de * Rules: de en and others * In-game text: yes

Property game with dice for 2-8 players, ages 8+

Monopoly Banking

Publisher: Hasbro

Monopoly digital! In this edition the popular game around 
real estate comes with special Austrian topics and players 
pay with electronic cash. Monopoly with a bank card! Players 
buy properties, apartments and hotels with electronic cash, 
using the Visa card reader. On the board modern times 
have arrived, too! Players move around the board, featuring 
current Austrian roads and locations, using inline-skates or 
racing cards and mobile phones. Instead of houses you buy 
an apartment and are fined for talking on the phone while 
driving. But still, the last player in the game wins!
Version: de * Rules: de en and others * In-game text: yes

Property game with dice for 2-6 players, ages 8+

Monopoly Cars 2

Publisher: Hasbro

Monopoly Cars 2 presents characters and features from the 
universe of the racing cars, complete with Lightning Mc-
Queen. This edition for children is played on a circular board; 
if Lightning McQueen covers two spots, the one under his 
front wheels counts, because he is the die in this version and 
is pushed to determine the number of spaces you can move. 
The spaces have been adapted to the topic, they represent 
cards, and you place pit assistants and tires. You buy spaces 
and pay rent as usual. The game ends when you can neither 
buy a space nor pay rent for it. The player with the most 
money wins.
Version: de * Rules: de en * In-game text: yes

Monopoly with a license topic for 2-4 players, ages 8+

Monopoly Deal Kartenspiel

Publisher: Hasbro

In this card game with a monopoly topic the aim of the 
game is to collect three complete sets of property cards in 
different colours. All players start with five cards, the rest of 
the cards form the draw pile. You draw 2 cards and lay out up 
to three cards from your hand: Money or events go to your 
“account”, property is simply laid out and events are played 
to be resolved. Cards that were played cannot be taken back 
into your hand and you cannot pay with hand cards, only 
with cards from your account. At the end of your turn you 
can hold 7 cards, an eventual surplus is placed underneath 
the draw pile.
Version: de * Rules: de * In-game text: some

Set collecting game for 2-5 players, ages 8+

Monopoly Der verrückte Geldautomat

Publisher: Hasbro

Monopoly somewhat different! Players begin with 15 Mio. 
seed money. Event and money cards are shuffled according 
to the rules and placed into the teller. You roll the die and 
move. If a street is still available, you buy it and get a house 
for free. On a teller spot you enter the card into the teller. If 
you receive money, you keep it, event cards must be resolved. 
Then you can swap a house for a hotel or buy a hotel. On 
properties of other players you pay rent. When the teller is 
empty or one player goes bankrupt, the game ends and the 
player with the most amount of money wins.
Version: de * Rules: de * In-game text: yes

Property game with dice for 2-4 players, ages 5+

Monopoly Junior

Publisher: Hasbro

The classic property game does of course also exist in a 
Junior Edition: Children go to the Fair ground and save their 
pocket money for the event. They can set up cashier boxes for 
the Waterslide or the Giant Wheel and earn money from entry 
fees. If you dispose of you money carefully and if you are 
crafty in increasing your income and have a bit of luck when 
drawing the event cards, you will win the game. The goal of 
Monopoly, earning as much money as possible, has been at-
tractively transferred into a children’s game featuring playing 
money in Euros and attractive movers.
Version: de * Rules: de en * In-game text: no

Dice game on pocket money for 2-4 players, ages 5-8

Monopoly Littlest Pet Shop

Publisher: Hasbro

Monopoly Littlest Pet Shop uses motives, images and charac-
ters from the world of the tiny fantasy animals. The features 
of this edition were adapted to the topic. Train stations have 
been replaced with skateboard, sleigh, wheel barrows and 
hand carts. Event cards have turned into surprise cards and 
community cards into gift cards. Houses and hotels have 
been exchanged for travel cages and kennels, and services 
have turned into foam bath and hamster wheel. Six of the 
big-eyed little animals are used for playing pieces. Standard 
monopoly rules apply, and despite the topic the game is 
meant for families.
Version: de * Rules: de en * In-game text: yes

Monopoly variant with special topic for 2-6 players, ages 8+
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Monopoly World

Publisher: Hasbro

The choice of the entire world! Monopoly in a worldwide edi-
tion! The rules have stayed the same, the electronic bank card 
reader has been redesigned and the components have been 
adapted to the topic. There are now four movers for each 
continent plus one kind of houses and hotels per continent. 
For each game you choose one mover per continent and one 
kind of houses and hotels. The 22 cities that received most of 
the votes in the worldwide voting are represented by spaces 
on the board. All other cities including #70 in this ranking are 
represented with an attractive image around the middle.
Version: de * Rules: de * In-game text: yes

Property game with dice for 2-6 players, ages 8+

Monster auf der Flucht
Designer: Andreas Pelikan
Publisher: Heidelberger Spieleverlag

Monsters from the center of the galaxy are looking for a new 
home. Players assist them and bet on who will settle on the 
most beautiful planet. You have 1 open and 1 secret betting 
slip and 2 galaxy cards. Additional cards are laid out to form 
a spiral, the monsters start at the inner end of the spiral. You 
draw a card and play a card to move a monster or use it as a 
betting slip or for changing bets or for switching locations 
of monsters. If the draw pile is empty and you have to take a 
card with a monster pawn when drawing from the spiral, the 
monsters are scored for their positions and players score for 
their bets.
Version: de * Rules: de * In-game text: no

Position game with cards for 2-5 players, ages 8+

Monster-Falle
Designer: Inka and Markus Brand
Publisher: Kosmos

The monsters are loose in the house, but Grandma Frieda 
comes to visit and must tidy them away. The cards show 
which monster is up for capturing. The sliders are at the sides 
of the board, a card is turned up and the figure “Monster in 
the Sack” is put on the chip of this monster. Now you use 
the sliders to push the monster in the middle of the board. 
When the monster tumbles or falls off the track, it must start 
again on the monster chip. When the timer has run out the 
next player goes on sliding the monster. Whoever puts the 
monster in the trap gets the card. If you own most cards at 
the end of the game you win.
Version: de * Rules: de * In-game text: no

Dexterity game for 2-4 players, ages 6+ 

Monster unterm Bett
Designer: Antoine Bauza
Publisher: Heidelberger Spieleverlag

Ben is afraid of the monsters under his bed, but monsters 
have their honor, too, and so each monster is afraid of a cer-
tain toy. You turn up a toy. If it frightens one of the monsters 
next to the bed, the monster is placed beneath the cupboard. 
If no monster is frightened, you turn up a time card. After 
the third time card, a new monster appears beside the bed 
and the time cards are turned back. When the sun appears 
because all monsters are gone, all players win together. When 
four monsters are assembled next to the bed, the monsters 
win the game.
Version: de * Rules: de fr * In-game text: no

Cooperative memory game for 1-5 players, ages 5+

Monstermania
Designers: Brad Ross, Jim Winslow
Publisher: Piatnik

All players lay out a big monster together; if you are the first 
to place your last monster, you win. You start with 5 monsters 
of your own, face up on the table. One monster from the 
stack starts the big monster and is marked as active monster. 
Then you place one of your monster tiles next to this active 
monster; a minimum of one arm must connect the two tiles, 
and the tile is marked as active monster. You may connect 
more than two monsters with the tile you just placed. You 
draw a tile if you connect to only one arm or cannot place a 
tile at all. You may discard a monster tile if you can connect 
more than two arms.
Version: de * Rules: de * In-game text: no

Placement game for 2-5 players, ages 5+

Monsters
Designer: Raf Peeters
Publisher: Jumbo

Cannibal Monsters - Survival of the Fittest! The game features 
12 monsters in three colors. They have up to two eyes and up 
to four horns, always the number of horns and eyes. There 
are 48 tasks in four levels of difficulty; the chosen card tells 
you where to position which monster, the number in the dot 
states the number of eyes and horns the monsters must have. 
Then you need to stack the monsters – a turn always ends 
when one monster eats another one. Each monster can eat 
any other monster with a corresponding base.
Version: multi * Rules: de en nl and others * In-game text: no

Placement puzzle for 1 player, ages 7+

Monuments
Designer: Stefan Risthaus
Publisher: Abacusspiele

Players build monuments for fame, create wonders or 
replicate monuments bigger than the original or enhance the 
value of a monument by a report on it. You choose a monu-
ment turn or a historian’s turn. In a monument turn you draw 
cards and play cards for three actions, you choose from draw-
ing a card, building a monument, expanding a monument or 
acquiring victory points. When opposing monuments have a 
minimum of two cards and you own a historian, you can use 
him; he takes the front card of each monument and relocates 
the marker, unused historians score negative at the end.
Version: en * Rules: de en * In-game text: no

Card game with a building topic for 2-4 players, ages 10+

Mord im Arosa
Designer: Alessandro Zucchini
Publisher: Zoch

A 3D detection game with a new concept. Game pieces rep-
resenting victims and clues are thrown into the skyscraper, 
all listen carefully where they land. In turn you lift a level to 
investigate. Depending on the presence of clues only or clues 
and victim, suspects and/or investigator must throw pieces 
into the hotel or place them on the investigation sheet. The 
pieces on the level are thrown back into the tower. 10 pieces 
of one player on the sheet or a player without pieces end 
the game. Clues are converted to suspect points. If you have 
most of those, you are the victim, if you have least, you win.
Version: multi * Rules: de en fr it * In-game text: no

Game of detection for 2-6 players, ages 10+

Mount Drago
Designer: Leo Colovini
Publisher: Schmidt Spiele

Dragon riders herd dragons to the peak of the mountain. 
Each player chooses a dragon symbol, takes both dragon 
pieces and any card to mark the dragon currently under his 
control. In your turn you play a card to move the dragon of 
this color. If you play a card for a controlled dragon you place 
it underneath your card, otherwise you put it on top of your 
card and now control this dragon. A dragon moving on a 
blue or green spot initiates a small or big scoring, a dragon at 
the finish initiates a big scoring. The third dragon in the finish 
area ends the race, you win with most points.
Version: multi * Rules: de fr it * In-game text: no

Race and placement for 2-5 players, ages 8+
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Mr. Jack
Designers: Bruno Cathala, Ludovic Maublanc
Publisher: Hurrican Games

Jack the Ripper slinks through the night and a group of 
famous detectives is on the catch. Some street lights in 
Whitechapel illuminate adjacent squares. One player as Jack 
the Ripper must avoid his pursuers or flee from Whitechapel 
before the end of the 8th round. The inspector needs to 
uncover Jacks identity and catch him before dawn. In each 
round 2 players are active for Jack and 2 for the inspector; 
you move the character or use its abilities and then Jack must 
tell if there is a witness: The character that Jack is impersonat-
ing is located on or next to an illuminated square. In each 
round a street light is turned off.
Version: de * Rules: de en es fr it nl pt and others * In-game text: no

Deduction game for 2 players, ages 9+

M.U.L.E.

Publisher: Tuonela

Based one one the best known and best multiplayer com-
puter games, we embody interstellar colonists settling on a 
remote planet. We find lots of resources, and also dangers, 
like planet quakes, space pirates, and acid rain storms. Each 
player belongs to a different race playing with varying dif-
ficulty. A round of the game: Land Grant, Event, Development 
including M.U.L.E.s, Multiple Use Labor Elements, Wampus 
hunt and gambling, Usage and Spoilage, Production and 
Pricing, Market and Change of Governor. When all land has 
been granted and all goods have been sold, you win with 
most Credits.
Version: en * Rules: en * In-game text: yes

SciFi Resources management game for 2-4 players, ages 10+

Munchkin Zombies
Designer: Steve Jackson
Publisher: Pegasus Spiele

A new setting for Munchkin, this time especially macabre, 
but satirical and black-humorous as usual, Munchkins have 
turned into zombies, sometimes helpless, sometimes highly 
dangerous or villainous, but always on the search for brains, 
because those they must eat to advance. Of course the game 
can be used with all other Munchkin spin-offs. True to the 
tradition of Munchkin they are fighting Monsters, only this 
time Humans are the monsters that must be defeated to get 
at their brains. This is a basic game featuring 168 cards.
Version: de * Rules: de en * In-game text: yes

Satirical fantasy card game for 3-6 players, ages 12+

Mundus Novus
Designers: Bruno Cathala, Serge Laget
Publisher: Asmodee

You are a ship owner on the hunt for riches from the just dis-
covered „new world“, you want to trade successfully, enlarge 
your trade empire with good combinations and amass riches. 
The game features two decks of cards, resources and devel-
opments. The rounds are divided into phases: event phase 
when random events may occur; supply phase, you receive 
resource cards; trade phase, you trade cards with players or 
the market; and progress, when you swap resources for dou-
bloons or developments. Minimum size of a set for swapping 
is three resources. If you can make up a set of 10 different 
cards or own 75 doubloons, you win.
Version: fr * Rules: de fr * In-game text: no

Set collection game for 2-5 players, ages 13+

My beautiful Pony
Designer: Reiner Knizia
Publisher: Piatnik

The beautiful ponies in the pasture must be transferred to 
the stables. 21 pony tiles and 5 horse shoe tiles of values 1 to 
5 are placed on the table. Two dice determine the pony that 
needs to be found. If you discover it, quickly place your hand 
on it. If you are the first and found the correct pony, you take 
the tile. If the pony you look for is already owned by a player, 
you must cover the horseshoe tile of lowest value that is still 
available. If you cover the right horse shoe tile, you get it, too. 
When all horse shoe tiles have been taken, you win if you 
hold most ponies.
Version: de * Rules: de * In-game text: nein

Spotting game with dice for 2-4 players, ages 6+

Mystery Rummy #4: Al Capone
Designer: Mike Fitzgerald
Publisher: Pegasus Spiele

Mystery Rummy offers a new game concept in a book case 
box, combining the fascination of a classic crime puzzle with 
a strategic card game based on standard Rummy mecha-
nisms. In the 4th case in the series the stories of Incorruptible 
Eliot Ness hunting Al Capone are enacted. There are clue 
cards and event cards; you try to collect sets of three or more 
clues in the same color. At the end of a round you score posi-
tive for laid-out cards and negative for cards in hand. When 
all victim cards turn up before the game ends, the culprit can 
escape.
Version: de * Rules: de en * In-game text: yes

Card game with a detective topic for 2-4 players, ages 8+

Niagara
Designer: Thomas Liesching
Publisher: Zoch

Everyone wants to mine for precious stones near Niagara 
Falls! Each player has two boats and some action tiles. In 
each turn you choose a tile and can then move each of your 
boats accordingly or influence the weather. When all tiles 
are implemented, the river is moved ahead according to the 
lowest number on the tiles played, modified by the weather 
indicator. Boats that fall over the waterfall must be bought 
back with stones. The first one to own four identical precious 
stones or any seven stones or one stone of each color wins 
the game.
Version: multi * Rules: de en fr nl pl * In-game text:no

A game of moves and acquisition for 3-5 players, ages 8+

Nicht Ja, nicht Nein

Publisher: Megableu / Hutter

A tug-of-war between the inquiring player and the answering 
player on yes or no for an answer! The starting player is the 
inquiring player, takes a card from the stack for children or 
adult – as appropriate – and chooses the answering player. 
He reads out question after question from the card, may not 
add anything or leave anything out and must induce the 
answering player to say yes or no. If this happens, players 
with their markers on a DING spot can hit the bell – the first 
to do so moves 1 step forward. If he makes no mistake, the 
answering player moves 1 step, too. The first to reach the 
middle of the board wins.
Version: de * Rules: de fr * In-game text: yes

Communication and reaction game for 2-6 players, ages 7+

Nicht zu fassen
Designer: Fréderic Moyersoen
Publisher: Zoch

The room is set up. The player of the wolf receives the doll 
and the cardboard wolf, the other players hold one wooden 
kid each. The wolf closes his eyes and the kids are hidden in, 
under or behind the furniture pieces. Then the wolf may lift 2 
pieces of furniture and throw kids he finds into the cardboard 
wolf. Players get back their kids that were not found and also 
some pebbles. For each kid in the grandfather clock the wolf 
releases one kid. If the wolf collects 7 kids in the cardboard 
wolf, he wins. If a kid has 7 or more pebbles, the wolf loses. 
The winner is the player with most pebbles.
Version: multi * Rules: de en fr it * In-game text: no

A fairytale scanning game for 2-6 players, ages 4+
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Nichtlustig
Designer: Michael Rieneck
Publisher: Kosmos

Aim of the game is to collect as many cards as possible by 
rolling dice and using dice combinations. The cards collected 
have different values at the end of the game depending on 
possible combinations. Death cancels points, valuable lem-
mings get lost first and yetis score only if you have more than 
one of them. You roll all 7 dice in three rolls and after each 
roll you can set dice aside. The symbols on the dice function 
in connection with special cards, the pink dice needs to be 
evaluated separately. After the 3rd roll you determine your 
score and receive cards you did win. Special cards change 
results.
Version: de * Rules: de * In-game text: some

A game of dice and cards for 2-4 players, ages 10+

Nichtlustig Doppelgänger

Publisher: Kosmos

What happens when the characters from „Nichtlustig“ 
encounter a copying machine? Exactly! Lemmings, yetis, pink 
poodles and dinosaurs have been copied and look-alikes 
appear. And this is not funny! But fortunately the copying ma-
chine is not perfect. The look-alikes do exactly the opposite of 
what their originals are doing and furthermore sport a mus-
tache. There are 64 cards featuring originals and look-alikes 
and pairs should be found quickly. Nichtlustig Doppelgänger 
is a fun game, especially for fans of Joscha Sauers original 
cartoon illustrations.
Version: de * Rules: de * In-game text: no

Memory with a cartoon topic for 2 or more players, ages 5+

Nichts als Ärger!
Designer: Frank Stark
Publisher: Heidelberger Spieleverlag

This game offers a lot of aggravation in compact shape. You 
need a standard version of Ludo with the usual board and 
pawns. You roll the die, move your pawn and then draw a 
card. Or you play a card, do not roll the die and implement 
the card – and that may result in a pawn having a birthday 
party. If you meet another pawn, you can set yourself next to 
it or remove it. Instant cards are effective immediately, any-
time cards you can play at your decision. More aggravation 
than you meet in the original game is guaranteed! And if that 
is not enough, there are the versions “Noch mehr Ärger”! and 
“Ärger dich schwarz!”
Version: de * Rules: de * In-game text: no

Card extension for Ludo for 2-6 players, ages 8+

Nightfall
Designer: David Gregg
Publisher: Pegasus Spiele

In bleak and dire future times resolute humans and grim 
creatures fight for control over a world forever darkened. In 
your own deck you have 12 weak cards to start with; the deck 
gets better and stronger in the course of the game. Cards are 
acquired from general and private archives. Your turn starts 
with an attack on other players, then you lay out a sequence 
of orders with cards from your hand, other players can add 
cards to the sequence, which is implemented in reversed 
order. Actions and creatures inflict wounds on other players. 
When the last wound has been inflicted you win with fewest 
wounds in your cards.
Version: de * Rules: de en * In-game text: ja

Deck building game for 2-5 players, ages 12+

Ninjutsu

Publisher: University Games

Ninjas in combat – you have 15 ninjas turning their back on 
the back of your opponent’s Ninjas. For an attack you turn 
up 3 cards and compare them one by one with those of your 
opponents. Whoever has the higher value in a pair moves a 
Ninja one step. If you move it to an opposing Ninja, a battle 
with dice is fought. If yours is the higher roll you receive the 
opposing Ninja, in case of a tie the attacker goes back to his 
starting position. If you use a Ninja star you can roll again. Ac-
tion cards can only be played by the attacker. If you find and 
defeat the opposing Soke you win.
Version: multi * Rules: de fr nl * In-game text: no

Placement game with dice for 2 players, ages 8+

Nino Delfino

Publisher: Ravensburger

Nino the Dolphin wants to go on playing at the beach, the 
seals want to grab the balls. You draw a card and first move 
one of your seals as stated on the card. Then you might have 
to let Nino jump. There are safe and unsafe spots on the track; 
on unsafe spots Nino can steal the ball. If you have to let Nino 
jump and he jumps to an empty spot, your turn ends. If Nino 
jumps and steals the ball the seal goes back to the start. If 
you reach the sand castle spot with a ball, you deposit the 
ball and start again with the second one. You win, if you are 
the first one to have two balls in the sand castle.
Version: de * Rules: de * In-game text: no

A game of moves and actions for 2-4 players, ages 4+

Nippon Rail
Designers: Darwin Bromley, Larry and Joe Roznai 
Publisher: Mayfair Games

Nippon Rail is part of the Empire Builder Series. Beginning 
with some money you build tracks, use them to transport 
goods between cities, discard the order and earn money 
for it. This money you use to build new tracks to fulfill new 
orders. From each order card with three orders you can fulfill 
one order. Your train can be enhanced to a transport capacity 
of three goods and moving 12 track stages instead of 9. For 
tracks you pay when you build them, to travel on them is free. 
You win when you own 250 units of money and have con-
nected a certain number of big cities to your net. Event cards 
can eliminate parts of track.
Version: en * Rules: en * In-game text: yes

Railway and logistics game for 2-6 players, ages 10+

nmbrs!
Designers: Aart Joppe, Korneel Joppe
Publisher: Winning Moves

The game comprises number cards from 1-100, each with 
a scoring value between 1 and 3. You start with 7 cards and 
a score of 50. You must lay a minimum of three cards in a 
logical sequence, e.g. 2-4-8-16. You may add cards to already 
laid-out sequences and you may connect sequences. If you 
have laid out cards, their scoring value is added to your total 
score. If you lay out all cards, you end the round and all play-
ers deduct the scoring values of their remaining cards from 
their total. If you reach or top 100, you win.
Version: de * Rules: de * In-game text: no

Number game for 2-8 players, ages 7+

Nobody is perfect kompakt

Publisher: Ravensburger

In the new Series PartySpiele the classic appears in a revised 
edition with 450 new definitions. The active player of the 
round, called Mr. Perfect, rolls the die and – depending on 
the result – reads out the term or the explanation. Then all 
players choose the card from their hand that goes best with 
Mr. Perfect’s card. Mr. Perfect shuffles all cards and his card 
and then reads out all cards and puts each next to a letter. 
All players now use their letters to give a tip for the correct 
solution. A correct choice and a wrong solution chosen for 
the correct one each score 1 point. After 18 or 20 rounds you 
win with the highest score.
Version: de * Rules: de * In-game text: yes

Guessing and party game for 3-6 players, ages 12+
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Notre Dame
Designer: Stefan Feld
Publisher: Ravensburger / Alea

Each player is assigned a quarter of the city, the cathedral 
is at its center. In each turn you pick up 3 of 9 action cards 
adhering to a special procedure and hand two of them to 
the next player. Finally, you have 3 cards from three players 
and play 2 of them to place influence markers. These markers 
earn you money, new influence markers or prestige. At the 
end of the turn you can bribe characters, receive something 
yet again or reduce the rat plague. Too many rats reduce your 
prestige and influence. After three rounds you win at the end 
of the turn if you accumulated most prestige points.
Version: de * Rules: de en fr * In-game text: no

Position game for 2-5 players, ages 10+

Nuns on the Run
Designer: Fréderic Moyersoen
Publisher: Mayfair Games

Temptation has lured the novices out of their cells, but the 
abbess and the prioress patrol the corridors. The guards, 
too, are fast and have good hearing, so you need some luck 
and craftiness to get back to your cell undetected. A round 
comprises movement of novices and guards and relocation 
of the round marker. If nobody has one before the end of 
round 15, the guards win at the end of round 15 and the 
game ends. As a novice you hold a secret wish card and a set 
of keys as well as information on the location of the item. To 
win you must find the key, reach the location and take the 
item back to your cell.
Version: en * Rules: en * In-game text: some

A game of movement for 2-8 players, ages 10+

Obstgarten
Designer: Anneliese Farkaschovsky
Publisher: Haba

Harvest time in the orchard. Cherries, apples, pears and 
plums need to be picked before the bad raven appears and 
steals the fruits. Therefore all the players together want to fill 
their baskets before the raven puzzle is finished, or else the 
raven will win. The kind of fruit is determined by rolling the 
color die, and a piece of this fruit is placed into the basket. If 
you roll the basket, you can take any two pieces. When the 
raven is rolled, another piece is added to the raven puzzle. 
When all trees are empty before the raven puzzle is finished, 
all players together have won.
Version: multi * Rules: de en es fr hu it nl pt se * In-game text: no

Cooperative dice game for 2-8 players, ages 3+

Olympos
Designer: Philippe Keyaerts
Publisher: Ystari Games

Players represent peoples who want to settle in antique 
Greece. The time scale determines play; the player in last po-
sition is active player and can expand or develop. To expand 
you move one settler to conquer new territories either peace-
fully or by conflict. Development is either Progress or Setting 
up a Wonder. For Progress you need area tiles and resource 
cubes, for Wonders star symbols from different sources. Ac-
tions are paid for by advancing on the time scale. When time 
ends you win with most bonus points from your position on 
the time scale and from prestige tiles, areas, progress and 
fate cards.
Version: de * Rules: de en fr jp pl * In-game text: no

Development game for 3-5 players, ages 10+

On the Cards
Designer: Sebastian Bleasdale
Publisher: Surprised Stare Games

This is a game as well as a way to create games – On the 
Cards opens up vistas on opportunities for what you can do 
with a plain deck of cards. You use a standard deck of 52 cards 
and also Rule cards, Deal Rule cards, Aim rule cards, Play rule 
cards, Trick Taking rule cards and optional Rule Twist cards. All 
these cards are used to determine how cards make their way 
from the deck via players’ hands into tricks and how you score 
cards at the end of the round. You can create an incredible 
lot of games by combining all these and using a Create Your 
Own Rule card. Some examples for games are given.
Version: en * Rules: en * In-game text: yes

Card game on card games for 2-6 players, ages 10+

Onirim
Designer: Shadi Torbey
Publisher: Pegasus Spiele

You are a dream walker in a labyrinth and must find all portals 
before time runs out. A turn comprises placing of a labyrinth 
card or discarding a card, drawing a card and shuffling 
discarded cards into the draw pile. You place card after card, 
always with a different symbol than the previous card. Three 
cards of the same color in a series open a portal of this color. 
If you discard a key, you can look at the top five cards of the 
pile. If you draw a Portal card, you may discard a key card. If 
you draw a dream card, it is implemented instantly. When you 
find all eight portals, you win immediately. If you must draw 
the last card, you lose.
Version: de * Rules: de en * In-game text: no

Card placement game for 1 or 2 players, ages 10+

Ora et Labora
Designer: Uwe Rosenberg
Publisher: Lookout Games

Monastery labor in medieval times – you are the abbot and 
send out the prior and two laymen to work in buildings for 
goods. The revenue wheel is a central element of the game 
and determines the number of available goods. Your core 
acreage can be extended. In five settlement phases you place 
settlements to score many points from adjacent buildings 
with high living quality. Buildings and settlements can be 
placed anywhere, monastery buildings must border the 
monastery. You can play a version for Ireland or a version for 
France and win with the highest score from goods markers as 
well as economics value and the living quality of buildings.
Version: de * Rules: de en fr it jp pl * In-game text:  no

Resources management game for 1-4 players, ages 12+

Österreich Finden Sie Winden?
Designers: Günter Burkhardt, Walter Schranz
Publisher: Kosmos

Players choose how detailed they want to locate sites on a 
map of Austria. Sites are laid out, each player chooses one. To 
locate your chosen site you place the first marker for North or 
South on the board. Then you can choose between Western, 
Middle and Eastern Regions on the board, followed by select-
ing a grid square within the chosen region and then a square 
within this grid square. For each correctly placed marker you 
score one point, but if there is one mistake, you do not score 
at all. If you placed enough correct markers for a card, you 
keep the card for a bonus at the end of the game.
Version: de * Rules: de * In-game text: no

Site location game for 2-5 players, ages 10+

Otti Panzerotti
Designer: Virginia Charves
Publisher: Piatnik

Three turtles play and swap their carapaces. The picture tiles, 
showing turtles featuring different combinations of colors in 
body and carapace, are spread out face down. In your turn 
you flip over a picture tile. If one of the three turtles shows 
the same combination of colors in body and carapace as 
does the turtle on the tile, you take the tile. If no turtle on the 
table corresponds to the turtle on the tile, the tile is turned 
over again. Then you must switch two or three carapaces. As 
soon as you have collected four or six tiles, depending on the 
number of players, you win the game.
Version: de * Rules: de * In-game text: no

Memory and spotting game for 2-4 players, ages 3+
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Paletto
Designer: Dieter Stein
Publisher: Gerhards Spiel und Design

A wooden board shows 36 dents; 36 marbles are randomly 
placed there, but you must take care that there are never two 
pieces of the same color adjacent to each other horizontally 
or vertically. In your turn you choose a color and remove one 
or more marbles of this color from the board. You can take off 
a marble if at least two of its sides are free of neighbors and 
if it leaves the rest of the marbles on the board still orthogo-
nally connected. If you take the last marble off or if you own 
all six marbles of a color, you win. The game is also available 
in a big version with cylindrical pieces instead of marbles.
Version: multi * Rules: de en * In-game text: no

Abstract collecting game for 2-3 players, ages 6+

Pantheon
Designer: Michael Tummelhofer
Publisher: Hans im Glück

Seven peoples vie for the grace of the gods and build them 
columns, one people per epoch is chosen randomly. The 
display of an epoch is prepared and the special ability of the 
people is implemented. Then all players take turns imple-
menting one action per turn: You choose from movement 
- placing feet or columns, buying feet and/or columns from 
stock or sacrifice tiles, acquire a god tile or draw cards. At the 
end of the epoch you take back your feet from the board into 
personal stock, columns remain on the board. In two scorings 
you score half-gods and columns, after the 2nd scoring the 
player with most points wins.
Version: de * Rules: cz de en fr nl pl * In-game text: yes

Placement and acquisition game for 2-4 players, ages 10+

Pantheon Untermieter
Designer: Michael Tummelhofer
Publisher: Österreichisches Spiele Museum

Six peoples are brought into play in six epochs and build 
columns for the god, the people of an epoch is chosen ran-
domly. You play one action per turn: Movement by placing 
feet or columns, buying tiles, feet or columns, acquiring a god 
tile of draw cards. You score for demigods and scorings twice 
in the game. After two scorings you win with most points. The 
expansion introduces 6 new demigods, Fonsis and Fonset 
appear only once, and you might call them ultra-rare! Eurora 
holding a cornucopia comes fourfold.
Version: de * Rules: cz de en fr nl pl * In-game text: yes

Expansion for Pantheon for 2-4 players, ages 10+

Paperclip Railways
Designer: Tony Boydell
Publisher: Surprised Stare Games

Into a jointly prepared landscape you place stations and then 
build a track. The specialty here is that you build tracks from 
paperclips. You either draw cards or build a link from one of 
your own stations to a new station or an already existing sta-
tion, both must have free capacities. Then you buy clips from 
your personal stock and pay for them with hand cards. You 
place the link, observing all restrictions or limitations, and 
place your markers in both stations. The new link is scored. 
After a final scoring of your own station and track lengths you 
win with the highest score.
Version: en * Rules: en * In-game text: yes

Railway game for 2-5 players, ages 10+

Pappsatt
Designers: Christine Basler, Alix-Kis Bouguerra
Publisher: Selecta

The zoo keeper is ill, but the animals need their food, but 
which animal eats what? Behind each stable door another 
animal is hiding. Players receive 5 feed cards and fix one to 
their pawn. In your turn you roll the die and move your pawn 
accordingly. If you reach a stable door you may open it and 
feed the animal if you carry the correct food. On a pail space 
you can pick up new food and, when on a star space, move 
on to a space of your choice. You need not open a stable door 
if you know that you carry the wrong food for the animal 
behind it. If you are first to feed an animal with your last card 
you win.
Version: multi * Rules: de en es fr it nl * In-game text: no

A game of roll, move and memory for 2-4 players, ages 4+

Paul Panda
Designer: Beate Nikolai
Publisher: Beleduc

Paul Panda is hungry and wants to be fed his favorite bam-
boo leaves; you plant and harvest bamboo and feed Paul. 
The spinner determines the actions – if you are first to plant 
all your bamboo poles, you win. If the spinner points to Paul, 
you feed him one leaf and take one bamboo pole out of the 
wood. If the spinner points to the lumberjack, you harvest 
2 poles. If the spinner points to the sun, you can plant one 
bamboo pole, for the cloud you plant two poles. When Paul 
has guzzled all the leaves before any one player could plant 
all his poles the winner is Paul together with the player who 
has the fewest poles left.
Version: multi * Rules: ch de en es it fr nl * In-game text: no

Dice game for 2-4 players, ages 4+

Pferdefreunde Ein Tag auf dem Reiterhof

Publisher: Die Spiegelburg

Curried and saddled the horses enter the riding school. At 
the start you answer two questions, and a correct answer 
earns you a treat. You roll the die: For the paw the dog poses 
a question; if you answer correctly, you move your horse 4 
steps and then snip the dice to maybe relocate the obstacle. 
If you roll a number, you check your path for obstacles. If 
there is one, you get over it with a correctly answered ques-
tion or a treat. Should an action spot be the target spot, you 
can go there with a correct answer. If you draw the poo card, 
you must pass a turn. If you reach the finish first, you win.
Version: de * Rules: de * In-game text: yes

Roll & move game with questions for 2-4 players, ages 7+

Phase 10 junior
Designer: Susanne Armbruster
Publisher: Ravensburger

Instead of number cards this junior edition of Phase 10 
features items, animals and colors. There are twelve phases. If 
you can turn over your 10th phase tile, you win. You start with 
4 cards in hand and sort your phase tiles by items, animals 
and colors. In your turn you draw a card and discard a card. 
After drawing a card you can complete a phase: If you hold 
4 identical symbols you can discard them, turn over the cor-
responding phase tile and discard your 5th card as part of the 
normal turn. Then you draw 4 cards for your new hand. The 
joker replaces any animal, item or color.
Version: de * Rules: de * In-game text: no

Set collection game with cards for 2-4 players, ages 6+

Phase 10
Designer: Kenneth Johnson
Publisher: Ravensburger

“Phases” is used in this game for combinations of cards. You 
must collect these combinations. Each player starts with 
10 cards, the rest forms the stock. In each turn you draw a 
card, then you can – if possible – lay out a combination and 
then you discard a card. The game comprises ten phases of 
different combinations, which get more and more difficult 
in each round. Phases must be mastered in order; you must 
have laid out Phase 1 to start with Phase 2. Therefore players 
can be in different phases and so you must be careful which 
cards you discard.
Version: de * Rules: de en * In-game text: no

Set collecting game for 2-6 players, ages 10+
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Phase 10 Würfel
Designer: Kenneth Johnson
Publisher: Ravensburger

This game offers a dice version of the card game Phase 10 
for the range of Ravensburger „Würfelspiele“. Players must 
complete different combinations of dice for each phase, each 
player does so on his own, you must complete a phase before 
starting on the next. In a turn you have three rolls and set 
aside dice needed for the current phase. If you manage the 
necessary combination, you decide if you accept the score or 
try the phase again. Phases either demand groups of identi-
cal numbers, series of numbers in various lengths or only 
dice of one color. You note the score for each phase including 
bonus points.
Version: de * Rules: de en * In-game text: no

Dice game for 1-8 players, ages 8+

Pictomania
Designer: Vlaada Chvátil
Publisher: Czech Games Edition

You know what a zebra looks like? Can you draw it? No? Then 
you should play Pictomania! Because in Pictomania it is suf-
ficient to draw it that your fellow players can distinguish your 
zebra from a car. You know what you must draw and must at 
the same time guess what the others are drawing. If you think 
you know it you place a number card, which represents your 
choice from options. The earlier you guess the more points 
you can get, and the faster you draw the more time you 
have to guess. When all have given their guesses points are 
awarded, the scoring rewards good guesses and recognizable 
drawings.
Version: en * Rules: en * In-game text: no

Drawing game for 3-6 players, ages 9+

Pig 10
Designer: Ayelet Pnueli
Publisher: Zoch

Everyone receives three cards; the remaining cards form the 
draw stack. You play a card on the discard stack and name the 
new stack value of old stack value + new card. Then you draw 
a card. When the stack value reaches exactly 10, you call “Pig 
10”, take the stack and set it down before you. When the value 
is higher than 10, your right neighbor gets the stack. The 
mermaid card of value 5 you can add or subtract. A second 
identical card can be added or the value can be taken as new 
stack value. The frog card sets the stack value to 0. When all 
cards are played, you win with most cards.
Version: multi * Rules: de en fr it * In-game text: no

A card game on numbers for 2-8 players, ages 6+

Pips & Betsy
Designer: Isabelle Meyer
Publisher: Beleduc

The cheeky baby mice Pips and Bets have a bet going with 
two other baby mice – who will reach the larder first? To win 
they must be quick to recognize the color that will advance 
them furthest. In your turn you roll all three dice. Then you 
choose the color that is farthest away from the position of 
your mouse and place the mouse there. The spot must be 
empty. Should all spots in the colors you rolled be taken 
already, you must pass your turn. If you sit on one of the last 
six spots and roll a color that is not present before the finish, 
you jump directly to the larder and win the game.
Version: de * Rules: cn de en es it fr nl * In-game text: no

Roll & move game with colors for 2-4 players, ages 3+

Piraten-Abenteuer
Designer: Wolfgang Kramer
Publisher: Amigo

Players need to get their boats around the island without 
being caught by the Black Corsair. You start you boat in the 
harbor of Corsaro. You roll both dice and use one die for your 
own boat and the other for one of the pirate ships. Boats may 
overtake each other. When a boat and a pirate ship meet 
on a spot, even in passing, the boat is caught and placed on 
the pirate island. When a boat reaches a rock spot, it frees 
another boat from the pirate island. When all boats arrive at 
Corsalito Island, all players have won together. Several ver-
sions - varying difficulty levels.
Version: de * Rules: de * In-game text: no

Cooperative game of roll & move for 2-4 players, ages 5+

Piratendukaten
Designer: Miriam Koser
Publisher: Haba

Raffi the Monkey and the pirates race each other along the 
beach, Raffi on the lianas, the pirates on the sand. You roll 
and either move your own pirate for the complete number 
of steps or distribute the steps between Raffi and your pirate 
any way you like. The pirate must take at least one step. When 
Raffi reaches the last liana, he throws down a gold coin. If a 
pirate is there, he takes the coin. If not, the coin stays in place 
until a pirate picks it up. When several pirates are present and 
stacked, the top pirate gets the coin. All change direction for 
the next race. If you get the third coin you win.
Version: multi * Rules: de en es fr it nl * In-game text: no

Race game for 2-4 players, ages 5+

Die Piraten von Nassau
Designer: Richard Glazer
Publisher: Gungho Games

As a pirate you are sailing the seas for booty, starting your 
trips from Nassau, and you aim to score victory points for: 
Most nefarious pirate, most unruly crew, best ship and big-
gest treasure. There are nine steps in a round: Dice, game 
play, adjust nefariousness, fight navy, return to Nassau, 
supplement nave, move trade ships, replenish Nassau and 
prepare next booty trip. In a round all players take a turn, 
then a second and third one in order of nefariousness; you 
must implement three maneuvers and use one dice each 
from the dice round. After each maneuver you have one 
action.
Version: multi * Rules: de en fr it * In-game text: no

Resources management game for 3-5 players, ages 10+

Play-Doh Spielzeugfabrik Spiel

Publisher: Hasbro

Playing pieces in the shape of toys are made up from play-
doh and moved along the conveyor belt to the packing 
station of the toy factory. You must move dexterously among 
the cog wheels and you must turn those wheels, too, but 
beware the splasher! In your move you turn the spinner and 
then move your toy accordingly or splash the toy of another 
player or turn a cog-wheel. You also have to implement the 
actions of the spots on which you end your turn. Orange cog 
wheels are safe. You can enter as many toys at the start as you 
want. The first player to have packed two toys into the gift 
box wins the game.
Version: de * Rules: de en * In-game text: no

Movement and action game for 2-4 players, ages 4+

Play-Doh Voll auf die Knolle

Publisher: Hasbro

Playing pieces in the shape of potatoes, based on the Mr. 
Potato Head figures, are made out of Play-Doh and then 
moved along the board from plate to plate to hopefully reach 
the potato field safely. A spinner determines the number 
of steps or special actions like squashing all potatoes in the 
machine. If your potato stands on any of the machine spots, 
it is in danger to be squashed. If your potato is squashed, you 
must make yourself a new one and start again. The first player 
to reach the potato field with an intact potato wins the game; 
the finish need not be reached with an exact roll of the die.
Version: de * Rules: de * In-game text: no

Game of movement and action for 2-4 players, ages 5+
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Poker Carré
Designers: Dario De Toffoli, Guiseppe Baù
Publisher: Winning Moves

Cards in 7 colors show values 1-7. 9 cards are laid out in a 
3x3 grid and each player is dealt 4 cards. You place cards 
to form sequences or groups of identical values or colors, 
up to a maximum of 7 cards per row. Cards you place must 
touch a card already there and must have a value of +1 or -1 
as regards to the touched card. If possible, you must place a 
card. You score with 4 cards in a sequence or 3 cards of identi-
cal color or value in a row. Those cards must not be situated 
next to each other. You delete the score on the sheet, and in 
the end you add the first visible value in all rows. The highest 
score wins.
Version: de * Rules: de * In-game text: no

Card placement game for 2-4 players, ages 8+

Polis
Designer: Fran Diaz
Publisher: Asylum Games

It’s the era of city states, Athens against Sparta: In each round 
players alternate their turns until both pass. You always 
choose any two of twelve possible actions, four development, 
four military and four political ones. Military actions deduct 
from your prestige. If one player has passed, the other pays 1 
resource for each additional action. When both parties have 
more than 8 units in the same region, a battle with combat 
card follows. Then the end of the round is implemented. 
If you lose your capital or all prestige your opponent wins 
automatically; otherwise, population, prestige and posterity 
prestige are scored.
Version: multi * Rules: en es * In-game text: some

Historical simulation for 2 players, ages 14+

Ponder
Designer: Isabel Holmberg
Publisher: Piatnik

My cute, colorful, rather lazy and boated frogs want to cross 
the pond to the other side, just as the frogs of all other play-
ers. No frog can cover the distance in one jump, so frogs must 
move over lily pads. But they can only move as instructed by 
cards. In your turn you can either place new lily pads or play 
a card and move a frog accordingly or draw a replacement 
card. Of course, you try to hinder opposing frogs in their 
movements and to advance your own. Some game elements 
are somewhat evocative of Chinese checkers but are – as 
befits a family game – much simpler and lots of fun.
Version: de * Rules: de en se * In-game text: no

Movement game with cards, for 2-4 players, ages 6+

Primary Effect

Publisher: Snappy Sheep

What if …? there were a game that you could play anywhere 
in real time, would be different with every play and blend into 
reality? In Primary Effect you must find out who used which 
murder weapon. Due do a playing time of 1 to 7 days you 
must incorporate the game into your day. The playing area is 
determined and weapons assigned secretly. You make a note 
of yours and stow the note away. Then each day you place 2-5 
clue cards, search and find clues and make notes. If you want 
to solve, announce it to all and check the weapons notes. If 
you are right, you win, if you are wrong, you drop out.
Version: multi * Rules: de en * In-game text: no

Detective game in real time for 3-4 players, ages 10+

Prinzessin Lillifee Ein Fest für das Einhorn
Designers: Inka and Markus Brand
Publisher: Die Spiegel burg

Rosie the Unicorn will have her birthday soon and Lillifee 
organizes the party, players want to help. You roll all four dice 
and sort them into two color pairs. Then you locate the cards 
with those color pairings and take them. If none of the cards 
is available, you turn over a card in the middle. When all cards 
are taken or turned over, you turn up your unicorn card and 
all cards that you could take and lay them out in a continued 
row adhering to the domino principle. Only card sides with 
the same color can be placed next to each other. If you can 
place the longest row, you win.
Version: de * Rules: de en es fr it nl * In-game text: no

Dice and placement game with colors for 2-4 players, ages 4+

Privacy 2
Designer: Reinhard Staupe
Publisher: Amigo

Privacy 2 is a game of questions and answers - all players 
must answer rather delicate, rather private or sometimes 
rather peculiar question, but fortunately they can do so 
secretly. To answer you place a “yes” or “no” tile face down. All 
players then guess on how many players answered „yes“ by 
placing number tiles face down. You score 3 points for each 
correct guess. If your guess is within an error margin of one 
answer, you score 1 point. If you are the first back at start after 
rounding the board you win. This is the second edition with 
180 new questions, expressively marked as a game for adults.
Version: de * Rules: de * In-game text: yes

Party game for 5-12 players, ages 16+

Psychometer
Designer: Uwe Rosenberg
Publisher: Heidelberger Spieleverlag

A challenging mixture of assessment game and simple 
personality test! Each player has a set of mood cards. One 
player draws three cards, places the first as target card and 
the others to the left and right of the target card, so that the 
arrows point to a characteristic on the target card. The player 
names one of these characteristics and all now assess him ac-
cordingly. He does so, too. The values of the mood cards are 
added and chips are handed out accordingly. Psychometer 
rewards courageous assessments and therefore the results 
should not be taken for serious. If you are the first to own the 
requisite number of chips, you win.
Version: de * Rules: de * In-game text: yes

Assessment game for 3-5 players, ages 16+

Puerto Rico
Designer: Andreas Seyfarth
Publisher: Ravensburger / Alea

Players choose one of 7 characters in each round – the settler 
sets up new plantations, the overseer produces new goods 
which are either sold by the merchant or shipped by the cap-
tain. The constructor sets up new buildings and the mayor 
brings new settlers and the prospector gets gold from the 
bank. The roles are linked to privileges for the current owner. 
The actions are used by all players. The sequence in which the 
roles are enacted changes in each round. If you own the most 
victory points at the end of the game you win.
Version: de * Rules: cn de en es fr it pl  * In-game text: yes

Resource management game for 3-5 players, ages 12+

Pyjamaparty
Designer: Gebrüder Frei
Publisher: Selecta Spielzeug

Snuggle Spiders and Blood Orange Juice! The little vampires 
should be asleep, but they are still running about their room 
when they roll movement points. And they make funny 
noises when they run into each other in the dark and their 
spiders or glasses collide. If you guess correctly and imitate 
what is colliding you receive a spider or glass. But when the 
vampires scream because the garlic bulb is rolled, they alert 
Daddy Vampire! If you are not in bed when Daddy turns up 
you must discard a spider or glass. If you did collect 8 items 
and are in bed during a garlic turn before Daddy appears, 
you win.
Version: multi * Rules: de en es fr it nl * In-game text: nein

Roll, move & collect game for 3-5 players, ages 5+
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Québec
Designers: Philippe Beaudoin, Pierre Poissant-Marquis
Publisher: Ystari / Le Scorpion Masque

You are the head of an influential burgher family in Québec 
and are tasked with building the most beautiful buildings 
there. In your turn you must start a new building or build 
another lever, send a worker into an influence zone or take 
a leader. At the end of a century majorities influence areas 
are scored and then half the men cascade into the next area 
where they might be scored again and cascade again, etc. 
At the end workers and buildings are scored, too. The game 
comes in three levels of difficulty with a very clever rule that 
combines all three by using paragraphs of three colors.
Version: multi * Rules: de en fr * In-game text: some

Development game for 2-5 players, ages 13+

Querdenker

Publisher: University Games

Each card lists twenty hints, clues or bits of information as 
well as the answer; this can be a person, a location or an item. 
The active player, the “guesser”, names a number. The “reader” 
reads him the corresponding clue and marks the question 
number on the board. Now the guesser has one try to guess 
the term correctly. If he does, the reader scores 1 point for 
each clue given, the guesser scores 1 point for clues not 
needed, and both move their pieces accordingly. Cards can 
also feature assignments for the player, which mostly relate 
to piece movement. If you are first at the finish, you win.
Version: de * Rules: de * In-game text: yes

Guessing game for 2 or more players, ages 10+

Quest Zeit der Helden Der dunkle Kult
Designers: Brigitte Eisenmann, Alexander Dotor, Peter Schott
Publisher: Pegasus Spiele

Fantasy-adventure at the gaming table: Players decide who 
will be the quest master, he is the antagonist of all other 
players, who embody heroes, and confronts them with chal-
lenges they have to master. Both heroes and quest master 
get stronger during the game. This expansion introduces four 
new heroes that also use ruses and negotiation as well as the 
new element “Dialog” to fight four demonic villains and the 
gigantic dragon. If you want to, you can play your hero from 
the basic game. An adventure comes in several chapters, 
which are enacted in turn by following instructions and mak-
ing decisions.
Version: de * Rules: de * In-game text: yes

Expansion for Quest Zeit der Helden for 2-5 players, ages 10+

Quizspiele – Das Energie Quiz

Publisher: Nürnberger Spielkarten

Das Energie-Quiz is an eligible choice to present the new 
range of quiz games from Nürnberger. 62 challenging ques-
tions on the topic of energy, its use, production, distribution 
etc., are covered, touching topics like politics, history, geog-
raphy and science and offering information and incentives 
for interesting conversations. Questions and answers both 
are accompanied by very nice pictures and make you want 
just to browse. In the same design, the range features Europa 
Quiz, Bayern Quiz, Deutschland Quiz or Heimat Quiz. It is 
appropriate that all quiz games of the series have been given 
the sub-heading “Wissen+Spielen”, that is knowledge+play.
Version: de * Rules: de * In-game text: yes

Quiz game for 1-4 players, ages 10+

Qwirkle
Designer: Susan McKinley Ross
Publisher: Schmidt Spiele

The game sounds easy: You form and elongate rows of the 
same color or the same shape to score points! You draw 6 
pieces. The player with most correlations in these 6 pieces 
lays out a row. Then in turn each player can place one or 
more pieces to form new rows or to extend existing rows or 
exchange 1-6 pieces for new ones. In rows of the same color 
each shape can only be present once, and in rows of the 
same shape each color only once. Newly placed pieces must 
have contact to other pieces already placed, but not neces-
sarily to each other. You score points for each piece in each 
row that you form or extend.
Version: multi * Rules: de fr it * In-game text: no

Tile placement game for 2-4 players, ages 6+

Rapa Nui
Designer: Klaus-Jürgen Wrede
Publisher: Kosmos

You are a Chief on a South See island and populate your 
village or build moais, stone statues. You acquire sacrifice 
cards, place card(s) of one kind – lumberman, priest, hunter 
& gatherer or moai, draw card(s) and initiate a scoring. If you 
build a moai a sacrifice round follows. Sacrifice cards now 
placed influence the value of your own sacrifice cards at the 
end of the game. At the end of your turn all score the card 
type in their display that was revealed by drawing card(s). 
You score fame points or wood. In the end you win with most 
fame points from moais, wood, sacrifice cards and fame chips.
Version: de * Rules: de * In-game text: no

Resources management game for 2-4 players, ages 10+

Rappel Zappel

Publisher: Hasbro

The dancing centipede, a green wiggling caterpillar, is still 
on the move! In this edition players need not be noisy them-
selves, Giggle Wiggle is bringing its own music and wriggles, 
shakes and waves all his green arms, slowly or fast, in tune 
with the music. All players hold tongues and use them to 
place all marbles on the arms of wiggling Giggle Wiggle. A 
fast fun game that is more of a challenge than a first glance 
would let you suppose. Depositing the marbles requires a lot 
of hand-eye-coordination and a very steady hand.
Version: de * Rules: de en * In-game text: no

Action and balance game for 2-4 players, ages 5 and up

Rasend schnell
Designer: Reiner Knizia
Publisher: Die Spiegelburg

The games product range of „Die Spiegelburg“ has been 
extended by a new range of card games that are presented 
under the heading of „Das besondere Kartenspiel“. Currently 
the range offers with four titles: Affenzirkus, Bremer Stadt-
musikanten, Monster-Alarm und Rasend Schnell. 
Rasend Schnell: The challenging race has been started; the 
cars are overtaking each other left and right to obtain the 
best position for the race to the finish. Where will your car 
end up? A breathtaking card game where driving in the 
slipstream can offer you an advantage. 
Version: de * Rules: de * In-game text: nein

Card game with a racing topic for 2-4 players, ages 6+

Ratuki

Publisher: Hasbro

Cards in the five color sets show their number either as a 
number, the number word, raised fingers, simple lines or as 
eyes of a die. You must collect at least 100 points with your 
cards to win the game. You start stacks of cards, place cards 
there in order of their value, and if you can place a Five, you 
pick up the complete stack. You can only discard cards using 
one and always the same hand. A useless card is put on your 
face-down discard pile. When your draw pile is empty you 
end the current round. Number of cards won minus number 
of cards in your draw pile and your discard pile = points of 
the round.
Version: de * Rules: de en * In-game text: no

Card discarding game for 2-5 players, ages 8+
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Regenbogenland
Designer: Ilse Dreher
Publisher: Amigo

All players together collect the stolen colors of the rainbow. 
You roll and move. A forest animal gives you a color drop. The 
fairy gives you a drop and another move. You may bestow a 
dice roll on another player. To escape from the spots of Magi-
cian, Robber, Witch Hut, Snake and Spider you need an exact 
roll; then you can roll again and pick up the color drop there. 
When all have passed the Witch Hut, the Magician moves 2 
steps in every round. When all colors have been found and 
all players reach the end of the rainbow before the magician 
arrives there, all players have won together. Series: Ö+Koo
Version: de * Rules: de * In-game text: no

Cooperative dice game for 2-6 players, ages 4+

Regenbogen Schlange
Designer: Brigitte Pokornik
Publisher: Amigo

Players try to lay out the longest possible rainbow snakes. 
A snake always comprises a head, at least one middle part 
and a tail. In your turn you draw a card and place it next to 
another card corresponding in color. You can turn the card to 
do so. If you can complete a snake, you can take it. If a card 
you draw cannot be placed with any snake, you must place 
is separately and thus start another snake. Separate snake 
parts can be combined to one snake if you have a fitting card. 
When all cards have been drawn you win if you hold most 
complete snakes. New edition of the game in a new design.
Version: de  * Rules: de en fr kr nl  pl * In-game text: no

Placement game with colors for 2-5 players, ages 4+

Régents
Designer: Joel Boutteville
Publisher: Krok Nik Douil

1286 the Scottish king fell off his horse and died, and a regent 
was chosen for his 4 year old daughter. With the English Kind 
Edward I. acting as a mediator the Scottish clans meet to 
choose the regent. Majorities in the key businesses of a king-
dom – politics, military, religion, finances and trade – win you 
influence points. You try to keep the size of your influence 
secret to have better chances to reach your own goals. After 8 
rounds the game is scored, to be alone in a privileged region 
scores 3 additional points.
Version: fr * Rules: en fr * In-game text: no

Game on majorities for 3-5 players, ages 12+

Repello
Designer: Arne Holmström
Publisher: Piatnik

Repello is an abstract game on pieces that repel each other 
when meeting. Players try to use their “Repeller” to cause 
pieces to fall off the board to score points. The distance a 
repeller can move is determined by the first number it steps 
on in a move. You leave one of your own markers on the spot 
that you vacate when you start your turn. When repellers 
meet on the board they repel each other to a minimum of 
one empty spot between pieces. The more the repellers there 
are on the board the more unpredictable the outcome of 
possible chain reactions! In the end you win with most points 
from pieces you pushed off the board.
Version: de * Rules: de en se * In-game text: no

Pushing and repelling game for 2-4 players, ages 9+

Rette die Million!

Publisher: Ravensburger

In this quiz game based on the TV show a quizmaster plays 
against a team. The team starts with coins representing 1 Mil-
lion Euro and plays up to 8 rounds. In each round you must 
answer a question based on a choice of 4, 3 or 2 answers. 
You can place the total amount of money on the answer you 
believe to be correct or split the money on several answers. 
In each round you must leave one of the answers without 
money and leave the corresponding spot empty! Money that 
you put on wrong answers is lost. The team that stays in the 
game longest or wins the highest amount of money wins 
the game.
Version: de * Rules: de * In-game text: yes

Game based on the TV show for 2-6 players, ages 12+

Rettet die Fische!
Designer: Marion Sandner
Publisher: Piatnik

Fire! We need fire fighters! And this means danger for the 
fishes living in the pond. The more water the fire fighters 
take out the narrower the living space for the fishes gets. 20 
fish tokens in five colors are placed onto the 6 water areas 
of the pond. Now you roll the die: When the die shows a fish 
color, you save a fish of this color from the pond. When the 
die shows flames, the fire fighters need water and you must 
relocate the fishes in one of the water areas to save them. 
When all the fishes have been saved before the fire fighters 
empty the pond, all players win the game together.
Version: de * Rules: de * In-game text: no

Cooperative dice game for 2-8 players, ages 4+

Risiko

Publisher: Hasbro

The original Risk was the predecessor of all conflict simula-
tion games and all strategic position games. In this new 
edition all is different. You need not conquer certain ter-
ritories according to your objective card. Instead you must 
control a certain number of territories or the most territories 
when the “cease fire card” appears, both in the introductory 
game. In the standard game you simply need to eliminate all 
opponents. Territories you control earn you bonus troops. To 
attack you move troops into territories, and then such attacks 
are resolved by rolling and comparing dice.
Version: de * Rules: de en * In-game text: no

Tactical dice game for 2-5 players, ages 10+

Risiko deluxe

Publisher: Hasbro Parker

The classic mix of strategy and dice is re-launched with re-
edited rules as a new luxury version of the game. According 
to the new rules you now can end and win the game already 
after three accomplished missions. The components of the 
game have been changed, too. Cavalry, canons and infantry 
have been replaced by arrows in different sizes. You choose 
a location for your capital and for 15 more cities in several 
territories, which must be defended like the capital. In a more 
challenging level you can receive commendations for mis-
sions accomplished. In the variant “Officer’s Club” the game 
ends with the liberation of the whole world!
Version: de * Rules: de en* In-game text: yes

Tactical dice game for 3-5 players, ages 12 and up

Risiko Evolution
Designers: Rob Daviau, Chris Dupuis
Publisher: Hasbro

You settle new worlds and fight new wars there. Those wars 
change with the game and influence later games. New and 
individually adaptable are factions, resources etc. When 
playing more games you introduce new components and 
eliminate others for good, the game has its own “memory”! At 
the start of a turn you can swap cards for stars or play a deficit 
card. Then you can go to war or recruit troops, and then you 
can advance, attack and move troops, as in the normal Risk. 
Merits earn you stars; four stars win you the game. If you 
win a game, you receive a rocket. In time a personal game 
evolves, as winners name continents or cities.
Version: de * Rules: de en * In-game text: yes

Conflict simulation with dice for 3-5 players, ages 13+
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Ristorante Italia
Designers: Riccardo Guerra, Giulio Guerra, Marco Mutta
Publisher: Red Glove

Italian cooking! You can finally enjoy it as a restaurant owner! 
You must make up the menu, write recipe cards, buy the 
ingredients on the downtown market, enlarge the restaurant, 
maybe even teach the chef to cook: in 4 phases you do 
everything to collect most points for the best restaurant. 
The phases are made up of rounds, in which you have two 
actions, and maybe events, a VIP guest or visits by restaurant 
critics. The rules offer two versions, with recipes for beginners 
and recipes for experienced cooks; both allow for different 
strategies to win, you can concentrate on economy or you 
can prefer quality.
Version: en * Rules: en it * In-game text: some

Economics game for 2-5 players, ages 10+

Robby Robbe

Publisher: Goliath

Robby loves to play. He is happy and applauds when you 
throw colored rings over his head, like Hula Hoops. Robby is 
assembled and placed on his rock. The hoops are distributed 
to the players who one by one throw a hoop at Robby from a 
distance of about 1 meter. If you manage to throw the hoop 
over Robby’s head, Robby applauds and cheers you and you 
are awarded a fish. If you manage to be the first to collect 
three fish you win. If there are not enough hoops for all 
players, simply take some off Robby again. If you play on your 
own, try to score as many hits as you can with 6 hoops.
Version: de * Rules: de * In-game text: no

Dexterity game for 1 or more players, ages 4+

Rolit

Publisher: Goliath

A very attractive variation of the classic Reversi or Othello 
principle: You flip a piece over from an opponent’s color to 
your own color. The game features four-sided “balls” set into 
a dented 8 x 8 board. The game starts with four balls in four 
colors in the center of the board.  In your turn you set a ball 
onto the board. If you manage to surround opposing balls 
with your own, turn the encased balls over to your own color. 
A ball is surrounded when two of your balls sit left and right 
of an opposing ball. The winner is whoever has the majority 
of balls on the board when all balls are placed.
Version: de * Rules: de en fr nl and others * In-game text: no

Abstract placement game for 1-4 players, ages 7+

Roll & Play Extra!
Designer: Sid Sackson
Publisher: Schmidt Spiele

The dice are rolled and you forms two pairs, add their values 
and mark the sums on your sheet, the 5th die is marked extra. 
Each die is used only once. All in all you can mark 3 different 
extra numbers and decide to mark one again or mark a new 
one. If the roll contains one of your extra numbers, you must 
mark it, if possible. If you must mark the last spot for an extra 
number, your game ends. When all have finished, you total all 
rows – Rows that reached positive areas score those values, 
rose still in the negative each score -200, unmarked rows 
score 0. The player with the highest total wins.
Version: multi * Rules: de fr it * In-game text: no

Dice game for 1-6 players, ages 8+

Roll & Play Fiese 15
Designer: Steffen Benndorf
Publisher: Schmidt Spiele

Task stripes show dice with a total of 15 dots. You try to set 
out dice accordingly, the more the better. 10 random stripes 
are stacked and one is turned up, showing 6 dice of different 
colors. You roll the dice and then place all dice showing the 
same number of dots or fewer dots than the die of that color 
on the stripe. You can reroll unused dice or stop and mark 
your score. But, if there is no valid die in a roll, also in a reroll, 
you note the value of the dice on the stripe you could not 
match. There are bonuses for placing 5 or 6 dice. After 10 
stripes you win with the highest score.
Version: multi * Rules: de fr it * In-game text: no

Dice game for 2-6 players, ages 7+

Roll & Play Geizen
Designer: Leo Colovini
Publisher: Schmidt Spiele

You start with 18-25 chips, throw all your dice into the tower 
and set aside at least one die. This you repeat until all dice are 
set aside. Then you place chips onto the board, into the first 
free spot of all rows corresponding to a die value. You take 
chips for green and red spots from your own stock and for 
yellow spots from a general stock. No chip is placed for a 6. 
If you place a chip on a red spot, you can take all chips from 
that row, and all other players must relinquish chips accord-
ing to the arrow mark of the row. If you are out of chips, the 
game ends, and the player with most chips wins the game.
Version: multi * Rules: de fr it * In-game text: no

Dice game for 2-5 players, ages 7+

Roll & Play Kniffel extreme

Publisher: Schmidt Spiele

Players in turn roll all 6 dice. In this new edition of the classic 
game, one of the dice is a 10-sided die, introducing new pos-
sibilities and probabilities, 9 challenges wait to be mastered. 
After the first roll you decide how many dice or if you any dice 
want to re-roll in your 2nd and 3rd roll. You can re-roll dice 
already set aside in a previous roll. After three rolls the latest 
you must note your result, for discarding a chip you can roll a 
4th time. If you cannot mark a result you must strike off a box. 
When all players have filled their last box, you add results and 
bonuses and win with the highest score.
Version: multi * Rules: de fr it * In-game text: no

Dice game for 2-4 players, ages 8+

Rolling Bones
Designer: Henning Poehl
Publisher: Sphinx Spiele

The game comes with 18 dice, six each for left and right side 
of the body as well as the middle, complete with gravestone 
and hat. Numbers on the dice indicate sequences of bones. 
You roll for as complete a skeleton as you can manage, each 
buried one scores point. You play to 100 points to win. You 
roll all dice and lay out bones in a sequence without gaps. Is a 
gravestone in the roll, you can bury the skeleton and score or 
can go on rolling to complete the skeleton. Such additional 
roll cost you 1, then 2 etc dice per roll, which you must set 
aside and you must add a bone to the skeleton after each roll.
Version: de * Rules: de en * In-game text: no

Dice game for 2 or more players, ages 10+

Rubik’s Code

Publisher: Jumbo

The colored squares, familiar from the classic Rubik’s Cube, 
are combined with the color codes from the equally classic 
code guessing game to result in Rubik’s Code: You shake the 
dice box with 9 colored dice. This results in a color pattern, 
which is the code of the round. The code must be guessed 
with the fewest possible number of turns by the other player. 
A shifting turn alternates with a question/answer turn; the 
guesser gets information on placements from you. The ques-
tion/answer system differs from the classic one; the guesser 
gets direct answers from you, the code giver.
Version: de * Rules: de * In-game text: no

Placement puzzle for 2 players, ages 8+
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Rubik’s Race
Designer: Ernö Rubik
Publisher: Jumbo

Rubik’s Cube, all the rage in the early eighties with its 
separate colored cubes that you could twist and turn has 
provided inspiration for a big range of secondary products. 
Rubik’s Race is one of them. You shake the dice box with the 
9 color dice and thus produce a color pattern. If you are the 
first to imitate this pattern by sliding around the colored tiles 
in your own frame, you close the lid on the pattern and have 
won the race.
Version: de * Rules: de en * In-game text: no

Sliding puzzle for 2 players, ages 5+

Ruhm für Rom
Designer: Carl Chudyk
Publisher: Lookout Games

Rome has been devastated by fire and needs to be rebuilt. 
Players use contract cards, which are played for orders, but 
can also be used as clients, construction material, buildings 
or money. As active player you play a card for a role or draw 
cards, all others can follow your role or draw cards. Roles 
allow building for influence or transfer of cards into private 
coffer, material reserve or to clients; the cards used for this go 
into the open display, which in turn can be used with roles. If 
an end of game condition is met, you win with most victory 
points from influence, private coffers, merchant bonuses and 
special buildings.  
Version: de * Rules: de en es fr it hu pl * In-game text: yes

Card-driven management game for 2-5 players, ages 12+

Rummikub Original
Designer: Ephraim Hertzano
Publisher: Piatnik

Rummikub is a tile placement game with numbers, similar to 
the classic card game Rummy. You lay out rows of numbers of 
the same color or groups of identical numbers. You start with 
14 random tiles and draw one tile per round until you can go 
out. The minimum value of rows or groups to go out is 30. 
Then you can add tiles to your own display or the displays of 
other players. Jokers replace a number and can be exchanged 
for this number. You can also rearrange the display. If you can 
lay out all your tiles, you win.
Version: de * Rules: de en * In-game text: no

Set collecting game with numbers for 2-4 players, ages 8+

Rune Age
Designer: Corey Konieczka
Publisher: Fantasy Flight Games

In the realms of Runebound, Descent, Runewars and Dun-
geon Quest you control one of four races. The deck building 
game focuses on scenarios with varying goals and tasks 
and of course winning conditions: from dog eat dog to total 
cooperation against a common enemy. Cards for your deck 
are acquired for gold from the stack and the stronghold of 
your race or from special scenario cards. For influence you 
can get cards from the Common play area; it also allows you 
to keep cards in hand instead of discarding them. Combat is 
played player against non-player cards. A German Edition is 
announced from Heidelberger.
Version: en * Rules: en es jp * In-game text: yes

Deck building card game for 2-4 players, ages 12+

Rush Hour
Designer: Nob Yoshigahara
Publisher: Thinkfun

Up to eleven cards and four lorries got caught in a traffic jam; 
you need to find the escape route to the exit for your own 
red car by shifting cards around. 40 cards show situations 
of varying difficulty from simple to expert pose intriguing 
challenges. You start with relatively simple jam-simulations. 
Logical and three-dimensional thinking, planning ability and 
concentration are trained, if necessary solutions can be found 
on the back of the cards. Three separate expansions with one 
new car and 40 cards each are available.
Version: de * Rules: de en * In-game text: no

Shunting game for 1 player, ages 8+

Safranito
Designer: Marco Teubner
Publisher: Zoch

Players bid for spices or actions by throwing chips onto 
certain areas of the board. Bids of fellow players must be sur-
passed or weakened by pushing chips off. A round comprises 
1) throwing chips, 2) action according to the area, for the 
owner of the highest chip (extra throw, additional spice card, 
reserve a dish or chef ) as well as 3) buying and selling spices 
and 4) cooking of dishes with spice cards. The chef deter-
mines the order of spices for selling and buying and he starts 
the cooking of dishes. If you are first to cook three dishes with 
the necessary spices, you win.
Version: multi * Rules: de en fr it * In-game text: no

A game of bidding and action for 2-4 players, ages 10+

Sagaland
Designers: Alex Randolph, Michel Matschoss
Publisher: Ravensburger

You will succeed the king if you are first to point him to three 
treasures in the forest of Sagaland. You search the wood by 
rolling a die and moving accordingly. If you meet another 
searcher, he goes back to the village. When on a blue spot 
you may check the tree next to it for the treasure. If you 
locate the treasure shown on the current card, you go to the 
„key“ spot in the castle and name the tree. If you are correct, 
you take the card. In the Benign Fairy version a roll of 7 
gives you the Fairy and you have another turn. You cannot 
be sent to the village while you hold the Fairy. New 30 Year 
Anniversary edition.
Version: de * Rules: de * In-game text: no

Dice and memory game for 2-6 players, ages 6+

Sake & Samurai
Designer: Matteo Santus
Publisher: Albe Pavo

You are a wild and thirsty samurai warrior willing to do 
anything for the last cup of sake, so you will win with most 
drinks markers at the end of a sudden death play-off. But 
sake impedes your abilities, each drink blocks one of your 
resources. Fortunately, warrior actions use up alcohol again. If 
you are eliminated in Sudden Death, you turn into a spirit of 
Emna, the God of Death, and try to steal sake from the living. 
According to detailed rules you play the phases cards with at-
tack, move, iaido (only while you are sitting down) and drinks, 
then minion move and attack, draw cards and wield weapons 
for the turn of your opponent.
Version: en * Rules: en * In-game text: yes

A game of conflict and resources for 3-8 players, ages 13+

Sampo
Designer: Jussi Autio
Publisher: Tuonela

Sampo is a magical artifact, once meant to be a wedding gift 
and now in the centre of intense rivalry for it. You collect sets 
of cards, as powerful as possible, and cast mighty spells to 
ensure that power and prosperity stay with your people. You 
place cards to your side of a common board and reveal either 
the color or the value of the cards. In round One you place 3 
cards each; in round Two you also place cards to the middle 
position for spells. At the end of each round opposite sets 
are compared, Pohyola discards cards from comparisons lost 
in this round. If you win the second round by winning more 
comparisons, you win the game.
Version: multi * Rules: de en fi se* In-game text: no

Card placement game for 2 players, ages 8+
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San Juan
Designer: Andreas Seyfarth
Publisher: Ravensburger / Alea

San Juan is a card game based on the board game Puerto 
Rico. Players start with 4 cards in hand and in turn choose 
builder, merchant, overseer, prospector or alderman. If you 
choose a role, you implement its action plus the privilege, 
then all other players implement the action, but without 
privilege. Actions are building, producing, taking a card or 
selecting a card. Cards are buildings, goods and money at 
the same time. Laid-down cards as buildings influence pos-
sible actions. The first player who has laid out 12 buildings 
ends the game, the player with most victory points from the 
buildings wins.
Version: de * Rules: de en fr nl * In-game text: yes

Card management game for 2-4 players, ages 10+

Santiago de Cuba
Designer: Michael Rieneck
Publisher: Eggertspiele

Business and pleasure in Santiago de Cuba: You move the car 
to a Cuban or to the harbor, any distance. The 1st step is free; 
each additional one costs 1 Peso. A Cuban gives you goods, 
victory points or money. In the harbor you initiate delivery 
of goods for all players. When this results in a ship departing, 
a new one arrives. If you caused this, you determine the de-
mand on the new one. Then you move your marker into one 
of the buildings determined by the Cuban, which must be 
empty. You may use it; its owner earns a victory point. When 
the 7th ship departs, the game ends and you win with most 
victory points after a final scoring.
Version: de * Rules: de en * In-game text: no

Placement and acquisition game for 2-4 players, ages 10+

Sarena
Designer: Christophe Boelinger
Publisher: Ludically

A simple aim: To have more pieces at the game than all oth-
ers. At the start of the game you draw a marker and look at 
the color at its bottom, this is your secret color. A simple basic 
rule: You must make a move, that is, move a piece or a stack 
from one circle along a line into an adjacent circle. When the 
target circle is empty, you must turn piece or stack over after 
the move. You cannot split a stack and a stack can hold up 
to 4 pieces. If no piece or stack can be moved any more, you 
take pieces and stacks showing your color on top and count 
all pieces thus collected. If you have most, you win!
Version: multi * Rules: de en es fr it nl ru * In-game text: no

Abstract placement game for 2-4 players, ages 8+

Schachen
Designers: Heinrich Glumpler, Matthias Schmidt
Publisher: Mücke Spiele

Chess in 30 minutes, without a board. As it was to be 
expected, the rules had to be changed slightly to match that 
announcement, but then this again opens up new possible 
strategies. As in chess you must checkmate the king. You 
start with a formation of king and four pawns, the remaining 
pieces are shuffled and stacked, three you take in hand. 
First, you must move a piece and then introduce one from 
your hand to the board and draw a piece from the stack. The 
board has no limits; to eliminate a piece you can move on 
any square, otherwise only on squares adjacent to squares 
with pieces.
Version: de * Rules: de * In-game text: no

Abstract placement game for 2 players, ages 6+

Schatzkiste

Publisher: Ravensburger / Alea

On occasion of the 10 year jubilee of alea the company 
releases a collection of expansions to six different alea games. 
All these expansions can only be played together with the 
base game. You can leave rules and materials in this treasure 
chest or store them with the individual games. 
In the Year of the Dragon – The Great Wall of China & The 
Super Events; Louis XVI – The Favorite; Notre Dame – The 
New persons; Puerto Rico – New buildings & The Nobles; San 
Juan – New buildings & The Events; Witch‘s Brew! – 6th Player 
components, Die Amulets – Magical abilities; The Princes of 
Florence – Muse, Princess & Player Rules
Version: de * Rules: de en * In-game text: yes

Collection of alea games expansions for 2-6 players, ages 9+

Scheibenwelt Ankh-Morpork
Designer: Martin Wallace
Publisher: Kosmos

The Patrician, Lord Vetinari, is missing and the factions fight 
for leadership. Each player draws a character/faction at the 
start; this is also his personal winning condition. In your turn 
you play a card and draw cards. You can implement all, some 
or none of the action on the card you played, an “event” must 
always be implemented. Minions and buildings in areas 
give you advantages. You win when your personal victory 
condition is filled at the start of your turn: either minions or 
majorities in areas, 8 unrest markers on the board, 50 units of 
money, exhausted draw pile or victory by points.
Version: de * Rules: de en es fr pl * In-game text: yes

A placement and majorities game for 2-4 players, ages 10+

Schicki Micki
Designer: Jacques Zeimet
Publisher: Zoch

Players are doorkeepers at the pheasant gala evening. If 
you are best at espying breaches of the dress code, you will 
win with the majority of cards. Cards are turned over slowly 
and all players search for umbrellas, hats, scarves, peaks, tail 
feathers or accompanying worms of the same color as well as 
ladies with 2 worms. If you find those you knock. If you find 
accessories of the same color you call out or grab a red or 
blue color depending on the valid rule for this special case. 
If you interrupt play with the right move you receive cards, 
knocking beats calling or grabbing.
Version: multi * Rules: de en es fr nl * In-game text: no

A game of reactions for 2-7 players, ages 7+

Schlacht am Buffet - Uli Stein
Designer: Martin Wallace
Publisher: Kosmos

The buffet offers yummy dishes and the mice jostle to get 
the best tidbits. A jostle happens by playing face-down cards, 
turning them up and moving the mice. If you are then alone 
in last place after such a jostle you take the dish of lowest 
value and drop out of the round. The others play another 
round. When only two mice are left the first in line gets the 
best dish, the other one nothing. When all dishes are handed 
out, you win with the highest score from all your dishes. You 
can only display one dish of a kind; previously collected ones 
are covered with a new one.
Version: de * Rules: de * In-game text: no

Placement and collecting game for 3-6 players, ages 8+

Schlag den Raab Das 2. Spiel
Designer: Max Kirps
Publisher: Ravensburger

Again, in this second game, one player plays Stefan Raab for 
the whole match; the others confront him in up to 15 differ-
ent games. In each game one of the candidates is the game 
master, who chooses the game, decides when necessary and 
allocates points – he must remain neutral all the time. Games 
come from the categories Action & Risk, Luck & Dexterity 
and Betting & Thinking, the round indicator determines the 
category. In each game another team member confronts Ste-
fan. You score points for each game won, and after all games 
played the party with most points wins. If one of the parties is 
is too far in front to be caught, it wins instantly.
Version: de * Rules: de * In-game text: yes

Game collection for 2-6 players, ages 12+
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Schlängeln
Designers: Hajo Bücken, Dirk Hanneforth
Publisher: Amigo

Colorfully ringed snakes are enticed out of the shrubs by 
guessing at the color of their rings. You draw three snakes 
from the bag and let them look out from beneath your bush 
screen with their heads. You ask another player for a color – if 
the foremost ring of that snake still behind the screen has 
that color, the snakes comes out that far and may put another 
question. When the color appears later in the snake, the 
player answers “later”. If you entice a complete snake out of 
a bush, you take and its owner draws a new one. When the 
bag is empty and then a player is out of snakes, you win with 
most snakes.
Version: de * Rules: de * In-game text: no

Game of guesses and memory for 2-4 players, ages 4+

Schmidts Katze und die Mäusebande
Designer: Kai Haferkamp
Publisher: Schmidt Spiele

Seven mice are stuck placed head first in the holes, one cat 
sits on the box. You roll the die and – if the die shows a num-
ber – you move the cat along the paws. On the paw reached 
you either switch mice or take a mouse out of a hole or hide 
a mouse, or you may secretly look at a mouse. When the die 
shows the cat, you turn the spinner and must find the correct 
mouse among your mouse tiles for the sector indicated. If 
you find it, you run once around the table and then slap the 
mouse on the table calling out “first” or “second” etc. The first 
one with a correct mouse receives a cat medal; with 5 medals 
you win the game.
Version: multi * Rules: de fr it * In-game text: no

Spotting and memo game for 2-4 players, ages 4+

Schnapp’s!
Designer: Carlo A. Rossi
Publisher: Zoch

96 picture tiles must be discovered and snatched. Each of 
the task cards show 9 images. One player must describe and 
explain the images in a way that his partner can identify 
them and snatch them from the stock of picture tiles – but 
5 of those tiles feature very very similar images! Doesn’t 
sound too difficult, but the timer is running, and time is very 
short! From round 2 on handicaps are entering the game, 
players have to face ever-changing challenges and the game 
gets more and more hectic and tumultuous. You win if you 
achieve the highest score from explaining and snatching 
images. Three additional variants are included.
Version: de * Rules: de * In-game text: no

Reaction and communication game for 3-8 players, ages 10+

Schnappt Hubi!
Designer: Steffen Bogen
Publisher: Ravensburger

Hubi, the hungry ghost, is pinching tidbits from the animals, 
and so they want to catch Hubi in the spooky mansion. To 
catch Hubi two animals must meet in Hubi’s room. In the first 
part of the game players explore the mansion and locate the 
magic door. When this door is opened, Hubi wakes up and 
can be caught in the second part of the game. The Compass, 
the electronic game unit, is the guide for the game. It knows 
the positions of players, tells them the kind of walls they 
encounter and gives hints on the location of the magical 
door or of Hubi. Series Brettspiel + Elektronik, offers three 
levels of difficulty.
Version: de * Rules: de * In-game text: yes

Cooperative deduction game for 2-4 players, ages 5+

SchuhBidu
Designer: Klaus Kreowski
Publisher: Huch & Friends

The topic of the game is shoes of the same color; you try to 
roll as many as possible and add them to your centipede. 
Each player starts with a head tile, the shoe tiles are sorted 
by color and number. In your turn you roll all three dice, set 
aside as many as you want, and reroll, up to three times, but 
you can stop earlier. You count shoes of the same color + 
joker and take a shoe tile of this or shorter length. If there is 
no corresponding tile, you lose this turn. When the last tile is 
placed, you win with the longest centipede. In a version you 
can steal tiles not in general stock from another player.
Version: multi * Rules: de fr * In-game text: no

Dice game for 2-4 players, ages 4+

Schusselhexe
Designers: Markus Nikisch, Sabine Kubesch, Laura Walk
Publisher: Haba

In the range of educational FEX games – short for Further-
ance of executive functions – this game features observa-
tion. The cauldron tiles are laid out on the cauldron spots. 
The clumsy witch starts at a cauldron, facing clockwise; the 
ingredient tiles are laid out, too. The active player looks at 
a dice result while a spell is read and then moves the witch 
in his mind as indicated by the purple die. At the cauldron 
reached, he picks up the ingredient missing there. If he is 
correct, he receives a potion tile. After four rounds the player 
with most potions wins. Additional FEX versions of the game 
are included.
Version: multi * Rules: de en es fr it nl * In-game text: no

Educational game for 2-4 players, ages 5+

Schwarz Rot Gelb
Designer: Günter Burkhardt
Publisher: Amigo

One Point card per player is laid out and you draw a color 
card. All play simultaneously, take a card and check if it fits 
into the row. A card fits if it shares no characteristic with the 
previous card; the color named, the color of the word and 
the number of words on the card must be different. Cards 
that do not fit are put back open-faced. If you are the first to 
have placed the necessary number of cards, you call “stop”. 
All rows are checked and cards after a mistake removed. Then 
point cards in descending order are awarded for descending 
length of rows. After five rounds the player with the highest 
score wins.
Version: de * Rules: de * In-game text: some

Card selection game for 2-6 players, ages 8+

Schwarzer Freitag
Designer: Friedemann Friese
Publisher: Kosmos

Before the market crashes you should buy as much silver 
and gold as you can. At the start of the game you have no 
money to do so, so you must earn money with clever stock 
market actions to be able to invest in metal. You can take 
out subsidies which cost you interest, but in the end Bad 
Banks take over your debts. You can buy shares or sell shares 
or buy silver or pass. Five silver ingots must immediately be 
swapped for gold. When the stock price for silver tops 100, 
all sell their shares, rake in all possible subsidies and buy 
as much silver as they want. Whoever owns the most gold 
afterwards, is the winner.
Version: de * Rules: de en nl * In-game text: no

Stock market game for 2-5 players, ages 12+

Schweine Schwarte

Publisher: Goliath

The pig is prepared for play: use the pig tail to press the air 
out of the tummy, and dress the pig with belt and vest. All 
hamburgers are spread out on the table, number side at the 
bottom. You roll the die, take a hamburger of the appropriate 
color and look at the number. Then you feed the hamburger 
to the pig and then press the chef hat as many times as the 
number on the hamburger demands. If the belt bursts while 
you press the hat, you quit the game. Then the pig is reset 
and the remaining players play a new round. The last player 
still in the game wins.
Version: de * Rules: de en fi fr nl * In-game text: no

Dice and action game for 2-6 players, ages 4+



2-5 ab 10 60-90 min.
2-5ab 1060-90 min.

2-
5

ab
 1

0

60
-9

0 
m

in
.

2-5

ab 10

60-90 m
in.

Gregory Daigle

Is there really

no beer on Hawaii?



66

2012

Colour codes for target groups (Headline Colour)
For children + learning
For families

With friends 
For experts

Colour codes for features (Bar in Evalution box)
Chance
Tactics

Strategy
Creativity

Knowledge
Memory

Communication
Interaction

Dexterity
Action

GABIS explanation on page 3

Schweine Schwarte das Rennen

Publisher: Goliath

The eternally hungry pig has gulped up the die – when the 
little piglets on the hunt for burgers race towards the finish-
ing line, you must press the belly of the pig to learn how far 
you can move it. Three piglets per player participate in the 
race along the burger spots. In your turn you press the belly 
of the big pig, the die tumbles and rolls and when it stops 
you know how far you can move one of your piglets. When 
your piglet ends its move on a spot with another piglet 
already there, you send this piglet back to the start. If you are 
the first to have three piglets in your personal burger finish, 
you win.
Version: de * Rules: de * In-game text: no

Roll & move game for 2-4 players, ages 4+

Schweine-Schwänzchen
Designer: Virginia Charves
Publisher: Piatnik

Players collect piglets. You roll all three dice – the first deter-
mines the colour and the second the number of piglets you 
can take. If the third die remains white, you take the number 
of piglets stated by the other two dice. For instance, a dice 
result of two tails plus blue plus white gives you two blue 
pigs. If the third die, however, shows a wolf, you must give 
back the number of piglets determined by the other dice, or 
at least as many as you can. You may not take more than four 
pigs in a color. The first player who collects four pigs in each 
of the four colors wins.
Version: de * Rules: de * In-game text: no

Dice game for 2-4 players, ages 3+

Scorpio
Designer: Paul Catty
Publisher: Piatnik

At the start of the game time credit is put on the timer for 
the teams. A question is put to the first team. Then the timer 
is started and stopped immediately when the team answers 
or passes. For a correct answer, the team’s pawn moves. In 
any other case the question goes to the next team, who must 
answer immediately without any timer action. An answer 
is correct if the bold-print part of the answer on the card is 
given. When a team has used up its time credit, it drops out. 
On the yellow square you must answer all five questions on a 
final card correctly within the remaining time credit to win.
Version: de * Rules: de * In-game text: yes

A quiz game for 4-16 players, ages 12 and up

Scorpio

Publisher: Theta-promotion

A few years ago a board for the 20-squares Game have been 
found in Iran, shaped like an eagle, a scorpio or a scorpio 
man. Rules for those boards are unknown, but components 
and arrangement of the squares allow one to draw some 
conclusions. A suggestion for the Scorpio board: You roll the 
die and place a piece on his claw; then you move it over body 
and tail across the sting out of the game. You must move 
the total number, if you cannot, your opponent must use it. 
Special rules apply for defeating of pieces and the sting. If 
you can play out more pieces than your opponent, you win 
the game.
Version: de * Rules: de * In-game text: no

Roll & move game for 2 players, ages 8+

Scrabble Original
Designer: Alfred Butts
Publisher: Mattel

For more than 60 years Scrabble has been the classic game of 
word placement and cross word games and the inspirations 
for many games with similar mechanisms. Design and box 
have been modernized and freshened up, the game mechan-
ics are the same: You draw letters from a bag and place them 
on the board in the way of crosswords to form most valuable 
words. The value of a word is the sum of the values of its 
letters, multiplied by doubling or tripling spaces for letter or 
words covered with the newly placed word. If no-one can 
place a correct word with the letters left the player with the 
highest score wins.
Version: de * Rules: de en fr it nl and others * In-game text: yes

Word placement game for 2-4 players, ages 10+

Sekigahara
Designer: Matt Calkins
Publisher: GMT Games

Sekigahara is yet another game on the conflicts in Japan in 
the Edo period that made Tokugawa Ieyasu the first Shogun 
and united Japan for 25 years. The mechanism aims on the 
creation of an authentic historic game play, the chance factor 
in this game leads to precariousness rather than being pure 
chance or luck. In the 7 weeks long conflict no dice are used, 
the confrontations are resolved with cards. Armies without 
suitable cards do not fight. Dependability or entitlement is 
expressed by the number of cards you own, which changes 
every week with the number of fortresses you control.
Version: en * Rules: en * In-game text: no

Historic conflict simulation for 2 players, ages 12+

Shakespeare Carduta
Designer: Ayako Yoshimi
Publisher: Carduta / Japon Brand

An old, traditional Japanese card game by the name of 
„Hyakunin Isshu“ features short, ancient Japanese poems. 
Shakespeare Carduta picks up the mechanics of this game, 
but uses quotations from Shakespeare’s plays. There is a set 
of cards with quotations from the tragedies and one set with 
quotations from the comedies. The complete set features 
both decks with 48 cards and 48 picture tiles. The word-
picture tile only shows half of the quotation. You announce 
a word card, all search for the picture tile, the first to find it 
gets it.
Version: multi * Rules: en jp * In-game text: yes

Memo game with quotations for 3-6 players, ages 7+

Shitenno
Designer: Cèdric Lefebvre
Publisher: Ludonaute

In Japan’s Edo Era you are one of Tokugawa Ieyasu’s samurais. 
The game is based on „sankin-kotai“, which made spend the 
daimyos one year in Edo and one year in the provinces. One 
round equals two years: In Edo you try to acquire resources 
from the Shogun. The higher ranking player makes an offer to 
the next rank, who can accept or decline; if nobody accepts 
the offer stays with the player who made it. Then the next 
rank makes an offer based on the remaining goods, etc. When 
in the provinces you use the title you acquired in Edo and win 
the favor of the Shogun by controlling provinces.
Version: multi * Rules: de en fr * In-game text: no

Placement game for 2-4 players, ages 12+

Siberia
Designer: Reiner Stockhausen
Publisher: dlp Games

Siberia is known for its resources of raw materials. We want 
to mine them and sell them for the best possible profit. 
Rounds comprise two phases: 1) Draw action tile and place 
it on the board 2) implement actions until all have passed. 
When a region is empty after mining resources there, it is 
depleted and is closed, you cannot find resources there using 
the action “explore”. When 8 regions have been depleted of 
resources or when three of five resource supply areas are 
empty, the round is finished and then you win when you 
have most money.
Version: multi * Rules: de en fr * In-game text: no

Placement and acquisition game for 2-4 players, ages 10+
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Sidi Baba
Designer: Perepau LListosella
Publisher: Hurrican Games

Sidi Baba’s band opens the cave with „Open, Sesame“, facing 
the chief bandit as a group. The game is played in real time. 
You as Sidi Baba’s men should enter the maze, find the 
treasure, split it fairly and escape from the maze. The chief 
bandit wants to stop you, he is the game master. Each lamp 
you possess burns for three minutes. The game master gives 
hint on the maze, but you cannot make a note of them. Don’t 
squabble to long over decisions or shares of the treasure, 
because when your lamps have been spent you all lose 
together. If you escape, the richest player wins. Live role 
playing on a board!
Version: multi * Rules: de en es fr * In-game text: no

Search & position game in real time for 3-7 players, ages 14+

Sieben unter Verdacht
Designer: Reiner Knizia
Publisher: Gmeiner Verlag

Murder has happened; seven well-known gangsters have 
been arrested. You need to find the real culprit using clues. 
These are gathered from a series of confrontations – a witness 
always names the number of culprits among the suspects. 
The game master is the witness and makes the statements. 
He takes the top card from the stack to represent the solu-
tion. Then he takes another card and places clue stones on 
it. Players choose a suspect card and the game master places 
clue stones again. The fewer clues you need to solve the 
crime the better you are!
Version: de * Rules: de * In-game text: no

Crime card game for 1-5 players, ages 12 and up

Siebenpunkt
Designer: Cyril Bucher
Publisher: Fata Morgana

You are a modern farmer and work environment friendly 
and farm ecologically. Your aim is to enhance the variety of 
species around your farm. You choose landscape tiles, place 
them on your own acres and watch animals: Animals in the 
current display are checked for finding their habitat on your 
acres, are marked accordingly and set aside. The habitat 
must correspond exactly to the shape shown on the animal 
card and provide the necessary nutrition. Landscapes can 
be built over. After 6 rounds the presence of habitats for all 
marked animals is checked again and your score adjusted 
accordingly.
Version: multi * Rules: de fr * In-game text: no

Placement game with an Eco topic for 2-5 players, ages 9+

Die Siedler von Catan
Designer: Klaus Teuber
Publisher: Kosmos

The 19 land hexes on the island of Catan must be settled. 
Resources, landscapes, settlements and roads need to be 
constructed, developed and kept up. Resources are wool, 
bricks, wood, ore and grain. They can be traded and used for 
construction. To win you need to collect 10 victory points 
from settlements, cities, development cards or Longest Road 
and Largest Army. On occasion of the 15-Year-Jubilee the 
German-language box and components were redesigned. 
Settler addicts can look forward to the limited special edition 
in a wooden box, with wooden parts, including the expan-
sion for a 5th and 6th player.
Version: de * Rules: de en fr it nl jp and others * In-game text: yes

Settlement and progression game for 3-4 players, ages 10+

Die Siedler von Catan 5+6
Designer: Klaus Teuber
Publisher: Kosmos

This set provides an extension to the basic game of Settlers 
of Catan. It contains the necessary material for playing the 
game with 5 or 6 players. There are additional rules for using 
the extension set. The components have different backsides 
to those of the basic game, a very user-friendly way to ensure 
easy separation of extension and original game. The basic 
rules of the game remain the same; the first player to collect 
10 victory points is the winner. This set, too, has been re-
launched in Germany on the occasion of the 15-Year-Jubilee 
of the original game.
Version: de * Rules: de en fr it nl jp and others * In-game text: yes

Supplement for Siedler von Catan for 3-6 players, ages 10+

Die Siedler von Catan Seefahrer
Designer: Klaus Teuber
Publisher: Kosmos

The Settlers of Catan Seafarers is an expansion for the Game 
of the Year 1995, offering 16 different scenarios, which of 
course use components from the basic game. At sea roads 
turn into shipping lanes and ships, and wool and wood are 
necessary to build ships. Rules for the different scenarios 
always demand a specific selection of components and pro-
vide different victory conditions. This expansion can only be 
played together with the basic game and the German edition 
has also been re-launched with new graphics and new com-
ponents to celebrate the 15-Year-Jubilee of the basic game.
Version: de * Rules: de en fr it nl jp and others * In-game text: yes

Expansion for Die Siedler von Catan for 3-4 players, ages 10+

Die Siedler von Catan Seefahrer 5+6
Designer: Klaus Teuber
Publisher: Kosmos

In accordance with the basic game there is an extension to 
the Seafarer expansion, enabling 5 or 6 people to play. They 
have a choice from 16 different scenarios, for which they use 
the basic game plus extension and the Seafarer expansion 
plus extension. At sea roads turn into shipping lanes and 
ships, and wool and wood are necessary to build ships. Rules 
for the different scenarios always demand a specific selection 
of components and provide different victory conditions. The 
German edition of this extension has got a face-lift, too, for 
the 15-Year-Jubilee of Settlers.
Version: de * Rules: de en fr it nl jp and others * In-game text: yes

Supplement for Siedler von Catan for 3-6 players, ages 10+

Die Siedler von Catan Städte & Ritter
Designer: Klaus Teuber
Publisher: Kosmos

Catan is threatened by Barbarians while players rival to ex-
pand a city to a metropolis using wares for new development 
cards. When the barbarians are not defeated, they pillage a 
city belonging to the player who supplied the fewest knights 
for the defense. This expansion for Settlers of Catan transfers 
many elements from the card game to the board game. As 
all other expansions, Cities & Knights can only be played 
together with the basic game. To complete the series, the 
German edition has been re-launched for the 15-Year-Jubilee 
of the basic game.
Version: de * Rules: de en fr it nl jp and others * In-game text: yes

Expansion for Die Siedler von Catan for 3-4 players, ages 10+

Die Siedler von Catan Städte & Ritter 5+6
Designer: Klaus Teuber
Publisher: Kosmos

Again, in accordance with other expansions, there is an 
extension for this Cities & Knights expansion to enable 5 and 
6 players to join the fun: In this expansion Catan is threatened 
by barbarians and wares can be used to develop a city into 
a metropolis. Again, the expansion + extension can be com-
bined with the basic game or other expansions. As always the 
basic game is required. As a novelty, many elements featured 
previously in the card game have been transferred to the 
board game for this expansion. To go with the other games, 
the German edition of this extension has been re-launched.
Version: de * Rules: de en fr it nl jp and others * In-game text: yes

Supplement for Siedler von Catan for 3-6 players, ages 10+
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Die Siedler von Catan Händler & Barbaren
Designer: Klaus Teuber
Publisher: Kosmos

Catan is booming: Caravans come out of the Southern 
desert, in the North the Catan Council is built and barbarians 
threaten cities. Knights fight the barbarians and new settlers 
build bridges in the East. The variants  „The Friendly Robber“, 
„Catan Event Cards“, „Harbormaster” and „Catan for Two“ as 
well as the scenarios for the campaign – including „The Fisher-
men of Catan“, „The Rivers of Catan“, „The Caravans“, „Barbarian 
Attack“ and „Traders & Barbarians“ – can be combined with 
each other and also with scenarios from the other expan-
sions. German edition re-launch for the 15-Year-Jubilee.
Version: de * Rules: de en fr it nl jp and others * In-game text: yes

Expansion for Die Siedler von Catan for 3-4 players, ages 10+

The Settlers of Catan Traders & Barbarians 5+6
Designer: Klaus Teuber
Publisher: Kosmos / Mayfair

This is the necessary extension to the Traders & Barbarians 
expansions for Settlers of Catan to complement all other 
extensions and make this one playable for 5 and 6 players. 
All scenarios of this expansion and also The Campaign, 
comprising five consecutive scenarios, can now be played by 
5 or 6 people in any combination with other scenarios from 
the Seafarer or the Cities & Knights expansions. You need the 
basic game, the extension for the basic game and the expan-
sion Traders & Barbarians. And, of course, this extension has 
also been re-launched in its German version on occasion of 
the 15-Year-Jubilee.
Version: de * Rules: de en es fr it jp * In-game text: yes

Extension to Settlers of Catan for 3-6 players, ages 10+

Die Siedler von Catan Aufbruch der Händler
Designer: Klaus Teuber
Publisher: Kosmos

The traders of Catan wend their ways to Europe, based on the 
rules of Catan. They found offices in cities and bring furs from 
the north, cloth from Flanders, wine from the south, spices 
from India and, most important, salt. You start with three 
offices, build trading routes on water and land in analogy to 
roads and engage traders. Traders move by discarding grain 
and are changed into offices on free cities. Offices earn you 
wares. Traders move by discarding salt and sell wares. If you 
connect isolated cities to trade routes you earn gold. If you 
have sold all your wares you win.
Version: de * Rules: de en fr it nl jp and others * In-game text: yes

Settlement and progression game for 3-4 players, ages 12+

Die Siedler von Catan Das schnelle Kartenspiel
Designer: Klaus Teuber 
Publisher: Kosmos

As usual, you buy settlements, cities, city extensions and 
roads and buy knights for your display. 5 resources cards are 
laid out for the market, 3 are dealt to each player. You start 
with a settlement and a road, A-side up. In your turn you can 
exchange resources cards according to special rules, build 
building cards and draw resources cards. For building costs 
you discard resources cards from your hand. If you build a 
knight or road and the stack is empty, you take the card from 
your next neighbor in the direction indicated by the Fate 
Card. If you own 10 victory points in your turn, you win.
Version: de * Rules: de en * In-game text: yes

Card game for 2-4 players, ages 8+

Die Siedler von Catan Junior
Designer: Klaus Teuber
Publisher: Kosmos

In the junior version of the Settlers game one builds pirate 
camps on islands and ships to reach those islands, all paid 
for with commodities. You start the game with two camps 
already built. You roll the die and receive commodity cards. 
If you roll a 6, you relocate the Ghost Pirate, who can only 
block. Five commodities are available from the market. You 
can swap cards with fellow players, with the market or the 
draw piles. Knight cards are called “Parrot Coco helps” cards. If 
you have most of them, you can place a camp in the fortress 
for free. The first player to place all his camps wins the game.
Version: de * Rules: de en fr fi it nl kr * In-game text: no

Dice and progression game for 3-4 players, ages 6+

Simon Flash

Publisher: Hasbro

Four Simon games in one! The technology already known 
from Boggle Flash is used now also for the Simon mechanism. 
The cubes recognize each other and remember your wins 
and your scores. “Simon Lights off” demands that you ar-
range the cubes in a way that makes all lights go out. “Simon 
Shuffle” wants you to arrange the cubes in the original pat-
tern after lights have scrambled. “Simon Secret Color” wants 
you to find the sequence that makes the same color appear 
on all cubes. In Simon Classic you do not re-arrange cubes, 
but press cubes to repeat longer and longer color sequences 
in correct order.
Version: de * Rules: de en * In-game text: no

Memory and reaction game for 1 or more players, ages 8+

Sind wir schon da?

Publisher: Piatnik

The classic game for children while travelling, in a fascinating 
guise. You get 5 cards and are asked to find the items shown 
on the card. The items must be outside the car! If you find 
an item, you say so and set the card aside. Then you draw a 
new card. At the end of the previously agreed playing time 
you win if you have the highest total of points on the cards 
you collected. If you draw an especially difficult item, you can 
swap it for another card, but as a penalty you must give back 
one of your already collected cards.
Version: de * Rules: de * In-game text: no

Spotting game for 2 or more players, ages 6+

Skip-Bo

Publisher: Mattel

Skip-Bo, first published in the Sixties, is a game where you 
need to get rid of your cards. You are dealt 30 cards. The 
special feature of Skip-Bo is that you do not know your cards, 
because you always see only the top card of your stack. The 
placement or discarding of cards is done following detailed 
rules on main stacks, your player stack and interim stacks. 
These stacks can help with getting rid of cards, but can easily 
hinder you, too, because cards can only be placed on a stack 
when it fits the numerical sequence of 1-12, which must be 
kept in all stacks. You win if you are first to discard your stack.
Version: de * Rules: de en fr it nl * In-game text: no

Card discarding game for 2-6 players, ages 7+

Skull & Roses
Designer: Hervé Marly 
Publisher: Éditions Lui-même

In the biker’s game you hold four cards, three with a rose 
and one with a skull. In turn you lay out a card face down. 
Then you can either add another card or challenge and name 
the number of cards you will turn over without turning up 
a skull. The others must top your bid or pass. The last bidder 
starts turning up cards with his own lay-out, then with that of 
others, always from top to bottom, but need not turn up all 
cards laid out by another player. If you win the challenge you 
turn over your mat, if you win a time you win the game. If you 
lose, you discard one of your cards face down. If you are out 
of cards you drop out.
Version: de * Rules: de en fr * In-game text: no

Bid & bluff game for 3-6 players, ages 10+
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Small World
Designer: Philippe Keyaerts
Publisher: Days of Wonder

Smallworld simulates the rise and fall of civilizations in a 
fantasy land. The land is too small to accommodate them all 
and you must enlarge your own realm, conquer neighboring 
regions and stash coins for victory. In round 1 you choose a 
combination of race and special ability, conquer regions and 
receive victory coins. In the following rounds you enlarge the 
area of your influence by conquering or you allow your race 
to disappear and choose a new one, both earn you victory 
points. If you have most of these coins at the end of the 
game, you win. Several expansions for the game are available.
Version: de * Rules: de en es fr it jp nl * In-game text: yes

Game of development for 2-5 players, ages 8+

Small World Underground
Designer: Philippe Keyaerts
Publisher: Days of Wonder

Small World simulates the rise and fall of civilizations in a fan-
tasy land. The land is too small to accommodate them all and 
you fight to keep your civilization alive. You choose a combi-
nation of race and special ability and enlarge your own realm, 
conquer neighboring regions and stash coins for victory. 
Small World Underground is a stand-alone game featuring 
new races and special abilities, supplemented by monsters 
protecting regions with Powerful Honorable Antiquities and 
Favorite Locations. This edition can be combined with the 
original Small World or played alone, it is recommended for 
experienced Small World players.
Version: de * Rules: de en es fr * In-game text: yes

Development game for 2-5 players, ages 8+

Smart Car
Designer: Raf Peeters
Publisher: Jumbo

Children from age 3 and more can play with those task cards, 
either imitate the solutions with cars and blocks or solve the 
puzzles. To solve the puzzles you must place the four colored 
blocks into the car exactly as shown on the task picture. You 
can use the blocks either horizontally or vertically. You must 
use all blocks and on the screen both eyes must be visible, all 
other eyes must be hidden. When a rectangle is not colored 
but white, the color has not been depicted.
Version: multi * Rules: de en * In-game text: no

Logic puzzle for 1 player, ages 3-8

Sorry! Bahn Frei

Publisher: Hasbro

You put together the board from one of four target areas and 
one track per player. Then you decide on one of four possible 
game variants. The basic principle is always to slide your 
pawns along the track into the target area. Take care not to 
get your hand behind the Foul line! When all players have slid 
their pawns, you score for each pawn according to its posi-
tion and move one scoring pawn accordingly. The end of the 
scoring track must be reached with an exact value! The aim 
of the game in all variants is to be the first to reach the end of 
the scoring track with all four pawns.
Version: de * Rules: de en * In-game text: nein

Dexterity game for 1-4 players, ages 6+

Sorry! Bahn frei Cars 2

Publisher: Hasbro

The snipping and sliding fun, now in the guise of Cars 2! 
You assemble a track of your choice and always try to be the 
first to snip your racing slider across the finish line. At first 
a qualifying round decides the start set-up; then the race 
begins! Each player in turn can snip his slider twice, unless 
the slider topples in the first try. When snipping you try to use 
advantages and avoid obstacles: Opponent’s Full Speed zone 
– your slider is snipped away, No-sight Zone – you do your 
next snip blind-fold, Your Own Full Speed zone - you snip 
again, Hook Zone - you get the Hook and incur no penalty 
while owning it.
Version: de * Rules: de en * In-game text: no

Dexterity game for 2-4 players, ages 6+

Soul Hunters
Designer: Ville Hankpohja
Publisher: Tuonela

Souls are the most valuable commodity of the universe. You 
start with one card each for positive and negative influence, 
5 souls are on display. You draw a card and have two actions. 
One of the actions you take from your hand, the other from 
the table. An action from your hand is placement of a Soul 
Hunter or playing of an event. An action from the table uses 
the abilities of a Soul Hunter. At the end of the round a soul is 
turned over. When all souls are turned over, you win with the 
most valuable souls.
Version: multi * Rules: en fi se * In-game text: yes

Card game for 2-4 players, ages 13+

Space Alert Unendliche Weiten
Designer: Vlaada Chvátil
Publisher: Czech Games Edition

The expansion to Space Alert introduces four independent 
scenarios which can be played individually or in any com-
bination with the basic game: “New Threats” add new white 
and yellow threats and new red threats, very difficult ones. 
“Double Action” introduces new missions for the new cards 
allowing two actions per turn. “Specializations” allow players 
to perform actions that would be impossible otherwise like 
launching rockets anywhere on the ship. “Experience System” 
- You can connect individual games by improving the skills of 
a character by experiences gained from successful missions 
and heroic deeds.
Version: de * Rules: de en * In-game text: ja

Expansion for Space Alert for 1-5 players, ages 13 and up

Space Empires
Designer: Jim Krohn
Publisher: GMT Games

A game in the best tradition of the 4X games, named 
after their four main features – explore, expand, exploit, 
exterminate. Space Empires is a game in which you set out 
to destroy your enemies. Despite the numerous possibilities 
offered by 15 ship classes, mining, terraforming, Black holes, 
lots of technology, non-playing aliens and whatever else you 
can encounter out in space, the rules are short and precise 
and provide a dense experience of reasonable duration. Solo 
scenarios supplement the experience.
Version: en * Rules: en * In-game text: some

SciFi adventure game for 1-4 players, ages 12+

Space Mission
Designer: Matt Worden
Publisher: Schmidt Spiele

Space ships use jump gates to reach far-away planets and 
galaxies and so players set out to discover unknown worlds. 
The cards in the game show coordinates for planets, for 
scanning planets and for landing on planets. For each of 
those actions you need correlation of color and numbers 
between planet and cards. You have 2 actions in a turn: You 
can draw cards, jump, fly without a card, scan, develop or 
discover. If you develop or discover you receive tiles. When 6 
to 12 empty space tiles have been turned up on planets, you 
score for space probes on the jump gate, space stations and 
points on tiles.
Version: multi * Rules: de en fr it nl * In-game text: no

Space adventure game for 2-5 players, ages 10+
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Speed Dating
Designer: Marcel-André Casasola Merkle
Publisher: Kosmos

Each player looks among the other players for the best 
correlation with his own interests in the categories travel, 
sport, culture, leisure time, esotericism and nerd stuff. All 
draw 5 hobby tiles and one tile each for name, age and job. 
In each round one player is searching and talks to each of the 
others for 45 seconds. Then he secretly chooses one person; 
the others guess at his choice and score for correct guesses. 
When both seeker and chosen partner can tell name, age and 
job of the other correctly, they can score for each correctly 
remembered hobby of the partner.
Version: de * Rules: de * In-game text: yes

Memory and communication game for 3-6 players, ages 12+

Spiel
Designer: Reinhold Wittig
Publisher: Abacusspiele

SPIEL is a game with dice, on dice, about dice, featuring 121 
dice, 40 each in three colors and 1 in a 4th color. With those 
dice you can play many different games, even games that are 
normally not associated with dice, like memory games or re-
action games or tactical games. They even can be combined: 
Play one version to assemble the dice pyramid and another 
to dismantle it again. And of course you are challenged to 
invent your own games. And if you do not want to play, the 
beautiful pyramid is a very stylish deco object, too.
Version: de * Rules: de en fr it * In-game text: no

Dice game and game with dice for 2-6 players, ages 6+

Spiel des Wissens

Publisher: Jumbo

In „Spiel des Wissens“, Galaxia is an unknown planet that 
players should explore. To do so they must move through 
the solar system on the board and travel further and further 
outwards. To travel you must answer questions, drawing on 
your general knowledge as well as knowledge on special top-
ics: Stories & Fairytales, Heroes & Villains, Cartoons & TV, Word 
and language games, Animals as well as Sports & Games. For 
correct answers on planet spots you receive knowledge rings, 
for wrong answers you must move backwards. If you are first 
to collect 6 planet rings and reach Galaxia, you win.
Version: de * Rules: de * In-game text: yes

Quiz game for 2-6 players, ages 8+

Spiele entwickeln 2011

Publisher: Fachtagung Spieleautoren GbR

The 6th book on „Deutsche Spieleautorentagung in Weilburg“ 
informs on lectures and workshops of the 2011 conference. 
Among topics touched were: „Making games in 1656“, „If 
someone else would do that“, „When a game has repercus-
sions“, „Board games with electronic“, „From the classic board 
game to the digital game“, „Vassal – play and test board 
games on the computer“, „Scorings“, „Mechanisms“, „Games as 
a reward system”, “Cooperation in game play” and also practi-
cal tips like “Present yourself and your game”, “self-publish a 
game – a management game”.
Version: de * Rules: - * Text: yes

Documentation Game Designers‘ Conference

SpongeBob Schwammkopf Labyrinth
Designer: Max J. Kobbert
Publisher: Ravensburger

Between parts that are fixed to the board you insert mobile 
parts to complete a labyrinth. One part is left over and is 
inserted at the end of one row or column This part moves all 
tiles there and one tile falls out at the other end. With clever 
use of this move you try to form a path from your man to the 
SpongeBob character shown on a task card. After inserting a 
tile you can move your man as far as you can or want. If you 
reach the character in demand, you may discard you own 
corresponding card. If you are the first to discard all cards, 
you win.
Version: de * Rules: de * In-game text: no

Sliding and position game for 2-4 players, ages 7+

Station Master
Designer: Chris Bails
Publisher: Mayfair Games

Players are station masters and compete with their op-
ponents to direct passengers to the proper trains while 
choosing the best place to assign their carriages. Passengers 
score points, when the train leaves the station. In your move 
you decide whether you put a passenger on an available train 
or add a carriage to a train in the station or whether you play 
a special card. For carriages you placed or special cards you 
played you draw a replacement. A complete train leaves the 
station and you score points for the carriage values and pas-
sengers that you have assigned to the train.
Version: en * Rules: en * In-game text: some

Railway game for 2-6 players, ages 10+ 

Steam Map Expansion #1

: Mayfair Games

Steam is a revised edition of Age of Steam. You build track, 
develop cities, enhance the range of engine and secure 
goods for delivery. Goods earn you income or victory points. 
In a round you can do the following: issue shares, determine 
order of play, choose actions, build track, transport goods. 
Then there are income, costs, loss of income, goods and 
round marker actions. You win with most victory points for 
published income and sections of finished links. Issued shares 
cost you 3 victory points each. The expansion comes with 
maps for the mid-Atlantic US states, Belgium & Luxembourg 
and the Brussels Metro.
Version: en * Rules: en * In-game text: ja

Expansion for Steam for 2-7 players, ages 12+

Stone Age Mit Stil zum Ziel
Designer: Michael Tummelhofer
Publisher: Hans im Glück

You have labored to build the village; you have acquired 
resources, have children and have food in stock. Finally, you 
prosper and can think of other things! Jewelry has been 
discovered. From simple teeth combs, rings and bracelets 
have been manufactured. Soon traders arrive, offer their 
goods and set up trading posts. You can now play with five 
players, use jewelry to acquire buildings and cards and can 
swap it. Jewelry can be bought from the trader or collected 
when hunting, jewelry is neither food nor resource. Lots of 
rule changes due to jewelry and 5th player.
Version: de * Rules: de en * In-game text: no

Expansion for Stone Age for 2-5 players, ages 10+

Story Cubes
Designer: Rory O‘Connor
Publisher: The Creativity Hub / Hutter

The attractive little box that can easily be taken along in 
your pocket holds nine dice. Each of those dice features six 
different and unique images, abstract or not, that can be 
interpreted or named in many ways. This gives you 54 images 
or terms to play with: You roll all nine dice, choose any for the 
starting die and tell a story. This story must feature all nine 
images on the dice; you choose the order in which they ap-
pear. You can play alone or in a group; in a group each player 
tells a story and you vote for the best or each player must 
continue the story by using one of the cubes.
Version: de * Rules: de en es fr it nl * In-game text: no

Narrative game with dice for 1 or more players, ages 6+
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Strasbourg
Designer: Stefan Feld 
Publisher: Pegasus Spiele

Strasbourg in the 15th century, time of the guilds: Players 
want to place family members with the guilds, build, fill 
contracts and acquire privileges, all for prestige points. Five 
rounds have 3 phases each: Planning - you take influence 
cards from your own pile and make up stacks with them. 
Action - 7 out of 9 steps are influence steps using stacks, re-
sulting in actions for players, 2 steps are building steps. In the 
Council - players score prestige points for family members in 
the Council and also privileges which later can be used in the 
action phase. After five rounds the player with most prestige 
points wins.
Version: multi * Rules: de en  * In-game text: no

Resources management game for 3-5 players, ages 12+

Stratego Original

Publisher: Jumbo

Each player has 30 pieces with different strength and effects; 
the shape of the pieces is uniform and does give no clue to 
their characteristics. At the start of the game you arrange 
the pieces to your liking. Placement of the pieces influences 
their use and effect, the opponent only sees the neutral back 
of the pieces. A standard move is one square orthogonally 
in any direction, no jumping over pieces and no move on 
occupied squares: Landscape characteristics influence move-
ment of the pieces. The player who conquers the opponent’s 
flag wins the game.
Version: de * Rules: de * In-game text: no

Position game for 2 players, ages 8+

Strauß voraus!
Designer: Fraser and Gordon Lamont
Publisher: Kosmos

Ostrich race across the savannah! The track is put together 
randomly and players move their ostriches by playing 
cards. The ostrich must end its move on the colored track 
corresponding to the card played. You may change track 
only to end on this color. Water holes give you advantages. 
Rope ways, dunes, quicksand and animals like lion, cheetah, 
porcupine or crocodile can be rather unpleasant obstacles 
on the race for the finish line. If you play a “2”, you move on 
tiptoes and avoid all danger, even when using “additional 
movement”. The one who is furthest behind the finish line in 
the last round wins.
Version: de * Rules: de en * In-game text: no

A race game for 2-5 players, ages 8 and up

String Railways Transport
Designer: Hisashi Hayashi
Publisher: Okazu Brand

After String Railways comes String Railways Transport. The 
tracks in this railway game are laid out with strings, and so are 
the board and the landscape. Players own railway lines. Those 
lines come in the shape of strings, which are placed between 
stations to connect them. Then you use those tracks to trans-
port goods to extend your companies. Contrary to stations in 
String Railways stations in this game are not assigned special 
values. You transport as much freight as you can and defend 
your territory to become King of the Railway.
Version: multi * Rules: en jp * In-game text: no

Placement game for 2-5 players, ages 10+

Suche die Unterschiede

Publisher: University Games

280 cards show either 5, 10 or 15 differences. The spinner 
determines the kind of card you take. Each player takes a card 
and tries to be the first to find them and mark them. If you 
manage this you may locate one difference on your scoring 
card and mark it while the timer runs. The others control if 
you really did find the correct number of differences. If you 
spot more differences on the scoring card you must win 
another categories round before you can mark another dif-
ference on the scoring card. If you are first to have marked all 
differences on your scoring card, you win the game.
Version: de * Rules: de * In-game text: no

Spotting game for 1 or more players, ages 7+

Suleika
Designer: Dominique Ehrhard
Publisher: Zoch

Wazir Omar is looking for bridegroom candidates for Suleika, 
the most beautiful carpets and a huge fortune are in demand. 
In your move you choose a direction for Omar, roll the die 
and move Omar accordingly. Omar must walk all steps as set 
by the die. If his move ends on the carpet of a fellow player 
you pay to this player 1 unit for each connected carpet half. 
Then you place one of your carpets on a square adjacent 
to Omar, on free squares or carpet halves. You cannot com-
pletely cover one carpet with your own. You win if you own 
the highest total of visible carpet halves and money, when all 
carpets have been placed.
Version: de * Rules: de en fr and others * In-game text: no

A game of moves and placement for 2-4 players, ages 8+

Super Rhino
Designers: Steven Strumpf, Scott Frisco
Publisher: Haba

Superhero Super Rhino needs help to climb walls. The mark-
ings on the floors = roofs show where the walls for the next 
level must be placed. You take the necessary walls, bend 
them as necessary and place them. Then you place one of 
your roofs. If the roof has a symbol, you implement it – either 
change of play direction, loss of turn or an additional roof 
for the next player, or you may place a second roof or Super 
Rhino wants to climb to this new symbol and the next player 
must move him. If you place your last roof, you win. If the 
house tumbles, you win with the fewest roofs, provided you 
have not tumbled the house.
Version: multi * Rules: de en es fr it nl * In-game text: no

Construction and dexterity game for 2-5 players, ages 4+

Super Six

Publisher: Anita Grimminger

The sticks are evenly distributed among players. You roll the 
die and place a stick into the corresponding free hole on the 
box. If the hole is occupied, you take the stick. 6 is a joker, you 
may drop a stick into hole #6. After the first round you can roll 
as often as you want, as long as you hit a hole. If you are out 
of sticks, you win. In the version with 2 dice you can use the 
dice solitarily or divide the sum in any way you like, e.g. for 
two 5s rolled you can drop 1 stick into 6 and place one into 4. 
You lose if you are the last one still owning sticks.
Version: de * Rules: de * In-game text: nein

A game of dice for 2-6 players, ages 6 and up

Sushizock im Gockelwok
Designer: Reiner Knizia
Publisher: Zoch

The Fried Worm Grill now offers sushi as well as fish bones. 
Sushi and bones pieces are laid out. You have three rolls and 
must set aside at least one die per roll. The number of sushi or 
bones you achieve earns you the corresponding piece. If you 
roll three sticks, you steal the top stone from the stack of an-
other player, four or five sticks steal any piece that you named 
before. After the third roll you must take something, in case 
of a bad roll the highest negative number. When all pieces are 
stacked, sushi score up to the height of the bones stack, all 
others are valueless. You win with the highest total.
Version: de * Rules: de en fr it nl * In-game text: no

A game of dice for 2-5 players, ages 8 and up
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Tabu

Publisher: Hasbro

Taboo has turned into the reference game for all word games, 
an outstanding party game for large groups. You must get 
your team to name the word on a card you draw from the 
pile. You can use synonyms or describe the term, but you are 
not allowed to gesture and must avoid the taboo words listed 
on the card. So for example the taboo words for „wealthy“ are 
„rich, affluent, well-off, cash and money”. If you are successful, 
the card is scored for your team. If you use one of the taboo 
words, the opposing team scores the card. Revised edition 
featuring new terms and changes in the rules.
Version: de * Rules: de en * In-game text: yes

Creative definition game for 4 or more players, ages 12+

Tabu Junior

Publisher: Hasbro

Taboo Junior is aimed at children between ages 8 and 12, 
featuring the same game mechanisms, but simpler rules. 
Cards in four categories name 2 taboo words each. Catego-
ries are “At home”, “At school”, “Animal Creation” or “Garments 
& co”. You draw a card corresponding to the location of your 
mover and describe the term to your teammates without 
using taboo words or abbreviations. You can set aside cards 
that seem too difficult and draw a new card. When time runs 
out, your mover advances the number of correctly described 
terms. The team that reaches the finish square first wins the 
game.
Version: de * Rules: de en * In-game text: yes

Creative definition game for 4 or more players, ages 8-12

Tabu XXL

Publisher: Hasbro

Another version of Taboo, featuring a track showing squares 
for different tasks. You must make your team name the cor-
rect term by using the means appropriate to the location of 
the team mover: In “classic Taboo” you must avoid forbidden 
terms. “15 words” only allows you that many words to get 
the description across, “Draw” demands drawing of the term, 
and for “Knoten-Knut” you use the purple doll to enact a 
pantomime to explain the term. “Memory” gives you 2 hints 
to remember terms already guessed. For each accomplished 
card the mover advances one step. The first team to reach the 
finish wins.
Version: de * Rules: de en * In-game text: yes

Creative definition game for 4 or more players, ages 12+

Takenoko
Designer: Antoine Bauza
Publisher: Matagot / Hazgaard / Asmodee

The tenno has received a gift from China: A Panda bear. 
This gift must be appreciated properly! So the Tenno has his 
gardeners planting bamboo in his private garden. Players 
are gardeners looking after the bamboo. They must buy land 
and irrigate it to be able to plant the three kinds of bamboo 
optimally for feeding the panda. In your move you have two 
actions. You either move the gardener marker, buy land, 
build irrigation canals, feed the panda or draw a new card. 
A weather die introduces chance into the game. If you plant 
most bamboo and feed the bear best, you win.
Version: fr * Rules: en fr jp * In-game text: no

Card placement game for 2-5 players, ages 10+

Talat
Designer: Bruce Whitehill
Publisher: Huch & Friends

The power of Three – you receive nine towers, three boards 
are laid out in a triangle. In turn you place one of your towers 
on your starting lines on two boards. Then in you move on of 
your towers, one step orthogonally or diagonally forward on 
an empty spot. You must make a move! If you move on an op-
ponent’s starting line, your tower stays there. Your own tower 
can defeat towers on adjacent squares if the tower is one 
size smaller or has the same size and fewer corners! When 
two boards are frozen, that is, no defeating is possible, you 
score for defeated towers and your own towers on opposing 
starting lines.
Version: multi * Rules: de en fr nl * In-game text: no

Placement game for 2-3 players, ages 9+

Tante Trudels Trödel
Designer: Steffen Bogen
Publisher: Zoch

While strolling through Tante Trudels Trödelladen you choose 
what you put in your shopping trolley to match the weight 
of the rummage of the day as closely as you can. First, the 
rummage of the day is determined and placed before the 
scales. Then you roll the die and can take something off the 
row of shelves you reached, or put something back, or swap 
something, or use a voucher. Tante Trudel stands at the exit 
with her scales. When all have reached her, all purchases are 
weighed against the rummage. You win if your purchases are 
lighter. Should several purchases be lighter you win with the 
heaviest of them.
Version: de * Rules: de * In-game text: no

Assessment and collecting game for 2-4 players, ages 7+

Tempo, kleine Schnecke

Publisher: Ravensburger

One of the first board games a small child can play as soon 
as it is old enough to roll a die and to count up to two. Six 
snails crawl across the meadow. You move a snail when you 
roll the colour. Each player can move any snail. The game has 
handy and pretty components that can be easily handled 
by very small children. The snails sit firmly on the board and 
the children cheer each snail passing the finishing line. If you 
play with older children, you can assign snail colours to the 
players.
Version: de * Rules: de en fr gr * In-game text: no

Dice game on colorsc for 2-6 players, ages 3-7

Tempo Tempo
Designers: Thomas Liebscher, Susanne Kummer
Publisher: Huch & Friends

Quick reactions are in demand! All try to match a pattern card 
with the corresponding animal. Each player holds a set of ani-
mal cards featuring a cow, a hare, a dog, a cheetah, a hyena 
and a ladybug. A pattern card is turned up and each player 
searches his animals for this pattern and places the animal 
with the pattern card. When the butterfly on both cards faces 
the same direction, the cards are correct. The fastest player to 
place the correct animal gets the pattern card. If you place a 
wrong animal you must discard is together with the pattern 
card. When all pattern cards have been turned up, you win 
with most of them.
Version: de * Rules: de * In-game text: no

Reaction game for 2-4 players, ages 4+

Test of Fire Bull Run 1861
Designer: Martin Wallace
Publisher: Mayfair Games

In 1861 Bull Run was the first land battle in the American 
Civil War – Confederate troops under General Beauregard 
defending Virginia were facing Union troops under General 
McDowell who wanted to end the rebellion quickly and 
reunite the factions. Command opportunities are determined 
by dice and action cards, the goals in the game are different 
for both parties: The Union troops win if the conquer Manas-
sas Junction or rout the Confederate army; the Confederates 
win if they defeat or rout the Union army, conquer Centreville 
or simply hinder the Union to win.
Version: en * Rules: en * In-game text: yes

Conflict simulation for 2 players, ages 10+
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The Ares Project
Designer: Brian and Geoff Engelstein
Publisher: Z-Man Games

Ares Project is an audacious program to terraform and colo-
nize Mars. You lead one of the factions competing for it. Each 
faction – Terrans, Kahoum, Colossus and Xenos – has its own 
deck of cards, buildings, upgrades, attacks, special powers 
and plays its card behind a screen. When you lay down an 
attack card, you choose an opponent; you both drop your 
screens and battle for control of the Frontier, i.e. the center 
of the table. Whoever controls the Frontier scores points and 
also has the ability to attack player bases directly. Conquer 
your opponent’s to win instantly, or have the most points 
when the game ends.
Version: en * Rules: en * In-game text: yes

Card game for 2-4 players, ages 13+

The Boss
Designer: Alain Ollier
Publisher: Blackrock Editions

In the course of several rounds you play cards and with 
each card you get more information on which revenue or 
sanctions can be expected in a town that you control due to 
a majority there. If you have most gang-members in a town, 
you get the revenue or must implement the sanctions. If you 
go to Chicago, you must share the revenue with the Boss, Al 
Capone. In each round you can, if you like, place gangsters 
into a town and must select and discard one of your town 
cars. A gangster that was placed cannot be taken back. If you 
have most money after the last round, you win.
Version: multi * Rules: de en fr * In-game text: no

Tactical bluff game for 2-4 players, ages 10+

The Castle of the Devil
Designers: Michael Palm, Lukas Zach
Publisher: dV Giochi

The passengers in the coach are members of two powerful 
secret societies on search for their allies. Information is 
gained when items change hands. You can swap an item, 
attack another player, pass or announce victory. In case of 
an attack the not directly involved players support attacker 
of defender, the winner either learns profession and secret 
society of the loser or takes a look at the loser’s luggage. If 
you believe that your society owns the necessary items and 
hold of them yourself, you can announce victory. If you name 
the owners of the item correctly, your team has won.
Version: multi * Rules: de it * In-game text: yes

A card game of deduction for 3-8 players, ages 12 and up

The City
Designer: Tom Lehmann
Publisher: Amigo

Build a city in 20 minutes? This is your task in The City to 
collect income and victory points. In each round you lay out 
a card face down and then pay the cost of adding it to your 
city using your remaining cards in hand. The bigger your city 
the more cards you can draw for your income. For some cards 
certain conditions must be met to add them to the city, oth-
ers may only appear once in your city and some yield income 
and victory in relation to other cards in the city. If one player 
reaches 50 points, a last round is played. After this, the player 
with the highest score wins the game.
Version: de * Rules: de * In-game text: yes

Card Placement game for 2-5 players, ages 10+

The Phantom League
Designer: Timo Multamäki
Publisher: Dragon Dawn

You are captain of a space ship and start your quest for fame 
and renown as a Nobody. From level three on the scale you 
must decide whether you want to be famous or notorious 
and must further your career by trade, piracy, exploration of 
new star systems and elimination of rivals from other Leagues 
as well as by completing missions. A movement phase is 
followed by an action phase, you can mine resources, take 
up fuel, attack spaceships or dock. If you dock at ships, space 
stations or planets you have additional actions. If your ship is 
destroyed you go out of the game.
Version: multi * Rules: de en * In-game text: yes

SciFi Development game for 2-6 players, ages 12+

The Phantom League Mostly Harmless
Designer: Timo Multamäki
Publisher: Dragon Dawn

You are captain of a space ship and start your quest for fame 
and renown as a Nobody. From level three on the scale you 
must decide whether you want to be famous or notorious 
and must further your career by trade, piracy, exploration of 
new star systems and elimination of rivals from other Leagues 
as well as by completing missions. The Mostly Harmless 
expansion introduces new docking and mission cards that 
show recognition markers relating to the chosen path of a 
player. Other new features are an additional pirate’s nest, the 
spaceship Cobra and double-sides combat card.
Version: multi * Rules: de en * In-game text: yes

Expansion for The Phantom League for 2-6 players, ages 12+

Think Denk-Pfade
Designer: Reiner Knizia
Publisher: Ravensburger

60 tasks pose puzzles involving path formation. 11 path 
tiles are used to connect stones of the same color. The tasks 
are getting more difficult with ascending numbers and you 
should master tasks in numerical order. There are folders 
giving first hints, second hints and solutions in case you need 
help. You do not always need all tiles and there is only one 
solution for each task. Always, two stones of a color need 
to be connected with a path. Tiles cannot cover stones or 
obstacles and cannot be placed on top of another tile. Paths 
in a crossing must be continued in straight direction.
Version: de * Rules: de * In-game text: nein

Logical placement game for 1 player, ages 14+

Thunderstone Drachenturm
Designer: Mike Elliot
Publisher: Pegasus Spiele

Players are adventurers searching for Thunderstones. You 
assemble your own deck of adventurers. In each turn you visit 
the village or the dungeon or rest. Cards that you played are 
discarded to your own personal pile; destroyed cards go out 
of the game. In the village you acquire cards, in the dungeon 
you use all cards in hand, and while resting you can exchange 
cards or destroy cards. At the end the player with most vic-
tory points in his deck wins. This new expansion features new 
solitaire rules, new dungeons and new campaign rules! The 
Portal of Doom has opened, but the two Thunderstones in 
the Dragon Tower might help!
Version: de * Rules: de en * In-game text: yes

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

Tick Tack Bumm
Designer: Los Rodriguez
Publisher: Piatnik

This game of words offers an attractive combination of as-
sociation elements with action elements. You have cards with 
groups of letters or syllables and a special die that sets the 
location of the letters or syllables in the word you must name. 
The bomb is activated and players in turn name a correct 
word and pass the bomb to the next player. If you hold the 
bomb when it “explodes” – it makes noises reminding you of 
an explosion – you get the letter card of the round. You may 
only pass the bomb when you have found a correct word 
corresponding to the demands of card and die.
Version: de * Rules: de en fr nl * In-game text: yes

Vocabulary and association game for 2-12 players, ages 12+
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Tick Tack Bumm Junior
Designer: Los Rodriguez
Publisher: Piatnik

The fast award-winning word and association game is 
presented in a junior version. The “Tick Tack Bumm“ gimmick 
is started and no one knows how long it will tick. A card is 
turned up. If you hold the gimmick, you must name a word 
that is somehow connected to the image on the card. If the 
word is correct, then you can pass the bomb to the next 
player. If you hold the gimmick while it goes “kaboom” and 
stops ticking, you must take the card. Then a new round is 
started with turning up a new card and starting the gimmick 
again.
Version: de * Rules: de * In-game text: yes

A game of association for 2-12 players, ages 5 and up

Tick Tack Bumm Kartenspiel

Publisher: Piatnik

Fast thinking, a quick wit and a good vocabulary are neces-
sary to win this card version of the bomb game. You hold a 
term card, turn up a letter card and name a word correspond-
ing to both cards as fast as possible. In case of a correct an-
swer you pass on the card. The next one turns up a new letter 
and names a new word. If you wait more than 10 seconds, the 
round ends and you keep the term card. If the bomb turns 
up in the letter stack, the round ends, too. When the bomb 
appears in the term stack, the game ends and the player with 
fewest term cards wins.
Version: de * Rules: de * In-game text: yes

Vocabulary game for 2-5 players, ages 8+

Tick Tack Bumm Party Edition
Designer: Los Rodriguez
Publisher: Piatnik

This is another version of the word and association game in 
combination with action elements. The categories have been 
changed in this edition. „Movers“ asks for persons whose 
name starts with the current letter; „Mixers“ describes a 
scenario, „Makers“ demands word combinations, „Shakers“ of-
fers a jumble of letters that need to be make into a word, and 
„Original“ asks for words that contain a given combination of 
letters. For this category the original die is used to determine 
the place in the word for the letter combination. If you hold 
the bomb when it explodes, you take the card.
Version: de * Rules: de en fr nl * In-game text: yes

Vocabulary and association game for 2-12 players, ages 12+

TieBreaker
Designer: Ted Alspach
Publisher: Bezier Games

The second biggest problem for players? Ties! You’ve been 
playing for hours and then your favorite enemy gamer an-
nounces serenely „in case of a tie there are several winners“. 
Absolutely inacceptable! The designer of TieBreaker is of the 
same opinion and offers an enormous selection of ways to 
decide ties. Funny, and a self-evident sequel to Start Player! 
50 cards and a huge TieBreaker Meeple take care of the prob-
lem; ties will never be a problem for you. Of course, the goal 
is not to achieve victory with a tie breaker; you only want to 
prevent your favorite enemy gamer from winning.
Version: en * Rules: en * In-game text: yes

Satirical card game for 2-99 players, ages 13+

Tiere und ihre Kinder

Publisher: Ravensburger

As fits the age of the target group, this game is designed 
as a two-part puzzle and is aimed especially at children of 
age 2 1/2. The parts are made from thick, hard-wearing, so 
called “primary” material and withstand being chewed. The 
parts show animals and baby animals. Parts only fit together 
if grown-up animal and baby animal belong together. This 
game is a nice and well-working possibility to enjoy lovely 
animal pictures and at the same time get some first impres-
sions of how different baby animals can be from their parent 
animals.
Version: de * Rules: de * In-game text: no

A game of combinations for 1-4 players, ages 2-4

Time No Time
Designer: Roberto Fraga 
Publisher: Goliath

Time No Time brings fast action against time! You must 
solve short tasks as quickly as you can before the final alarm 
sounds. If it is your turn when the alarm goes off, you take a 
penalty Flash Marker. If you must take the third marker, you 
have lost the game. The first player presses the button on 
the timer, draws a card, and solves the task as quickly as pos-
sible. Then he passes on the card holder. Tasks include body 
movements, dexterity, sounds, imitations, spelling, touching 
something of a certain color but also moving along to the 
next chair and thus taking over the penalty markers of your 
neighbor.
Version: de * Rules: de fr nl * In-game text: no

Party and action game of action for 2-8 players, ages 8+

Timmy das Schäfchen Schäfchen Karussell
Designer: Gunter Baars
Publisher: Ravensburger

Timmy the little lamb meets all his friends in the nursery 
school and they play together, this time with colors. Timmy is 
dressed in different colors and you should guess which color 
Timmy will show when coming out of nursery school. The 
lambs are placed randomly into the carousel, 4 are hiding in 
the nursery school. In your turn you roll the die to determine 
the number of lambs coming out. Each player gives a guess 
which color the lamb sitting next to the red arrow at the end 
of the carousel turn will. If you guess correctly, you win a toy 
chip. If you collect 5 toy chips, you win.
Version: multi * Rules: de fr it * In-game text: yes

Memory game on colors for 2-4 players, ages 4+

Tipp-Kick Classic

Publisher: Mieg

The tabletop soccer game with the classic mechanism: You 
press the button on the foot of the player figure, the foot 
shoots forward and hits the ball. The system offers expansion 
and extension packages, for instance „Pro Team Sport Kicker“ 
from the Tipp-Kick-Bundesliga. National teams and well-
known teams are available in their dresses. A junior edition 
and special editions like „Alpen-Edition“ as well as an edition 
for the Women’s World Championship are available.
Version: de * Rules: de * In-game text: no

A game of table top soccer for 2 players, ages 6 and up

Tiptoi – Starter-Set Stift + Spiel

Publisher: Ravensburger

The core of this new learning system is the tiptoi pen. If you 
touch book pages or game boards, he tells things worth 
knowing, plays sounds and voices for you, sets you tasks, and 
guides you through challenging riddles and searches. An 
optical sensor converts invisible codes imprinted into books, 
games and even a globe into sounds. The pen grows with its 
users – at the beginning there comes a starter set with the 
pen, and then you can use this pen for all books, games and 
other products within the system. The necessary files can be 
downloaded free of charge from the Internet.
Version: de * Rules: de * In-game text: yes

Device for the tiptoi system for 1 player, ages 4 and up
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Tiptoi – Starter-Set Stift + Buch
Designer: 
Publisher: Ravensburger

To facilitate the entry into the new audio digital teaching 
and learning system tiptoi features the pen, which changes 
invisible codes into sounds. This starter set offers the pen 
and a book. It lets you play interactively, but without screen 
or monitor, the pen only uses sounds. It tells stories, poses 
questions and tasks, and gives facts and lots of information. 
In the starter set the pen is accompanied by the book “Wieso? 
Weshalb? Warum? Entdecke den Bauernhof“. The pen allows 
children their individual tempo. The books tell lovely stories 
and impart profound information at the same time.
Version: de * Rules: de * In-game text: yes

Starter set for the tiptoi system for 1 player from ages 4-8

Tiptoi In Deutschland unterwegs
Designers: Ursula and Wolfgang Kramer
Publisher: Ravensburger

This game offers an interactive audio tour across Germany. 
You visit the most beautiful locations, landscapes and monu-
ments. Each player is assigned six destinations to visit. You 
travel by car, but there are only two cars that must be used 
by all players together. During your journey you must answer 
questions correctly. If you are first to have visited all assigned 
destinations, you start the end game where you can score 
points once more. At the end you win with the highest score 
from visited locations and correctly answered questions. 
Questions and information are provided by the tiptoi pen. 
Series: tiptoi
Version: de * Rules: de * In-game text: yes

Interactive audio geography game for 1-6 players, ages 7+

Tiptoi Memory Rekorde im Tierreich

Publisher: Ravensburger

24 pairs of cards show familiar and exotic animals for playing 
a standard memory game, if you collect most pairs you win. 
The tiptoi pen offers additional ways to play: You can touch 
a card before turning it over to get some information if 
this card is the one you are looking for or if you should try 
another card. In another version you play sound memory and 
find the animal pairs based on their individual sounds. In the 
challenge variant the pen offers ambiguous clues and you 
must combine those clues to find the card pairs. All versions 
can be played in the solitaire variant. Series: tiptoi.
Version: de * Rules: de * In-game text: yes

Memory game for 1-4 players, ages 5+

Tiptoi Tom & Tina Die geheimnisvolle Maske
Designers: Heinrich Glumpler, Marco Teubner
Publisher: Ravensburger

The first adventure of Tom and Tina is not a game, but a lively 
and living story, in which the player can interfere and take 
an active part. Therefore the end of the interactive game is 
uncertain – it depends on the player! Can he make the right 
decisions and solve the difficult tasks and puzzles to assist 
Tom and Tina to reveal the secret: Their Uncle Richard has 
disappeared. His diary furnishes them with an allusion to a 
mysterious mask. This mask could help to find Uncle Richard, 
but there is a secret opponent who tries to erase any clues. 
Series: tiptoe, Tom & Tina Abenteuerspiele.
Version: de * Rules: de * In-game text: yes

Interactive audio adventure game for 1 player, ages 7+

Tobago
Designer: Bruce Allen
Publisher: Zoch

Players search and find treasures on a variable board, differ-
ent for each game. They play clues for paths to the treasures 
and thus narrow down the number of possible treasure loca-
tions. If a location is definitely found, the first player to reach 
the location with his car seizes the treasure. The treasure is 
distributed among all players who gave hints for its location. 
A move comprises placement of a treasure card, marking, and 
movement of the car. You can collect amulets which protect 
you from cured treasures and offer other advantages. When 
all treasures are distributed, you win with most gold.
Version: multi * Rules: de en fr hu nl * In-game text: no

A game of treasure acquisition for 2-4 players, ages 10+

Tohunga

Publisher: Grubbe Media

Cat’s Cradle is the name of the game in English, Fadenspiele 
in German, or also lifting threads, as you lift loops over fin-
gers, especially when playing in pairs. This edition gives basic 
rules for all cat’s cradle games: The loops are named for the 
fingers they are looped around and the threads are named 
for the finger they belong to, e.g. front thumb thread. The 
tasks have a different difficulty rating and offer lots of fun 
with a classic mechanism, either alone or in pairs. You can 
change the figures according to taste or invent your own 
thread creation. Edition SOS –Kinderdörfer Spiele aus aller 
Welt – Tahiti
Version: de * Rules: de * In-game text: some

Dexterity game for 1-4 players, ages 6+

Tohuwabohu
Designers: Matthias Prinz, Inka and Markus Brand
Publisher: Kosmos

Players must follow building instructions and do this by con-
structing and tearing down buildings and placing the correct 
pieces. You receive building cards of different colors stating 
different conditions. You turn up the first card and have 15 
seconds for a turn. If you can finish a building correctly, you 
turn up the next card. If not, you continue to build in your 
next move, but meanwhile all others have used the construc-
tion for their purposes. There are building rules, but only the 
card conditions must be met, the look is not important. The 
first to implement all task cards wins the game.
Version: de * Rules: de * In-game text: no

Construction game for 2-4 players, ages 8+

Tohuwabohu Berühmt Berüchtigt
Designer: Laufriedo Steinstätter
Publisher: Ravensburger

Tohuwabohu Berühmt Berüchtigt! is part of series of compat-
ible party games. The theme of each task in this edition is 
famous people. At first you collect 2-3 items per player from 
around the house, then you lay out task cards, equal to the 
number of players plus 2. Players choose one they like and 
implement it. When they are done, they place their color 
card next to the task card and can start a new task. When a 
minimum of one color card is next to each task, the round 
ends and tasks are checked; for proper implementation the 
task card is handed over. After 6 rounds the player with most 
cards wins.
Version: de * Rules: de * In-game text: no

Party game for 3-6 players or teams, ages 12+

Tohuwabohu Einfach Tierisch
Designer: Laufriedo Steinstätter
Publisher: Ravensburger

Tohuwabohu Einfach tierisch! is part of a series of compatible 
party games. The theme of each task in this edition is animals, 
e.g. note 6 animals without A or I. At first you collect 2-3 items 
per player from around the house, then you lay out number 
of players +2 task cards. Players choose one they like and 
implement it. When they are done, they place their color 
card next to the task card and can start a new task. When a 
minimum of one color card is next to each task, the round 
ends and tasks are checked; for proper implementation the 
task card is handed over. After 6 rounds the player with most 
cards wins.
Version: de * Rules: de * In-game text: no

Party game for 3-6 players or teams, ages 12+
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Tournay
Designers: S. Dujardin, X. Georges, A. Orban
Publisher: Pearl Games

After the assault on Tournay by Normans in 881 the town 
should be kind of resurrection, we are charged to coordinate 
the military, religious and administration efforts and to 
enhance the attractiveness of the town with buildings. You 
govern a quarter in the town as well as its citizens and you 
start with 2 citizens of each class, whom you can use to apply 
two of five possible actions. The more citizens you have the 
more cards you can draw; the game is card-driven and you 
try to use optimum combinations of cards; you can save 
money with cards, hire citizens with cards, use buildings with 
character cards …, and an expansion is already included.
Version: multi * Rules: de en fr * In-game text: no

Card management game for 2-4 players, ages 12+

Toystick

Publisher: Noris Spiele

A talking and reading pen, an interplay for the user of things 
seen and things heard. In each of the books spotting games 
and games demanding answers are integrated. The toystick 
offers the operations of reading, repeating, translating, play-
ing, making music, riddles and puzzles or listening to music. 
Files for products that will be published later can be down-
loaded using the USB port. If you use a product touch the 
LIZBEE symbol on the cover. This activates all functions of the 
book or the application. The pen has volume control and you 
can add and replay your own texts and music, using stickers.
Version: de * Rules: de * In-game text: yes

Electronic playing unit for 1 player, ages 3+

Toystick Materialien

Publisher: Noris Spiele

Books and other applications are complementing Toystick, 
the talking reading pen. The Toystick offers the operations 
of reading, repeating, translating, playing, making music, 
riddles and puzzles or listening to music. For use with Toystick 
products for several age groups and for various topics are 
available, currently for English, General knowledge, Language 
boosting, entertainment and mathematics. The range covers 
fairy tales as well as vocabulary, adventures in the forest as 
well as numbers and calculations, and new products are 
scheduled for regular release.
Version: de * Rules: de * In-game text: yes

Supplement for the electronic unit for 1 player, ages 3+

Trench
Designer: Rui Alipio Monteiro
Publisher: Runadrake

Trench is a short and precise description of the game 
mechanics. Invade or control territories by controlling the 
trench. If you now expect a tabletop with miniatures, you will 
be astonished – Trench is an elegant abstract game in black 
& white. The units are arranged on a diamond-shaped board, 
separated by the abovementioned trench, the graphics of 
the board are the source of some optical illusions! Armies 
comprise several units, which can cover different distances 
and move in different ways, depending on their rank. You 
must defend your own units and catch opposing ones. If you 
control the trench, you have some strategic advantages.
Version: multi * Rules: de en es pt * In-game text: no

Abstract position game for 2 players, ages 12+

Tribun und Brutier-Erweiterung
Designer: Karl-Heinz Schmiel
Publisher: Heidelberger Spieleverlag, Moskito Spiele

In the guise of a member of a Roman patrician family you 
look for influence, power and political offices. A victory 
condition card drawn at the beginning is valid for all. A round 
comprises the following phases: place cards, place men, score 
regions, take over fractions, and use their special abilities and 
auction chariots. If you fulfil the necessary number of victory 
conditions, you win. The Brutier expansion with components 
and rules for a 6th player introduces an additional board - 
you can place men of the same color on the slave market, 
into the “Patronat” only those of different color – and offers 
changes in the scoring.
Version: de * Rules: de en es fr * In-game text: yes

Political development game for 2-5 players, ages 12+

Tricky Bid
Designer: Hilko Drude
Publisher: Winning Moves

A trick you win gets you a share of the bidding! Cards are 
used for bids and for tricking, so how to use them? 80 cards 
have values 0-15 in 5 colors, you hold 12 or 16 cards. Before 
each trick in which you must follow suit you place one card 
open-faced on the table for a bid. If you win the trick, you 
get your bidding card and also every other bidding card of 
this color. Then you turn up a new card if you want trump 
to change, and the player to the left of the current starting 
player becomes the new starting player. After a number of 
rounds equal to the number of players the winner is the 
player with the highest total.
Version: de * Rules: de * In-game text: no

Trick-taking card game for 2-4 players, ages 12+

Tridio Twist

Publisher: Productief

In the tradition of the prime father of all puzzles based on 
twisting parts, Rubik’s Cube, and based on all other puzzles 
that demand the correct alignment of sides in relation to 
other sides of parts, Tridio Twist also offers a collection of 
tasks to solve. The game consists of three different elements 
which must be used for the solution. Each element is made 
up from a different number of cubes, and each cube has sides 
of different colors. The tasks demand constructs which you 
must imitate; the elements must be aligned correctly with the 
correct colors showing at the outer sides.
Version: de * Rules: de nl * In-game text: no

3D arrangement puzzle for 1 player, ages 8+

Triominos deluxe

Publisher: Goliath

This game is one of the classic samples of placement games. 
The principle comes from Dominoes: You place a tile next to a 
tile with identical numbers on the sides that touch. The differ-
ence is in the shape of the tiles. Triominos tiles are triangular 
and show different numbers in the three corners. Placement 
rules correspond to those in Dominoes: equal numbers next 
to each other, but in this case of course two numbers on each 
tile. According to the shape of the tiles the game is packed 
into a triangular box, and also features elegant and functional 
storage racks.
Version: de * Rules: de en nl and others * In-game text: no

Tile placement game with numbers, for 1-4 players, ages 6+

Trivial Pursuit Disney

Publisher: Hasbro

This is one of the all-time favorite Trivial Pursuit topics! The 
new edition in the elegant new design offers hundreds of 
images and questions on the most favored topics from the 
world of Disney! You find animation films like Toy Story 3 or 
adventure films like Pirates of the Caribbean, Theme Parks, TV 
shows or classics – all is there and something for everybody. 
As in all other editions you collect six wedges and answer the 
master question to win, but you do not play alone, you are 
member of one of two teams. Wedges can be earned in three 
different ways and a special Magic Wand reveals the answers.
Version: de * Rules: de en * In-game text: yes

Trivia quiz game for 4 or more players, ages 8+
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Trivial Pursuit Master Edition

Publisher: Hasbro

A new variant with nearly 3000 new questions and a new 
element for the game – a timer! The basic rules apply: You 
roll the die, move, and answer a question in the category 
of the space you reach. The question is read out to you and 
(new!) the timer is started. If you answer correctly before 
time runs out, you earn another turn or receive a wedge and 
have another turn, as appropriate for the space you stand on. 
Again, as usual, you go to the middle of the board when your 
mover is filled with 6 different wedges, and answer a final 
question to win. The category of this question is chosen by 
your opponents.
Version: de * Rules: de en * In-game text: yes

Trivia quiz game for 2 or more players, ages 16 +

Trivial Pursuit Steal

Publisher: Hasbro

Trivial Pursuit played with cards only! Each player is dealt five 
cards. You draw a card and play a card. In case of a Wedge 
Card the top question is read for you from the question 
card pile. You keep the card if you answer correctly. The Wild 
Wedge Card allows you to choose the category. Playing a 
Steal or Double Steal Card allows you to steal one or two 
wedges from another player. Steal or Double Steal Cards 
can be blocked by playing a Block Card. If you grab the Buzz 
Card before another player answers his question, you can 
take over this question. If you own 6 wedge cards in 6 colors, 
you win.
Version: de * Rules: de en * In-game text: yes

Trivia quiz game for 2 or more players, ages 16+

Trivial Pursuit Wetten und Gewinnen

Publisher: Hasbro

New elements for a game classic – betting and points! You 
roll the die and move. On “buy or roll” you can buy a wedge 
for 10 points or roll again. On “wedge” you answer a question 
in this category and choose the topic from the four cards 
in the Mixologist envelope. Your opponents bet on the 
outcome. If you answer correctly, you get the wedge and all 
point chips placed on “wrong”. If you answer incorrectly, you 
get nothing. All players with the correct bet earn double the 
bet. Finally, you draw a new card for the Mixologist envelope. 
You can also pay to choose topic and/or category of the final 
question to win.
Version: de * Rules: de en * In-game text: yes

Trivia quiz game for 2 or more player, ages 16+

Tschach
Designers: Pierre Clequin, Bruno Faidutti
Publisher: Heidelberger Spieleverlag

Tschach is an expansion for the classic game of chess. 50 
cards are used to drastically change a game of chess that still 
has checkmating the opposing king as its aim. You start with 
5 cards and may play one of them in each turn. If you play a 
card, you also draw a card. There are offensive cards like ”this 
piece explodes and destroys pieces on adjacent squares, too” 
but also defensive cards. These can be played during the 
opposing move or to counter cards played by the opponent. 
You cannot use a card to checkmate the king.
Version: de * Rules: de en fr * In-game text: yes

Card expansion for chess for 2 players, ages 10+

Turmbauer
Designer: Matt Mette
Publisher: Kosmos

All players build a tower together and let their men climb 
up. When the tower is done you win if your man stands 
higher than all the others. You roll 2 dice and place on block 
accordingly; you must build if you can. For a doublet you can 
choose any block. A new block must touch one already built 
with one complete area, and from round 2 on a new block 
must not touch the table. Blocks must be placed to achieve a 
checkerboard pattern. Use of a building ring changes a rule. 
The men go any distance over neutral spots or spots of your 
own color, not diagonally and not over other men.
Version: de * Rules: de en * In-game text: no

Building game for 2-4 players, ages 8+

Twister

Publisher: Hasbro

The well-known agility game does not need much: A plastic 
sheet with big colored dots, arranged in four rows, and a 
spinner. The spinner determines which hand or foot must 
touch which colored dot. The rules have stayed the same – 
only hand and feet may touch the mat, if you touch the mat 
with any other part of your body you must leave the game. 
If the spinner gives you a position that you already hold you 
must move all the same – a foot on blue must either go on 
another blue dot or the other foot must touch a blue dot. All 
in all, Twister is good training for balance and coordinated 
movement.
Version: de * Rules: de en * In-game text: no

Agility game for 2 or more players, ages 6 and up

Twister Moves Hannah Montana

Publisher: Hasbro

Twister Moves featuring the special topic Disney Hannah 
Montana is also played on a big plastic mat with colored 
dots, but your instructions how to move do not come from a 
spinner, but from a CD. The CD takes on the function of a DJ 
and regulates movements. You must accomplish the steps 
announced by the DC correctly. Each player has his own mat. 
The last one on the mat wins the game. The box contains two 
CDs and features 4 songs from the Disney Musical: The Best 
of Both Worlds – We Got the Party – Nobody’s Perfect – I Got 
Nerve.
Version: de * Rules: de en * In-game text: yes

Dancing and agility game for 1-2 players, ages 8 and up

Twister Hoopla

Publisher: Hasbro

In this edition for indoors and outdoors the mat is replaced 
by colored rings, as in Twister Hops. This time the rings 
are used differently depending on the game variant and 
the specifications of the spinner.  You need to hold them, 
together with a partner, between body parts, e.g. your heads, 
or place one part of your body on a ring of a certain color or 
move over a distance holding a ring between parts of your 
body, e.g. your knees. All in all there are five ways to play the 
game as a team or a single player using dexterity, balance 
and kinesthesia.
Version: de * Rules: de en * In-game text: no

Agility and movement game for 2-4 players, ages 6 and up

Typ Dom Super
Designer: Franz Weigl
Publisher: Piatnik

Since the late 50s Typ Dom has been the Austrian answer to 
Scrabble. The letter tiles have nooks and noses like parts of 
a jigsaw puzzle and are set into each other so that the word 
grid is securely fixed. There are several versions of the game; 
the “Typ Dom Super” edition contains 120 letters in two 
colors: vowels are red, consonants are black, and stars are 
jokers. The rules offer four ways to play: A normal cross-word 
set-up – Presto, each player makes up his own grid – Point 
Typ Dom, letters have values as in scrabble or Who is right, a 
letter is placed or added and players name a word containing 
this combination.
Version: de * Rules: de * In-game text: yes

A game of word placement for 2-5 players, ages 6 and up
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Typisch Frau typisch Mann
Designer: Reiner Knizia
Publisher: Kosmos

Women and men form teams and play against each other a 
number of rounds depending on the number of players. You 
decide on one of four answers provided for a question that 
is read out to you. The other players try to guess how you 
will answer. The answer tiles are placed in the “tower of truth” 
and then evaluated. You give one of your consensus points 
to each player who guessed correctly at your decision. For a 
correct guess you give a consensus point to the player. When 
all questions have been played or a player has used up his 
consensus stock, the winner is the player with the highest 
number of points.
Version: de * Rules: de en * In-game text: yes

A game of accordance for 2-8 players, ages 16+

Ubongo
Designer: Grzegorz Rejchtman
Publisher: Kosmos

Each player receives 12 geometric shapes in different colors; 
all shapes are made up of squares. For each round each 
player draws a puzzle tile. One player rolls the die and turns 
over the timer. The symbol rolled determines which parts you 
must use to fill the grid on your puzzle tile. Each player takes 
these parts and tries to fill his grid as fast as possible. The fast-
est player shouts “Ubongo”, moves his pawn on the general 
board and takes 2 jewels. The others go on while the timer 
runs. Each player finishing in time receives a jewel. In the end 
the player with most jewels in a color wins the game.
Version: de * Rules: de en fr it kr nl and others * In-game text: no

An abstract placement game for 2-4 players, ages 8 and up

Ubongo Die Erweiterung
Designer: Grzegorz Rejchtman
Publisher: Kosmos

Each player has 12 geometric shapes to place on the puzzle 
tiles. For each round each player draws a puzzle tile. One play-
er rolls the die and turns over the timer. Each player takes the 
parts corresponding to the symbol on his tile and tries to fill 
his grid as fast as possible. The fastest player shouts “Ubongo”, 
moves his pawn on the general board and takes 2 jewels. The 
others go on while the timer runs. Each player finishing in 
time receives a jewel. In the end the player with most jewels 
in a colour wins. The expansion contains the material for a 5th 
and 6th player and 216 new puzzles.
Version: de * Rules: de * In-game text: no

Expansion for Ubongo for 2-6 players, ages 8+

Ubongo extrem
Designer: Grzegorz Rejchtman
Publisher: Kosmos

In this version the parts you place on the grid are made up 
of hexes. Each player draws a puzzle tile, chooses a color and 
takes the parts of that color as shown on the puzzle tile. You 
try to fill your grid as fast as possible. The fastest player calls 
“Ubongo” and takes a blue jewel and a jewel from the bag, 
the fastest-but-one takes a brown jewel and a jewel from the 
bag. If the other two finish within the time limit they draw 
one jewel from the bag. After 9 rounds players add up the 
value of their jewels and the player with the highest total 
wins.
Version: de * Rules: cn de en es gr kr nl fi fr it no * In-game text: no

An abstract placement game for 2-4 players, ages 10+

Ubongo Das Kartenspiel
Designer: Grzegorz Rejchtman
Publisher: Kosmos

The game comprises 3 x 36 cards; each stack is used in two 
rounds. You are dealt 9 cards from the current stack and play 
with the white side for the 1st round and the black one for 
the 2nd round. On a signal you place 7 of your 9 cards cor-
rectly: Two cards touching each other must do so with 2 and 
only 2 symbols touching the same symbol on the other card. 
No other part of the cards may touch each other. Cards can 
be placed vertically or horizontally, branches are possible. If 
you are done you call Ubongo and score 10 points, all others 
score the number of cards placed. After 6 rounds you win 
with most points.
Version: de * Rules: de nl * In-game text: no

Card game on symbols for 2-4 players, ages 8+

Uluru
Designer: Lauge Luchau
Publisher: Kosmos

At night animals fly as dream birds around the Sacred Moun-
tain Uluru. Their special wishes where and next to whom they 
want to land must be met by the players. 8 wish cards are laid 
out and tell where the birds want to sit. Players try to place 
their birds accordingly on their personal board before the 
timer runs out. Wish cards come in five degrees of difficulty. 
Birds not placed score -1 immediately, and each incorrectly 
placed bird scores -1, too. Not always a correct solution is 
possible for each bird. Solo version and versions in different 
levels of difficulty are listed.
Version: de * Rules: de * In-game text: no

Placement game for 1-5 players, ages 8+

Undermining
Designer: Matt Tolman
Publisher: Z-Man Ganes

On an alien planet you dig for resources and use action to 
achieve short-term goals, for instance certain raw materials. 
At the same time you improve your mining vehicles and 
meet contracts in the long-term aspects of the game. In order 
to win you must earn the most money, and can use alien 
technology and resources in stock at the end of the game. 
The improvement of mining vehicles provides useful special 
abilities. And then there are open tunnels that you might use 
for energy-saving shortcuts… And, depending on the side of 
the board you use, there are different numbers of interactions 
among players.
Version: en * Rules: en * In-game text: no

SciFi-Logistics game for 2-5 players, ages 8+

UNO

Publisher: Mattel

UNO still is the most-sold cardgame world-wide and surely a 
classic among games. The mechanics of UNO are to discard 
cards; you have to take into account colors, numbers and 
symbols on the cards. In your turn you discard a card that 
matches the top card on the discard pile in either color, num-
ber or symbol. Instead of such a card you can play an action 
card. Action cards either change the order of play or let you 
draw cards or pass a turn. If you cannot play a card, you must 
draw a card from the stack. If you are down to one card in 
your hand, you must warn the other players by announcing 
“UNO”. If you can discard your last card, you win.
Version: de * Rules: de en fr and others * In-game text: no

Card discarding game for 2-10 players, ages 7+

Unter Geiern
Designer: Michael Nietzer
Publisher: Heidelberger Spieleverlag

Vultures are circling over the red-hot desert, on the lookout 
for carrion and other prey of other vultures, maybe one can 
share a meal. The desert is laid out with cards in a grid; a 
vulture can move one step that means one card orthogonally. 
Then he can land and gain prey points or fly again at the 
price of paying with pray – unless you are lucky and the ther-
mal lift carries you across the desert. Prey comes in lumps. If 
you land, you can take one bite, and again in each round that 
you are alone. If other vultures arrive, you fight for the lumps 
using special cards. 30 prey points leave you satiated and you 
are the winner.
Version: de * Rules: de * In-game text: no

Card collecting game for 2-6 players, ages 10+
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Unter schwarzer Flagge
Designer: Bruno Faidutti
Publisher: Heidelberger Spieleverlag

Privateer or pirate, all want to caper the most valuable booty 
and get away with it. Players know the ships carrying the 
most valuable treasure, but not their fighting power. You 
score for looting opposing treasures and successful defense 
of your own ships. You must choose an action: Either you sail 
by placing a ship on a treasure card or you come to port by 
choosing a ship and placing the treasure card on your scoring 
pile or you attack a ship by placing a cannon card next to it 
and turning over the ship – or you can pass.
Version: de * Rules: de en fr gr jp * In-game text: no

Position and acquisition game for 3-6 players, ages 13+

Urban Sprawl
Designer: Chad Jensen
Publisher: GMT Games

Urban Sprawl provides the abstract model of the develop-
ment of a city into an urban metropolis. Players are entre-
preneurs, tycoons and politicians getting valuable permits 
which you can use to invest or build. At the start of your turn 
you discard permits for an investment and acquire wealth. 
Then you use six action points for acquiring new building 
permits, building and calling in for a favor, which is a contract 
that only you can build. This is followed by an administration 
phase, in which events, votes for political offices and distribu-
tion of wealth and prestige happen. At the end you win with 
most prestige.
Version: en * Rules: de * In-game text: yes

Development game for 2-4 players, ages 12+

Uuups
Designer: Thorsten Löpmann 
Publisher: Amigo

2 or 3 word cards from a stock of 30 are turned up to reach a 
total of 10 or more letters. The starting player gives the beat. 
Players join the beat and say the letters of the alphabet in 
consecutive order. Letters that appear just once in words on 
the cards must be replaced with oops. In case of a mistake 
you receive an “oops card” and all must now take into account 
the letter on this card, too. The third oops card or reaching 
the letter Z without a mistake ends the round. When the last 
oops card has been given out or when there are not enough 
word cards for a new round, you win with the fewest oops 
cards.
Version: de * Rules: de * In-game text: some

A game of letters and reaction for 2-5 players, ages 8+

Valdora
Designer: Michael Schacht
Publisher: Abacusspiele

In the hidden valley untold treasures can be found. Players 
are adventurers and pick up equipment or orders in the 
towns, mine for gold and gems, and they deliver their trove 
to their customer for victory points. You can also hire artisans 
specializing in gold, silver or jewelry. If you employ enough 
artisans, you can open a workshop. Your move comprises 
movement and one action. Actions are: purchasing, loading 
gems, delivering orders and replenishing cash or supplies.  
At the end you score victory points for orders, colors of your 
artisan tiles, workshops, bonus tiles and gems.
Version: de * Rules: de en nl * In-game text: no

Logistics game for 3-5 players, ages 10 and up

Vanuatu
Designer: Alain Epron
Publisher: Krok Nik Douil

Sandy beaches, coconut trees, fish, wrecked ships and what 
else? If you want to earn money in the South Sea you can fish, 
salvage antiquities from the wrecks or look after tourists. In 
turn all players apply the phases of a round – first prepara-
tion, then choice of a new character, then choice of action 
from nine possible ones by placement of five action markers 
– you must be able to implement a chosen action – followed 
by implementing one action per round and using rest tiles. 
10 money units are automatically changed to 5 prosperity 
points. After 8 rounds and a final scoring you win with most 
prosperity points.
Version: fr * Rules: de en fr jp * In-game text: no

Resources management game for 3-5 players, ages 12+

Veni Vidi Vici
Designer: Horst Alexander Renz
Publisher: Pharao Spiele

Veni Vidi Vici is the 9th game of the designer that has been 
designed to emulate a game from ancient times; this time 
the base was Ludus Latrunculorum. Like Chess, the game is 
played on a board of size 8x8. The game takes landscape into 
account, you can attack head-to-head or from an ambush. 
The game also features regions that must be bypassed. If you 
need to retreat you can use 2 special spots, in analogy to a 
Roman fort. If you go there, think about it – you are safe from 
attacks, but in danger to be permanently besieged. Versions 
of the game are known from Persia, Egpyt and Greece.
Version: de * Rules: de * In-game text: no

Abstract placement game for 2 players, ages 12+

VerTIPPT nochmal!
Designer: Reinhard Staupe
Publisher: Heidelberger Spieleverlag

In each round you must explain a term to the guessing player. 
Each player holds 7 cards, which are also penalty points. 
Other cards are displayed in a grid showing terms. Each 
player reads one hint from his top card to the guesser. Very 
rarely this will be related to the secretly chosen term that the 
guesser must guess. You have to think around corners. After 
each hint the guesser chooses one of the term cards. If he 
is wrong, he places the card under his stack. If you give the 
hint that leads to a correct guess, you can discard two cards. 
The player with the fewest cards after a pre-set number of 
rounds wins.
Version: de * Rules: de * In-game text: no

Association game for 3-8 players, ages 14+

Villa Paletti
Designer: Bill Payne
Publisher: Zoch

Players compete to place their own pillars on the highest 
level of Villa Paletti. In your turn you take one of your own 
pillars, be it still loose or already built into a level, and place it 
one level higher. If you cannot do so, you ask for a new level. 
In case of a veto the opponent must remove a pillar of the 
player demanding the level. In case of success this pillar goes 
out of the game, otherwise a pillar of the opponent. From 
the green level upwards you score points for pillars on the 
top level and receive the seal for most points. When the villa 
tumbles, the owner of the seal wins.
Version: multi * Rules: de fr it pt * In-game text: no

A game of dexterity for 2-4 players, ages 8+

Villen des Wahnsinns
Designer: Corey Konieczka
Publisher: Heidelberger Spieleverlag

One player is the Keeper, the others are Investigators. In each 
game the investigators go to a location to solve a puzzle. 
They win or lose as a team and need courage and brains 
to find artifacts, weapons and clues. The keeper has an 
individual goal, ranging from madness for the investigators 
to the end of the world. One turn per investigator with two 
encounters and one action is followed by one turn for the 
keeper with exchange for the investigators; determine threat, 
keeper action, monster attack and event. The investiga-
tors win as soon as they find all cards, the keeper wins if he 
achieves his aim.
Version: de * Rules: de en es fr jp pl * In-game text: yes

Fantasy adventure game for 2-5 players, ages 13+



80

2012

Colour codes for target groups (Headline Colour)
For children + learning
For families

With friends 
For experts

Colour codes for features (Bar in Evalution box)
Chance
Tactics

Strategy
Creativity

Knowledge
Memory

Communication
Interaction

Dexterity
Action

GABIS explanation on page 3

Vintage
Designer: Gil d’Orey
Publisher: Mesaboardgames

Port from the Douro valley, one of the oldest wine-producing 
regions in the world! You produce port and win with most 
vintage points. You will achieve this if you use possible 
actions and scarce resources cleverly. You place an action 
marker or the foreman for the action of the round, you can 
only choose something that you can do. Possibilities are: Buy 
vinery; plant vines; harvest in all vineries – for this you need 
brandy; move boat to transport barrels and store wine, store 
room is restricted, too; age and sell wine; become starting 
player; take cards.
Version: multi * Rules: de en pt * In-game text: no

Resources management game for 2-4 players, ages 10+

Voll in Fahrt
Designer: Bob Lindner
Publisher: Amigo

Engines are shunted for the title of World Champion! You 
need to move your engines from the start into you own 
depot. Three shunting bridges change position and allow 
crossing of varying track sections. You roll the dice. The color 
die determines the bridge that is relocated, the number 
die determines the distance you must move your engine. 
If another engine blocks the track, this engine moves the 
remaining steps, your own engine stops. If an engine ends 
up on a bumper or on gravel, it goes back to the start. If you 
move your third engine to the depot, you win. A variant 
introduces a repair tile.
Version: de * Rules: de fr * In-game text: no

Shunting game for 2-4 players, ages 6+

Volle Scholle – Uli Stein
Designer: Martin Wallace
Publisher: Kosmos

You use points on penguin cards and floe cards to acquire 
the largest penguin colony. The top floe card is turned up; the 
first player places a penguin card, the others must top it with 
one or more cards of the same color or pass. The last in play 
gets the floe card and all draw as many cards as they have 
played. If you did not get the floe, you can decide to discard 
cards you played or to keep them for points. You cannot look 
again at cards won or kept. When the end card appears you 
add penguin points and floe points and score depending on 
the result. The player with the highest score wins.
Version: de * Rules: de * In-game text: no

Card game for 3-4 players, ages 8+

Volle Wolle
Designer: Alessandro Zucchini
Publisher: Zoch

All sheep defend their skin against Jacques the Shearer 
Sheep. Cards are laid out and bids made by placing pegs. 
These determine the order of play. In case of a tie the number 
of sheep decides, and bids must be met by rolling dice. If you 
can meet a bid, you take some cards, for bids not met, you 
take a wool chip. The last player receives all remaining cards 
and does not roll the dice. Wool chips modify results of rolls. 
Cards received are stacked and the top card is active. When 
all cards are given out, you win with the highest total of cards 
and wool chips.
Version: multi * Rules: de en fr it nl * In-game text: no

A game of dice for 2-6 players, ages 10+

War of the Ring
Designers: R. die Meglio, M. Maggi, F. Nepitello
Publisher: Ares Games

You command one of the armies of factions confronting 
each other in this epic struggle: The united armies of the Free 
People against the Dark Hosts of the Shadows. In this new 
edition elements from the limited Collector’s edition have 
been included; character abilities, event cards, army deploy-
ment of the dwarves, use of combat cards as well as “The 
Hunt” and the entering into Mordor have been modified. In 
this game with highly complex rules you can either win with 
military achievements or with ring-related events: The Ring is 
destroyed or Sauron corrupts the Ringbearer.
Version: multi * Rules: de en * In-game text: yes

Epic strategy game for 2-4 players, ages 12+

Warhammer Chaos in der Alten Welt
Designer: Eric M. Lang
Publisher: Heidelberger Spieleverlag

In the Old World of Warhammer players represent four 
powers of vitiation fighting for dominance. These powers 
are rewarded for ruling and devastating regions with victory 
points. All phases of the games are card-directed, and with 
50 victory points at the end of the game you win. Alternately, 
the gods excessively use their special form of threat that is 
administrated using the spinners. If you reach the victory 
mark there, you win. If no power can win the game before the 
card pile is exhausted, the Old World has saved itself!
Version: de * Rules: de en es fr jp pl * In-game text: yes

Fantasy development game for 3-4 players, ages 13+

Was ist das?
Designer: Antje Damm
Publisher: Metermorphosen

To discover the unusual in the things of daily life and to trans-
form them creatively – the renowned illustrator of children’s 
books, Antje Damm demonstrates this in a memo game 
of pairs with different images; the pairs show how you can 
turn an ordinary item into an animal. Everyday things like a 
clothes peg or an ice cream cone or a carrot are transformed 
on the second card into a crocodile or a penguin or a rabbit. 
So the 24 pairs create associations and relations and promote 
intelligence by effortless play and by encouraging a sideways 
look on things, by forcing the players to examine them more 
closely and to use their imagination.
Version: de * Rules: de * In-game text: no

A game of memory for 2 or more players, ages 5 and up

Was ist Was Junior Mein erstes Quiz
Designer: Anja Wrede
Publisher: Kosmos

In the categories Language, Environment/Everyday Life, 
Colors/Shapes and Amount/Numbers you find solutions. 
First you roll the die and move your pirate. Then you draw a 
card in the color of the spot where the pirate stands. The big 
picture shows a self-explaining question or task. Underneath 
the big picture three possible solutions are pictured. You 
choose one solution and take the card between thumb and 
index finger so that you touch the solution. If you turn the 
card over and your index finger points to the wing of the 
parrot, your solution is correct and you get the card. If you 
collect 5 cards, you win.
Version: de * Rules: de * In-game text: no

Quiz game based on the books for 2-4 players, ages 4+

Was klotzt Du?
Designers: Inka and Markus Brand
Publisher: Huch & Friends

Blocks instead of words! The explainer tries to explain the 
term from a card by using 24 building blocks, without using 
noises and without speaking, but he can move the blocks. 
He can also place a block on a category to facilitate correct 
guessing. The other players must name the gist of the term. 
If you guess correctly within the time frame, you get the 
card and - if placed – the block on a category. The explainer 
discards any colored blocks he has used and takes a new 
card. When time has run out, the explainer and successful 
guessers score points for the number of colored blocks used 
in the explanations.
Version: de * Rules: de * In-game text: ja

Definition game with blocks for 3-12 players, ages 8+
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Welches Tier passt hier?
Designers: Anja Wrede, Christoph Cantzler 
Publisher: Ravensburger

The animals want to board the train; you need to line up cars 
correctly. You start your train with an engine card, the car 
cards are laid out face down. The engine and car cards show 
a small picture of the animal that should be next in line. You 
pick up a card and check it secretly: If it shows an animal, you 
make the noise of the animal and add the card – if it fits – to 
your own train. The conductor always fits! If the card does not 
fit, put it back on the table. When the third conductor card is 
placed, the game ends and the winner is the player with the 
longest train.
Version: de * Rules: de * In-game text: no

Memo game with sounds for 2-4 players, ages 3-6

Welcome to Walnut Grove
Designers: Paul Laane, Touko Tahkokallio
Publisher: Lookout Games

As farmers near Walnut Grove we try to successfully manage 
and expand our farm. Each of the 8 rounds represents a year 
which comprises the four seasons that are played in turn. In 
spring you expand your acres, in summer you send farmers 
and laborers to the fields and produce goods in relation to 
the number of tiles in the area. In autumn you go to town and 
use the action of a building, this must be done in player or-
der, and in winter farmer and laborers need food and warmth. 
After 8 years you score for fenced areas, farmer, laborers, huts, 
barns, gold and silver coins as well as for acquisitions.
Version: de * Rules: de en * In-game text: nein

Resources management game for 1-4 players, ages 10+

Wer ist es?

Publisher: Hasbro

Each player sits in front of a portrait gallery, some show a 
beard, some sport a hat! Each player chooses a portrait and 
must find out his opponent’s choice. Alternately, players ask 
a question and close the shutter in front of portraits that do 
not fit the answer. Who is quick enough to find the correct 
portrait first? In this new edition the portraits are printed on 
an exchangeable sheet, the box comes with a second sheet 
featuring animals. Additional sheets can be downloaded from 
the web. The folding mechanism of the game makes it easy 
to transport this ideal travel companion.
Version: de * Rules: de en * In-game text: no

Logic and question game for 2 players, ages 6 and up

Wer ist es? Galerie

Publisher: Hasbro

The classic game comes with a new twist. The portraits are 
not single anymore, but come joined together on a sheet that 
is inserted into the game unit. The aim of the game is still the 
same: you must be the first to find out which portrait your 
opponent has selected. You ask questions and your opponent 
presses the button for yes or no, the unit reacts with a sound. 
You close down the portraits according to the answers. The 
sheets show funny faces, household items, well-known faces, 
kids, monsters or animals. You can play the classic Guess Who 
or Wild Guesses and two more variants.
Version: de * Rules: de en * In-game text: no

Logic and questions game for 2 players, ages 6 and up

Wer ist es? Gesichterspaß

Publisher: Hasbro

A new version of Guess Who?! Now five players can search 
for their special face. Each player blind-draws an orange 
mouth card, a red eye card and a blue head card and places 
them in the rack so that a funny face with a special name 
appears. In your turn you ask for characteristics according to 
the check list, the answer must be a yes or no, and you cross 
of characteristics ruled out by the answer. If you think you 
know your face, you ask for it by its name, e.g. “am I a funny 
slimy monkey?” If you are correct, you win the game, if not, 
you drop out. In a variant you are asked to build funny faces 
on demand.
Version: de * Rules: de en * In-game text: yes

Logic and questions game for 2-5 players, ages 8+

Wer ist es? Littlest Pet Shop

Publisher: Hasbro

Each player sits in front of a portrait gallery. This special 
edition features the little animals from the Littlest Pet Shop 
Collection, all portrayed on a pink blanket and a blue back-
ground. You want to find out which portrait your opponent 
has selected. To do so you ask questions and fold down pic-
tures that do not fit the answer. If you know the Littlest Pets 
well, you can ask good questions. And this is necessary to 
find the correct portrait first! In a variant both players choose 
two animals. To win the game you must guess both of them 
correctly in the same round.
Version: de * Rules: de en * In-game text: no

Logic and questions game for 2 players, ages 6 and up

Wer war’s?
Designer: Reiner Knizia
Publisher: Ravensburger

Players are charged with identifying and locating the thief 
within the castle and thus save the kingdom. You roll the die 
and move the pawn through open doors. If you meet the 
ghost, you go back to the nursery. After moving you press 
the room button and the action button on the electronic unit 
to search or give food to the animal or to take a key or talk 
to the animal, to feed it after talking, to do magic or to open 
the chest with the key. Everybody wins together if the thief 
is found before time runs out, if not, the kingdom is lost. The 
unit gives information, enacts events and reacts to actions of 
the players.
Version: de * Rules: de en fr * In-game text: yes

Electronic-driven adventure game for 2-4 players, ages 6+

Wer weiß mehr?

Publisher: W & L SpielSpass

Players are sorted in teams and bet the number of terms 
that they will be able to name in relation to a category. The 
active team chooses a category and marks it. Then it bids a 
number, the others must either overbid or pass, the highest 
bid is marked, too. The timer is set according to the bid and 
the team starts to name terms. When it manages to match 
the bid, the team moves its marker 1 step, otherwise all other 
teams move. When all 6 categories have been chosen the 
markers are removed and the next team has a choice from 
the complete range of categories. The first team to reach 8 
points wins the game.
Version: de * Rules: de * In-game text: yes

Communication and party game for 4-15 players, ages 10+

Wer wo was Male das!

Publisher: University Games

Who, Where and What cards are stacked separately, each 
player draws one from each stack. Then you turn over the 
timer and draw a scene using the content of all three cards. 
You cannot simply draw three separate items, you must 
combine them into a sketch. Letters and numbers cannot 
be used. Then all players at the same time guess at a picture. 
For each part item correctly guessed both artist and guesser 
receive a chip. After three rounds you win with most chips. 
In a game for two the artist only scores when all items have 
been guessed.
Version: de * Rules: de * In-game text: yes

Drawing and guessing for 2 or more players, ages 8+



83

2012

Icon explanation

Solo Play Two Players Large Groups Recommended Minimum Age

GABIS explanation on page 3

Weykick 7500
Designer: Ralph Kuhl
Publisher: Weykick

There are many soccer simulations – the basic mechanics of 
this simulation are as surprising as they are simple: Beneath 
the playing surface you move a magnet and he moves a 
magnetic playing piece on the surface. Aim of the game is 
of course to kick the ball into the opposing goal as fast as 
you can. This system is available in different editions, a table 
edition, a stand-alone edition; with a rather round or a rather 
rectangular field, both based on an octagon, depending on 
the number of possible players.
Version: de * Rules: de * In-game text: no

Soccer simulation for 2 or more players, ages 6+

Weykick Kubbolino

Publisher: Weykick

Kubbolino is the miniature edition von Kubb, also known by 
the name of Wikingerschach. This edition transfers the game 
from outdoors to indoors, onto your living room table, an an 
elegant, sturdy and beautiful wooden edition. You must first 
overturn all men in the opposing team with your catapult, 
before you can attack and overthrow the king. The king is 
owned by both players, he sits in the middle of the board and 
you must throw over him or around him. If you are first to 
vanquish the king according to the rules, you win.
Version: de * Rules: de * In-game text: no

Dexterity game for 2 players, ages 8+

Wickie Lotto

Publisher: Studio 100

The components of the game feature 4 placement tableaus 
and 24 picture tiles, all showing images from the series 
„Wickie und die Starken Männer“. With those tableaus and 
picture tiles you play standard picture lotto. Each player takes 
a tableau. The picture tiles are spread on the table, face down. 
In turn a player picks up a card and shows it to all players. 
If you have the same picture on your tableau you take the 
tile and place it on your tableau. Who is the first to have his 
tableau completely full wins the game.
Version: de * Rules: de * In-game text: no

Placement game for 2-4 players, ages 3+

Wickie Memo

Publisher: Studio100

This is a game of memory for little fans of the little Viking, 
featuring characters from the series “Wickie und die starken 
Männer”. As always, you need to find most of the pairs. You 
are looking for Wickie, Ylvi, Halvar and their friends. This 
memory, too, is played adhering to standard memory rules: In 
your turn you reveal two tiles – if they show the same image, 
you keep the pair and turn up another pair. If different items 
are pictures, you put both tiles back and your turn ends. At 
the end you win with most pairs.
Version: de * Rules: de * In-game text: no

Memo game for 2-8 players, ages 3+

Wickie und der Piratenschatz

Publisher: Studio100

Wickie needs help to salvage the treasures from Sven’s Island. 
One player guides Sven, all others Vikings. You win if you 
collected most gold coins when the island is empty. Sharks 
hinter Vikings, dolphins make them faster. In a round first all 
Vikings move, then Sven- A Viking rolls the white die; Sven 
rolls the black one twice. Both move according to detailed 
rules, taking sharks and dolphins into account. You must 
reach both the pirate island and a ship to deliver gold with an 
exact die roll. When Sven meets a Viking with coin, he takes if 
off him, takes it back to the island and throws it into the slit.
Version: de * Rules: de * In-game text: no

Roll & move game for 2-5 players, ages 6+

Wickie und das Rätsel von Flake

Publisher: Studio100

Dreadful Sven and his band of Friesians threaten to attack the 
Viking village. Wickie challenges Dreadful Sven to a contest. 
If Sven wins, he can plunder Flake. If Wickie wins, Flake is safe 
and the Vikings get a chest of gold. You turn over 4 round 
search tiles. To be able to take a Viking character tile you must 
turn up the same number of search tiles that is noted on the 
visible Viking character tile. If you turn up three or four Sven 
tiles, you must return a Viking tile to the top of its stack. If 
you are the first to fill your tableau with all Vikings you have 
mastered the challenge and win for Wickie.
Version: de * Rules: de * In-game text: no

Memo and set collection game for 2-4 players, ages 5+

Wie verhext!
Designer: Andreas Pelikan
Publisher: Ravensburger / Alea

Witch’s potions need to be brewed, and besides ingredients 
you need luck and gold. In each round you choose a role card 
and use its action or the “luck of the moment”. If you choose 
action, another player after you in playing order can take this 
away from you; luck of the moment is less lucrative but safe. 
In each round you choose 5 role cards, and then some sort 
of trick game is played for the actions. If you lead, you name 
a role. The others must in turn if possible follow suit and 
demand either action or luck. Four ravens visible on all potion 
cards end the game. You win the game with most victory 
points accumulated.
Version: de * Rules: de en fr * In-game text: yes

Collection game for 3-5 players, ages 9+

Wizard Jubiläumsedition

Publisher: Amigo

In each round you must predict the number of tricks you will 
take. Magician cards are always trump and top every 13. The 
Fool cards are never trump and are always lower than any 1. 
The trick is taken by the highest card in the color that was 
lead or the highest trump card in the trick or the first Magi-
cian card in the trick. In the first round you hold one card; in 
each round one card is added. The trump color is determined 
by turning over the top card of the stock pile. Exact predic-
tions score 20 + 10 points per trick, for a wrong prediction 
you lose 10 points per deviation. Jubilee edition in a tin.
Version: de * Rules: de en fr and others * In-game text: no

Trick taking card game for 3-6 players, ages 10 and up

Wolfmond

Publisher: Heidelberger Spieleverlag

Fear is afoot in the secluded village in the far-away moun-
tains! Werewolves have invaded the village. You either belong 
to the werewolves or to the human inmates of the village 
and have different goals accordingly. Humans want to kill the 
werewolves, werewolves want to bite the humans or be suc-
cessful as assassins. All sit in a circle and close their eyes. The 
game master calls village inmates depending on the time of 
night. Called players may open their eyes and act accordingly. 
Eliminated players may not give hints. If only members of one 
fraction remain in the game, this fraction has won.
Version: de * Rules: de * In-game text: no

Deduction game for 8-24 players, ages 12+
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Wollmilchsau
Designer: Liesbeth Bos
Publisher: Zoch

Animal cards are stacked in two stacks and show one animal 
each. You roll the die and call out the correct animal as 
quickly as you can, usually the one that shows on the die. But 
if the die depicts an animal that is visible on one of the cards, 
you must name an animal that is not visible anywhere. But, 
you may not name an animal that was named last round. If 
you are quickest and correct, you take a card from the stack 
or you can secure cards collected earlier by turning them 
over. If you make a mistake, you must give back unsecured 
cards. When several correct animals are named, the biggest 
of them is forbidden for the next round.
Version: de * Rules: de en fr it * In-game text: no

Reaction game for 2-6 players, ages 8+

X610Z Existenz
Designer: Patrick Ruedisueli
Publisher: Quantuum

X610Z: Existenz is a trading card game combined with a 
board and pieces; you must escape to safety with your Life 
Base and win in one of four ways. All effects, all activations 
and also Summons are directed by cards; the cards them-
selves are activated by different forms of energy. Life Bases 
of all players start in the center of the board. Cards are used 
based on the generic mechanisms of Trading card games, 
the Summons (Life Base, Dragon, Vehicle and Monster) move 
across the board directed by cards. There are: Starter Set 
Battle Tube for 2 Players, Boosters Act I The New Era and Act 
II Spoils of War.
Version: en * Rules: en nl * In-game text: yes

Trading card game on a board for 1-6 players, ages 12+

Yes & No

Publisher: Noris Spiele

Yes & No is a game for larger groups on words and defini-
tions; you play in two groups that should be seated separate-
ly. The basic mechanism appears familiar, you must describe 
something to your team and avoid taboo words. A new detail 
is, that you get a list of words that you must use – and this 
results in entirely different ways to play. There are 220 terms 
on double-sided cards. When describing an item take care to 
use the Must words very soon, because you can only score 
the term when you used all Must words before it is guessed.
Version: de * Rules: de * In-game text: yes

Definition game for 4-12 players, ages 14+

Yggdrasil
Designers: Cédric Lefebvre, Fabrice Rabellino
Publisher: Ludonaute

Yggdrasil is a cooperative game based on Ragnarök; players 
as Nordic gods must stop the Evil Forces in Asgard. In turn 
you draw an enemy card. His counter is moved one step to 
the right and his power is applied. Then you have three dif-
ferent actions chosen from nine, corresponding to the worlds 
on Yggdrasil. When at the end of the turn one enemy is in 
Odings residence or three or more are beyond the walls of 
Walhalla or five or more beyond the walls of Asgard, all have 
lost! When all enemy cards were drawn and all effects applied 
and none of the afore mentioned conditions applies all gods 
have won together.
Version: multi * Rules: de en fr it nl * In-game text: no

Adventure game for 1-6 players, ages 13+

Yut-Nori

Publisher: Grubbe Media

This version of a race game is played in two teams by any 
number of players; a team is playing with two colors. Players 
in turn roll the dice and move any horse of their own team, 
always either the full number of steps rolled or not at all, if 
this is not possible. Defeated horses go back to the start. On 
a red spot of the track you can switch to the inner area. If a 
horse gets back to the starting spot with an exact roll, it has 
reached the finish. If it cannot do so, it must run another lap. 
The winner is the team that has all horses at the finish first. 
Edition SOS-Kinderdörfer Spiele aus aller Welt – Korea 
Version: de * Rules: de * In-game text: no

Roll & move game for 2-8 players, ages 8+

Zatre
Designer: Manfred Schüling
Publisher: Amigo

Zatre is a tile placement game, featuring tiles similar to 
domino pieces. The tiles show from 1 and 6 dots in each 
half. You draw two tiles from the bag and place them on the 
board, trying to form a sum of 10, 11 or 12 dots. Only these 
sums can be scored. Newly placed tiles must border tiles 
already placed at least with one side, and sums higher than 
12 are not allowed. If possible, you must place both tiles, even 
if you do not score. Results of 10, 11 or 12 are marked on the 
scoring sheet.  When all tiles are placed you score bonuses for 
completed rows on the sheet.
Version: de * Rules: de en fr * In-game text: no

Tile placement game for 2-4 players, ages 8 and up

Zaunkönig

Publisher: Intellego Holzspiele

54 pieces are placed in towers of 1 and 2, the rest is stock. 
You roll the die and place this number of pieces so that a 
maximum of 4-piece-towers is generated. Then you distribute 
those 4-piece-towers, one piece on each adjacent tower or 
square, each tower gets you one piece from the bank. If this 
generates new 4-piece-towers these are distributed, too. 
There are special rules for 5-piece-towers. Then you place 
marbles on towers you reserve them. In the next turn you 
start to place pieces on the reserved towers. When the stock 
is empty, the player with most pieces wins.
Version: multi * Rules: de en * In-game text: no

Placement and collecting game for 2-4 players, ages 8+

Zicke Zacke
Designer: Marek Zoschl
Publisher: Zoch

Animals are hiding and need to be found. You place hiding 
cards next to the barn and next to each player’s dung heap, 
the stack of seek cards and the slapping cards for each player 
and the barn are placed in the middle. The top seek card is 
turned up. If you spot the animal next to dung heap or barn 
you slap the corresponding slapping card and receive the 
animal. If you make a mistake you place one of your animals 
next to the barn. If a poop card is turned up the same animal 
as before must be spotted again. When all cards have been 
turned up, you win with most animals next to your dung 
heap.
Version: multi * Rules: de en fr it * In-game text: no

Card game for 2-5 players, ages 4+

Zicke Zacke Hühnerkacke
Designer: Klaus Zoch
Publisher: Zoch

In the chicken coop the hens try to steal feathers from each 
other when overtaking in a race. The hen collecting all feath-
ers wins. The track is laid out. You draw one of the face-down 
tiles and compare it to the tile in front of your hen. If the 
motive on the track tile is the same as on the tile you drew, 
you can move your hen forward to this track tile. This you 
may repeat as long as you turn up a corresponding tile. If you 
turn up a wrong tile your move ends. Overtaking other hens 
is a must as you should steal their feathers. New edition for 
the 10-year jubilee.
Version: de * Rules: de en fr it nl jp and others * In-game text: no

A game of moves and memory for 2-5 players, ages 4+
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Zicke Zacke Igelkacke
Designer: Klaus Zoch
Publisher: Zoch

A new member in the Zicke Zacke family! The hedgehogs 
steal the fruits off each other’s quills during the race. The 
leaves are laid out for a track, the garden tiles are placed in 
the middle; each hedgehog starts with his own fruit. In your 
move you turn up a garden tile. If it shows the same image as 
the tile in front of your hedgehog, you move the hedgehog 
forward one step and you turn up another tile. If a hedgehog 
is directly behind another hedgehog, it may overtake it and, 
if you turn up the right tile, steal all fruits off the overtaken 
hedgehog. If you have all fruits on your quills, you win.
Version: multi * Rules: de en fr * In-game text: no

A game of racing and acquisition for 2-4 players, ages 4+

Zig Zag
Designer: Udo Peise
Publisher: Beleduc

Players sew on buttons with Leni and Luca. The wooden shirt 
is put on the table with the needle stuck up through the first 
hole. You turn the scissors on the spinner, both tips point 
to one color each. You choose one of the colors and take a 
button of this color. If the scissors point to a color of a button 
you already have, you can sew the button to the shirt and 
are rewarded with a chip. If you collect three chips, you win 
the game. To sew a button to the shirt you push the needle 
through the button from underneath and then from above 
through button and shirt and finally from beneath through 
an empty hole in the shirt.
Version: multi * Rules: cn de en es it fr nl * In-game text: no

Dice and dexterity game for 2-4 players, ages 4+

Zigby Memo

Publisher: Studio100

This is a game of memory all fans of the Zebra in the red 
pants that lives on a lush jungle island and gets into trouble. 
As always, you need to find most of the pairs. You are looking 
for pictures of Zigby the Zebra, McMeer the Meercat and Ber-
tie the Guinea Fowl, on 36 pairs of cards. This memory, too, is 
played adhering to standard memory rules: In your turn you 
reveal two tiles – if they show the same image, you keep the 
pair and turn up another pair. If different items are pictures, 
you put both tiles back and your turn ends. At the end you 
win with most pairs.
Version: de * Rules: de * In-game text: no

Memo game for 2-8 players, ages 3+

Zirkus Stapelix
Designer: Liesbeth Bos
Publisher: Kosmos

Players are animal tamers in turn. They decide on a degree 
of difficulty and turn over a corresponding card. After a few 
seconds time to study the card it is turned over again and 
on a call of “Step right up!” the tamer takes the necessary 
pieces and tries to correctly reconstruct the stunt as fast as 
he can. While he stacks, the other players roll the die in turn 
and count the stars that are rolled. With the 4th star the turn 
of the tamer ends immediately. If he finishes the stunt before 
this, he calls “Bravo” and his work is compared to the card – 
when all is correct he receives the card. If you get the 5th card 
you win.
Version: de * Rules: de * In-game text: no

Stacking and dexterity game for 2-4 players, ages 5+

Zirkusfieber
Designer: Jürgen Adams
Publisher: Smada

Players want to advance to the job of director of a world-
famous circus by presenting top performances at different 
locations, which earn you points for the artists. You spend 
movement cards to move the director onto a task spot and 
then roll all dice. The result determines the artist; the scoring 
table determines the artist’s points. You may choose to stay 
at a location and perform again. Destiny spaces yield event 
cards, the musicians are acquired by spare dice points. You 
win if you reach the finish exactly with a movement card after 
acquiring all five musicians and top scores for all artists.
Version: de * Rules: de * In-game text: ja

A game of roll and move for 2-4 players, ages 7+

Zombie Dice
Designer: Steve Jackson
Publisher: Pegasus Spiele

In accordance with the topic you win if you are first to achieve 
13 brains! You shake all dice in the cup, pick three at random 
and roll them. Each die is a victim, red ones are tough, green 
ones are yummy and rather defenseless and the yellow ones 
so-so. Brains rolled are set aside, a shot-gun means the victim 
resists and footprints mean the the victim gets away. Three 
shot-guns end your turn. With another result you can either 
note the points for brains and stop or go on. For this you 
supplement footsteps rolled with dice from the cup to hold 
three and roll them as above. Three shot-guns lose you all 
brains rolled earlier in the turn.
Version: de * Rules: de en * In-game text: no

Dice game for 2 or more players, ages 6+

Zooloretto
Designer: Michael Schacht
Publisher: Abacusspiele

You are a zoo owner and must collect matching sets of 
animals and expand the zoo to score for attracting visitors. 
In each round you can either place a tile from the pile on a 
transport cart or take a cart to place the tiles in your zoo or 
use a money action to expand your zoo, rearrange the layout 
of your zoo or buy animals from other players. When the first 
tile of the final pile is placed, the round is finished and then 
the game is scored. Full enclosures score the full amount 
of points, missing tiles lower the score. Vending boots 
guarantee a minimum of points. Animals left in the barn lose 
you points.
Version: de * Rules: de en es fi fr it kr pl * In-game text: no

Set collection game for 2-5 players, ages 8 and up

Zozzle
Designer: Elena Fyrogeni
Publisher: Zoch

Puzzle with the help of your memory is the motto of the 
Zozzle series. 45 tiles are laid out face down. In your move 
you turn up two tiles. If they are different, your move ends. If 
they both show the same part of the picture, you may take 
one of the tiles and turn the other over again. If you have that 
part already in your puzzle, you turn back both tiles. Then you 
have another move and turn up two tiles. You win if you are 
the first to complete your puzzle. Four images are available: 
Flippoflip the Dolphin, Hottehüh the Horse, Wuffiwau the 
Dog and Knuddelknurr the Polar Bear.
Version: multi * Rules: de en fr it * In-game text: no

A game of memory and placement for 2-4 players, ages 5+

Zozzle Junior
Designer: Elena Fyrogeni
Publisher: Zoch

Puzzle with the help of your memory is the motto of the 
Zozzle series. 45 tiles are laid out face down. In your move 
you turn up two tiles. If they are different, your move ends. If 
they both show the same part of the picture, you may take 
one of the tiles and turn the other over again. If you have 
that part already in your puzzle, you turn back both tiles. 
Then you have another move and turn up two tiles. You win 
if you are the first to complete your puzzle. Four images are 
available: Prinzessin Lila, Kapt’n Red Jake, Oskar & Sinchen 
and Dschungel Kids.
Version: de * Rules: de * In-game text: no

Placement and memo game for 2-4 players, ages 4+
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Zug um Zug
Designer: Alan R. Moon
Publisher: Days of Wonder

Commemorating the winning bet of Phileas Fogg, five 
friends make a new bet to connect as many cities in Northern 
America with their own cards as they can. In your turn you 
can either take wagon cards, take possession of a track be-
tween cities by placing one of your wagons on each section 
of the track – you need to hand in the necessary cards of the 
track color - or draw three destination cards. You have to keep 
at last one destination card. You score for tracks between 
cities, an uninterrupted track between cities on one’s destina-
tion cards and the longest uninterrupted track. You win if you 
achieve the highest score.
Version: de * Rules: de en es fr it nl and others * In-game text: no

Placement game for 2-5 players, ages 8+

Zug um Zug Europa
Designer: Alan R. Moon
Publisher: Days of Wonder

This variant of Ticket to Ride features Europe. You again build 
tracks between two cities, in an unbroken stretch according 
to a target card. This scores points as does the longest track 
and stations that you did not build. In your turn you can take 
wagon cards, build a track by placing wagons on the track 
and discard the necessary cards. Or you can draw new target 
cards or build a station. New in this version are stations, tun-
nels and ferries. Stations allow you to use tracks of other play-
ers, in building tunnels you risk to have to spend more cards, 
and ferries must be built using joker engine cards according 
to the marks on the board.
Version: de * Rules: de en fr and others * In-game text: no

Rail placement game for 2-5 players, ages 8+

Zum Blauen Drachen
Designers: Geoff Bottone, Colleen Skadl, Cliff Bohm
Publisher: Pegasus Spiele

Four heroes celebrate their heroic deeds and adventures in 
the tavern, but this, too, is not without dangers. If you have 
spent all your gold and drink more than you can hold you are 
shown the door – the last one in the game wins. You draw 
from and discard to your character pile, play cards, bluff, buy 
drinks and drink. When you alcohol level is higher than your 
alcohol resistance, you pull out, your money goes to the 
tavern and other players. Stand-alone expansion for “Zum 
Roten Drachen”, that can be combined with this game. New 
Characters are Dimil the Dwarf, Eve the Illusionist, Fleck the 
Bard and Gog the Half-Ogre.
Version: de * Rules: de en * In-game text: yes

Card game with a fantasy topic for 2-4 players, ages 12+
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http://www.indieboardsandcards.com

Intellego
http://www.intellego-holzspiele.de
IQ Spiele
http://www.iq-spiele.de
Japon Brand
http://www.japonbrand.gamers-jp.com
Jumbo
http://www.jumbo.eu
Kanai Factory
http://kanai-factory.web.infoseek.co.jp
Kiehly
http://www.kiehly.de
King’s Plate
http://www.kingsplate.com
Kinigame
http://www.kinigame.com
Kosmos
http://www.kosmos.de
Krok Nik Douil
http://www.kroknikdouil.fr
Kuznia Gier
http://www.kuzniagier.pl
Le Scorpion Masque
http://www.scorpionmasque.com
Lego
http://spiele.lego.de
Libellud
http://www.libellud.com
Lookout
http://www.lookout-games.de
Ludically
http://www.ludically.com
Ludonaute
http://www.ludonaute.fr
Lui-Meme
http://www.luimeme.com
Mücke Spiele
http://www.muecke-spiele.de
Matagot
http://www.matagot.com
Mattel
http://www.mattel.com
Mayday
http://www.maydaygames.com
Mayfair
http://www.mayfairgames.com
Mesaboardgames
http://www.mesaboardgames.pt
Metermorphosen
http://www.metermorphosen.de
Mieg
http://www.tipp-kick.de
Murmel
http://www.murmel.ch
Noris
http://www.noris-spiele.de

PUBLISHER CONTACT INFORMATION



HOLIDAY REGION LIENZ DOLOMITES

THE HOLIDAY DESTINATION 
FOR ALL SEASONS

PACKAGE
“SNUFFLING DOLOMITES”

till 24.12.2011, 7.1. - 4.2.2012 
and 25.2. - 9.4.2012

• 3-5 accommodations
• 3-5 days Ski pass Ski)Hit Osttirol

Price per person from

EUR 158,00

INFORMATIONS AND BOOKING:
HOLIDAY REGION LIENZ DOLOMITES, TEL. +43.(0)50.212.400
LIENZ@OSTTIROL.COM, WWW.LIENZERDOLOMITEN.INFO

SPECIAL FOR FAMILIES:
Ski)Hit prices are valid again this 
year for children up to 18 years
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THE LITTLE HOTEL FOR 
FRIENDS OF GAMING 
                        IN OSTTIROL

Stay in spacious the-
med rooms with names 

of games stylishly 
renovated estate with 

lots of space to play 
and read in three

different lounges and in
summer in the large

park-like garden!

GAMES- AND BOOKSHOTEL TSCHITSCHER, 9782 Nikolsdorf,
Tel. +43.(0)4858.8219, info@spielehotel.at, www.spielehotel.at

Numbskull
http://www.numbskullgames.com
Nürnberger
http://www.nsv.de 
Okazu Brand
http://okazubrand.seesaa.net
Österreichisches Spiele Museum
http://www.spielemuseum.at
Pearl Games
http://www.pearlgames.be
Pegasus
http://www.pegasus.de
Pharao Spiele
http://www.original-pharao-brettspiele.de
Piatnik
http://www.piatnik.com
Pigphone
http://pigphone.blog96.fc2.com
Productief
http://www.productief.nl
Quantuum
http://www.x610z.com
Queen
http://www.queen-games.de
Ravensburger
http://www.ravensburger.com
Red Glove
http://www.redglove.it
Rekubus
http://www.rekubus.eu
Repos
http://www.rprod.com
Runadrake
http://www.runadrake.com
Schmidt
http://www.schmidtspiele.de
Selecta
http://www.selecta-spielzeug.de
Sierra Madre
http://www.sierramadregames.com
Smada
http://www.smada-verlag.de
Smartgames
http://smartgames.eu
Snappy Sheep
http://www.snappy-sheep.de
Sphinx
http://www.sphinx-spieleverlag.de
Staupe Spiele
http://www.staupe.com
Stratamax
http://www.stratamaxgames.com
Stratusgames
http://www.stratusgames.com
Studio100
http://www.studio100.be
Sunny Games (Zonnespel)
http://www.sunnygames.eu
Surprised Stare
http://www.surprisedstaregames.co.uk
Swissgames
http://www.swissgames.net
Theta Promotion
http://www.theta.de
Treefrog
http://www.treefroggames.com
Tuonela
http://www.tuonelaproductions.com
UGG
http://www.ugg.de
University Games
http://www.universitygames.com
W & L Spielspass
http://www.spielspass-verlag.de
Weyel
http://www.ulrich-weyel.de
Winning Moves
http://www.winning-moves.com
Ystari
http://www.ystari.com
Z-Man Games
http://www.zmangames.com
Zoch
http://www.zoch-verlag.com
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11 nimmt!, Amigo
1812 The Invasion of Canada, Academy Games
1830, Heidelberger/Lookout
20th Century, Czech Games Edition
21 Mutinies Arr!, Asylum Games
23, Amigo
4 gewinnt Schnipp den Chip, Hasbro
4 gewinnt, Hasbro
51?, Österr. Spiele Museum
6 nimmt junior!, Amigo
6 nimmt!, Amigo
7 Wonders Leaders, Asmodee/Repos
7 Wonders, Asmodee/Repos
A few Acres of Snow, Treefrog
A la carte mit Erweiterung, Heidelberger
Aargh!tect, Heidelberger
Abalone Offboard, Schmidt
Abalone Quattro, Piatnik
Abalone, Piatnik
Abteil der Rätsel, Kosmos
Achtung, Frosch!, Hasbro
Activity Alles ist möglich, Piatnik
Activity Countdown, Piatnik
Activity Lifestyle, Piatnik
Activity My First, Piatnik
Activity Original, Piatnik
Adel verpflichtet, Heidelberger/Alea
Affen Action, Hasbro
Age of Industry Expansion, Treefrog
Age of Industry, Treefrog
Agent Doppelnull, IQ Spiele
Agent Double, Asmodee/Matagot
Agua, Mesaboardgames
Airlines, Abacus
Alcatraz, Kuznia Gier
Alea iacta est, Heidelberger/Alea
Alles Tomate, Zoch
Andere Länder Andere Sitten, Piatnik
Angelspaß, Selecta
Anno Domini Süden, Abacus
Antarctica, Sunny Games (Zonnespel)
Antivirus, Jumbo
Aqua Doodle XXL Sound, Ravensburger
Aquilea, Zoch
Arkham Horror, Heidelberger
Arschbombe, Zoch
Artefakt, Winning Moves
Artistico, Piatnik
Artus, Heidelberger/Alea
Asara, Ravensburger
Assist, Angelo Porazzi
Atlantis, Amigo
Au Backe, Zoch
Auf die Birne, Zoch
Augsburg 1520, Heidelberger/Alea
Automobile, Mayfair
Avanti, Zoch
Bagan, Grubbe
Bamboleo, Zoch
Banana Jump, Winning Moves
Bang, dV Giochi
Bärenspiel, Amigo
Battlestar Galactica, Heidelberger
Baumhaus-Party, Haba
Bausack, Zoch
Bezzwerwizzer Familie, Mattel
Bibi & Tina Springreiten, Schmidt
Bio Trio, Piatnik
Bios Megafauna, Sphinx/Sierra Madre
Bits, Ravensburger
Blockade, Jumbo
Blockers, Amigo
Blokus, Mattel
Blood Bowl, Heidelberger/FFG
Bobbysitter, Heidelberger
Boggle Buchstabensuppe, Hasbro
Boggle Flash Langenscheidt Edition, Hasbro
Boggle, Hasbro
Bohnanza, Amigo
Booray, Winning Moves
Bop it! Extrem, Hasbro
Bop It!, Hasbro
Bremer Stadtmusikanten, Die Spiegelburg

Buchstabengitter, IQ Spiele
Bugs & Co, Asmodee/Libellud
Bullfrog Goldfield, Numbskull
Burdigala, Id&al
Burg Appenzell, Zoch
Bushido mit Erweiterung, Heidelberger
Callisto, Piatnik
Can’t Stop, Franjos
Captain Cool, Heidelberger
Captain Sharky, Die Spiegelburg
Caravelas, Mesaboardgames
Carcassonne Das Gefolge, Schmidt/HIG
Carcassonne Das Würfelspiel, Schmidt/HiG
Carcassonne Jubiläumsedition, Schmidt/HIG
Carré, Amigo
Casa da Fama, Runadrake
Casa Grande, Ravensburger
Chemix, Murmel
Civilization Deutsch, Heidelberger
Club 2%, Piatnik
Clue Investigator, Productief
Cluedo Classic, Hasbro
Cluedo Harry Potter, Hasbro
Cluedo Unter Verdacht, Hasbro
Coco Schnipp, Amigo
Companeros, Huch / Hutter
Coney Island, Argentum
Conflict of Heroes, Academy Games
Cranium Kartenspiel, Hasbro
Cranium, Hasbro
Crime & Mystery, Heidelberger
Crossboule, Zoch
Crosswise, Schmidt
Cryptids TV, Japon Brand/Pigphone
Cubulus, Asmodee/Gigamic
Cumulo, Beleduc
Da ist der Wurm drin, Zoch
Dark Minions, Z-Man Games
Das Elektronik Labyrinth, Ravensburger
Das große Kullern, Ravensburger
Das große Pentago, Kosmos
Das große Tier-Rätsel, Ravensburger
Das Haus Anubis Das geheimnisvolle Amulett, Studio100
Das Haus Anubis Der Schatz von Anubis, Studio100
Das Haus Anubis Die Erweiterung, Studio100
Das Haus Anubis Pfad der sieben Sünden, Studio100
Das Haus Anubis, Studio100
Das Haus Anubus Das Lebenselixir, Studio100
Das Krokodilspiel, Noris
Das perfekte Alibi, Heidelberger
Das Spiel des Lebens, Hasbro
Das Spiel mit dem magischen Zauberstab, Jumbo
Das verrückte Labyrinth - Jubiläumsedition, Ravensburger
Das Weinspiel, Grubbe
Der Formen-Kobold, Ravensburger
Der Heidelbär, Heidelberger
Der Herr der Ringe LCG, Heidelberger
Der Herr der Ringe, Kosmos
Der Hobbit, Kosmos
Der Kletter-Retter, Kosmos
Der Pate, Kosmos
Der verflixte Zaubertrank, Schmidt/Drei Magier
Devil’s Cube, Rekubus
Dicke Luft in der Gruft, Zoch
Die 3 Gebote, Bewitched
Die Biene Maja Maja’s Geburtstagsfest, Studio100
Die Biene Maja Memo, Studio100
Die Biene Maja Willi’s Würfel Waben, Studio100
Die Brücke am Rio d’Oro, Amigo
Die Burgen von Burgund, Heidelberger/Alea
Die freche Englisch-Hexe, Ravensburger
Die freche Sprech-Hexe, Ravensburger
Die Fürsten von Catan, Kosmos
Die Geheimnisvolle Sternschnuppe, Schmidt/Drei Magier
Die Gnome von Zavandor, Lookout
Die Größe machts, Piatnik
Die Gulli-Piratten, Heidelberger
Die kleinen Zauberlehrlinge, Schmidt/Drei Magier
Die lieben Sieben, Die Spiegelburg
Die Maulwurf Company, Ravensburger
Die Panzerknacker, IQ Spiele
Die Siedler von Catan Aufbruch der Händler, Kosmos
Die Siedler von Catan Basis 3-4, Kosmos
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Die Siedler von Catan Das schnelle Kartenspiel, Kosmos
Die Siedler von Catan Ergänzung 5-6, Kosmos
Die Siedler von Catan Händler & Barbaren 3-4, Kosmos
Die Siedler von Catan Händler & Barbaren 5-6, Kosmos
Die Siedler von Catan Junior, Kosmos
Die Siedler von Catan Seefahrer 3-4, Kosmos
Die Siedler von Catan Seefahrer 5-6, Kosmos
Die Siedler von Catan Städte & Ritter 3-4, Kosmos
Die Siedler von Catan Städte & Ritter 5-6, Kosmos
Die Tore der Welt, Kosmos
Die Verbotene Insel, Schmidt
Die Werwölfe von Düsterwald Die Gemeinde, Asmodee/Lui-Meme
Disney Cars 2 Elfer raus!, Ravensburger
Disney Cars 2 World Grand Prix, Ravensburger
Disney Winnie the Pooh Wo ist I-Aahs Schwänzchen?, Ravensburger
Dixit Odyssey, Asmodee/Libellud
DKT Alpen, Piatnik
DKT Dynamik, Piatnik
DKT Europa, Piatnik
DKT junior, Piatnik
DKT Wien, Piatnik
DKT, Piatnik
Dominant Species, UGG/GMT
Dominion Hinterland, Schmidt/HIG
Dominion Reiche Ernte, Schmidt/HIG
Domory, Einfach gut Spielen
Dr. Bibber Cars 2, Hasbro
Dr. Bibber, Hasbro
Dr. Shark, Hurrican/Swissgames
Drachenherz, Kosmos
Dragon Fly, Rekubus
Dreck am Stecken, Gmeiner
Dungeon Fighter, Cranio Creations
Dungeon Petz, Czech Games Edition
Dungoen Twister, Asmodee/Ludically
Earth Reborn, Asmodee/Ludically
Easyplay Top & Down, Schmidt
Eaten by Zombies, Mayday
Ein Wochenende in London, Grubbe
Einfach Genial, Kosmos
Einsatz bitte, Heidelberger
El Paso, Zoch
El Quirkal, Theta Promotion
Elefun, Hasbro
Elephant Memo, Piatnik
Emmi, Beleduc
Ennea, Gerhards
Ententanz, Hasbro
Ententeich, Noris
Eruption, Stratusgames
Erwischt, Heidelberger
Eselsbrücke, Schmidt
Essence, Edition Essentia
Evas Welt, Noris
Evo, Asmodee
Expedition Dino, Haba
Familiengeflüster, Aktuell Spieleverlag
Fauna kompakt, Huch/Hutter
Feudalherren, Heidelberger/Lookout
Fifty Fifty, Zoch
First Train to Nürnberg, Argentum
Fits, Ravensburger
Flash Point, Indie Board
Flinke Fliegen, Kosmos
Flinke Stinker, Zoch
Flirt, W & L Spielspass
Flocki such das Socki, Piatnik
Fluchmory, IQ Spiele
Fluxx, Pegasus
For Fame & Fortune, Black Dove Games
Fortuna, Huch/Hutter
FortyTwo, Piatnik
Friedrich, Histogame
Friesematenten, Amigo
Frutti di Mare, Piatnik
Fuchs & Fertig, Zoch
Funny Friends, Beleduc
Fusion, Staupe Spiele
Gackerei ums Hühnerei, Kosmos
Galaxia S.A., Runadrake
Galaxy Trucker Erweiterung, Czech Games Edition
Gameworks: Bonbon, Gameworks
Gameworks: Jaipur, Gameworks
Gameworks: Jamaika, Gameworks
Gameworks: Sobek, Gameworks
Gameworks: Tikal II, Asmodee/Gameworks

Gameworks: Tschak, Asmodee/Gameworks
Gameworks: Water Lily, Gameworks
Ganjifa, Grubbe
Gary Gouda, Haba
Gears of War, Heidelberger/FFG
Geisterjagd, Huch/Hutter
Geistermühle, Schmidt/Drei Magier
Geistesblitz, Zoch
Gemischtes Doppel 3, Metermorphosen
Geolino Reise ins Tierreich, Kosmos
Ghost Stories Black Secret, Asmodee/Repos
Ghost Stories, Asmodee/Repos
Gifttrap minis, Heidelberger
Gifttrap, Heidelberger
Gitterrätsel, Goliath
Glen More, Heidelberger/Alea
Gold, Abacus
Grimassimix, Piatnik
Gurami, Bambus
Gut gefragt ist halb gewonnen!, Kosmos
Halli Galli, Amigo
Hansa Teutonica, Argentum
Hawaii, Schmidt/HIG
Heckmeck am Bratwurmeck, Zoch
Heckmeck Barbecue, Zoch
Heckmeck junior, Zoch
Heidi Memo, Studio100
Helvetia, Kosmos
Helvetia: Der Wanderarbeiter, Österr. Spiele Museum
Hexe Lilli macht Zauberquatsch, Kosmos
Hexenhochhaus, Schmidt/Drei Magier
Hilfe, Hai!, Hasbro
Hol’s der Geier, Amigo
Holz Memory Auf dem Land, Ravensburger
Horse Fever, Cranio Creations
Horus, Mayfair
Hüttengaudi, Piatnik
Husch husch kleine Hexe, Zoch
I will survive, Kinigame
Im Jahr des Drachen, Heidelberger/Alea
In Deutschland unterwegs, Ravensburger
Inquisitio, Tuonela
Jäger der Nacht, Kosmos
Jäger und Sammler, Amigo
Jenga, Hasbro
Jishaku, Piatnik
Jungle Speed, Asmodee
Junior Memory, Ravensburger
Junta, Pegasus
Just 4 Fun Colours, Kosmos
Juwelenjagd, Haba
K2, Heidelberger
Kabaleo, Asmodee/Gigamic
Kackeldackel, Goliath
Kahmate, Id&al
Kairns, Blackrock Editions
Kakadoo, Amigo
Kalimambo, Zoch
Kapla 200, Piatnik
Karabinis, Nürnberger
Kawumm, Huch/Hutter
Keine Panik Family, Piatnik
Keine Panik junior, Piatnik
Keltis Das Orakel, Kosmos
Keltis, Kosmos
Khet 2.0, Productief
King of Tokyo, Heidelberger
King Up!, dV Giochi
King’s Plate, Japon Brand/King’s Plate
Kissenschlacht, Amigo
Können Schweine fliegen, Kosmos
Kookoo Puzzles, Winning Moves
Korsaren der Karibik, Pegasus
Kraken-Alarm, Kosmos
Krawall vorm Stall, Ravensburger
Kreuzverhör, Gmeiner
Krimskrams, Haba
Kroko Doc, Hasbro
Kroko Frosch, Hasbro
Kugelblitz, Noris
Kullerei mit Drachenei, Selecta
Kunststück, Gmeiner
Kunterbunt Duo Gelbe Reihe, Amigo
Kyklades, Asmodee/Matagot
Lagoona, Beleduc
Lancaster, Queen
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Last Will, Czech Games Edition
Last Word, Piatnik
Lego Champion, Lego
Lego Creationary, Lego
Lego Harry Potter Hogwarts, Lego
Lego Heroica Draida, Lego
Lego Heroica Fortaan, Lego
Lego Heroica Nathuz, Lego
Lego Heroica Waldurk, Lego
Lego Ninjago, Lego
Lego Pirate Plank, Lego
Let’s party, Piatnik
Let’s take a hike, Stratamax
Level 8, Piatnik
Ligretto Twist, Schmidt
Linq, Kosmos
Littlest Pet Shop Tierisch abgeräumt Kartenspiel, Hasbro
Lixo, Mesaboardgames
London, Treefrog
Looping Louie, Hasbro
Lotti Karotti, Ravensburger
Lupus in Tabula, dV Giochi
Lupusburg, dV Giochi
Macao, Heidelberger/Alea
Machtwechsel, Sphinx/Heptagon
Make ‘N’ Break Junior, Ravensburger
Make ‘N’ Break, Ravensburger
Mammut Mambo, Ravensburger
Master Merchant, Japon Brand/Kanai Factory
Mastermind, Hasbro
Master-Plan, Chili Spiele
Masters of Commerce, Grouper Games
Mausgeflippt, Zoch
Mehinaku, Runadrake
Mein allererstes Memory, Ravensburger
Mein erstes Mitmach-Spiel, Ravensburger
Mein Mäuschen-Farbspiel, Ravensburger
Meine ersten Spiele “Tier auf Tier”, Haba
Memory Rekorde im Tierreich, Ravensburger
Merelli, Theta Promotion
Mieses Karma, Kosmos
Mille Grazie, Zoch
Milton Keynes, Alnstar
Mini Mind, Piatnik
Miss Lupun, Winning Moves
Modern Society, Tuonela
Moeraki-Kemu, Kiehly
Mogelmotte, Schmidt/Drei Magier
Mölky, Piatnik
Mondo, Pegasus
Mondo: Micro, Österr. Spiele Museum
Monkey Business, Piatnik
Monopoly - Der verrückte Geldautomat, Hasbro
Monopoly Banking - Österr. Version, Hasbro
Monopoly Cars 2, Hasbro
Monopoly Classic  - Österr. Version, Hasbro
Monopoly Deal, Hasbro
Monopoly Junior, Hasbro
Monopoly Littlest Pet Shop, Hasbro
Monopoly World, Hasbro
Monster auf der Flucht, Heidelberger
Monster unterm Bett, Heidelberger
Monster-Falle, Kosmos
Monstermania, Piatnik
Monsters, Jumbo
Monuments, Mayfair
Mord im Arosa, Zoch
Mount Drago, Schmidt
Mr. Jack, Asmodee/Hurricane
Mule, Tuonela
Munchkin Zombies, Pegasus
Mundus Novus, Asmodee
My beautiful Pony, Piatnik
Mystery Rummy #4, Pegasus
Niagara, Zoch
Nicht ja, nicht Nein, Huch/Hutter
Nicht zu fassen, Zoch
NichtLustig Doppelgänger, Kosmos
Nichtlustig, Kosmos
Nichts als Ärger mit Kombi, Heidelberger
Nightfall, Pegasus
Ninjutsu, University Games
Nino Delfino, Ravensburger
Nippon Rails, Mayfair
Nmbrs, Winning Moves
Nobody is perfect compact, Ravensburger

Notre Dame, Heidelberger/Alea
Nuns on the Run, Mayfair
Obstgarten, Haba
Olympos, Asmodee/Ystari
On the Cards, Surprised Stare
Onirim, Pegasus
Ora et Labora, Lookout
Österreich - Finden Sie Winden?, Kosmos
Otti Panzerotti, Piatnik
Paletto, Gerhards
Pantheon, Schmidt/HIG
Pantheon: Die neuen Untermieter, Österr. Spiele Museum
Paper Clip Railways, Surprised Stare
Pappsatt, Selecta
Paul Panda, Beleduc
Pferdefreunde, Die Spiegelburg
Phase 10 Junior, Ravensburger
Phase 10 Karten, Ravensburger
Phase 10 Würfelspiel, Ravensburger
Pictomania, Czech Games Edition/Pegasus
Pig 10, Zoch
Pip & Betsy, Beleduc
Piraten-Abenteuer, Amigo
Piratendukaten, Haba
Pirates of Nassau, Gung Ho Games
Play-Doh “Voll auf die Knolle”, Hasbro
Play-Doh Spielzeugfabrik Spiel, Hasbro
Poker Carré, Winning Moves
Polis, Asylum Games
Ponder, Piatnik
Prinzessin Lillifee, Die Spiegelburg
Privacy 2, Amigo
Psychometer, Heidelberger
Puerto Rico Jubiläumsausgabe, Heidelberger/Alea
Pyjamaparty, Selecta
Québec, Asmodee/Le Scorpion Masque
Querdenker, University Games
Quest: Zeit der Helden (Der Dunkle Kult), Pegasus
Quizspiele, Nürnberger
Qwirkle, Schmidt
Rapa Nui, Kosmos
Rappel Zappel, Hasbro
Rasend schnell, Die Spiegelburg
Ratuki, Hasbro
Regenbogen-Land, Amigo
Regenbogenschlange, Amigo
Regents, Krok Nik Douil
Repello, Piatnik
Rette die Million, Ravensburger
Rettet die Fische, Piatnik
Risiko Deluxe, Hasbro
Risiko Evolution, Heidelberger
Risiko, Hasbro
Ristorante Italiana, Red Glove
Robby Robbe, Goliath
Rolit, Goliath
Roll & Play Extra, Schmidt
Roll & Play Fiese 15, Schmidt
Roll & Play Geizen, Schmidt
Roll & Play Kniffel extreme, Schmidt
Rolling Bones, Sphinx
Rubik’s Code, Jumbo
Rubik’s Race, Jumbo
Ruhm für Rom, Heidelberger/Lookout
Rummikub, Piatnik
Rune Age Kartenspiel, Heidelberger/FFG
Rush Hour, HCM Kinzel
Safranito, Zoch
Sagaland - Jubiläumsedition, Ravensburger
Sake & Samurai, Albe Pavo
Sampo, Tuonela
San Juan, Heidelberger/Alea
Santiago de Cuba, Pegasus/Eggert
Sarena, Asmodee/Ludically
Schachen, Mücke Spiele
Schatzkiste, Heidelberger/Alea
Scheibenwelt Ankh-Morpork, Kosmos
Schicki Micki, Zoch
Schlacht am Buffet - Uli Stein, Kosmos
Schlag den Raab! Das 2. Spiel, Ravensburger
Schlängeln, Amigo
Schmidts Katze, Schmidt
Schnapp’s, Zoch
Schnappt Hubi!, Ravensburger
Schuhbidu, Huch/Hutter
Schusselhexe, Haba
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Schwarz Rot Gelb, Amigo
Schwarzer Freitag, Kosmos
Schweine Schwarte Das Rennen, Goliath
Schweineschwänzchen, Piatnik
Schweineschwarte, Piatnik/Goliath
Scorpio, Piatnik
Scorpio, Theta Promotion
Scrabble Original, Mattel
Sekigahara, UGG/GMT
Shakespeare Carduta, Japon Brand/Carduta
Shitenno, Ludonaute
Siberia, Dlp games
Sidi Baba, Hurrican/Swissgames
Sieben auf einen Streich, Gmeiner
Siebenpunkt, Fata Morgana
Simon Flash, Hasbro
Sind wir schon da, Piatnik
Skip-Bo, Mattel
Skull & Roses, Asmodee/Lui-Meme
Smallworld Underground, Days of Wonder
Smallworld, Days of Wonder
Smartcar, Jumbo
Snappy Sheep, Snappy Sheep
Sorry! Bahn frei Cars 2, Hasbro
Sorry! Bahn frei, Hasbro
Soul Hunters, Tuonela
Space Alert Unendliche Weiten, Czech Games Edition
Space Empires, UGG/GMT
Space Mission, Schmidt
Speed Dating, Kosmos
Spiel des Lebens Abenteuer, Hasbro
Spiel des Wisses, Jumbo
Spiel, Abacus
Spiele entwickleln 2011, Sphinx
SpongeBob Labyrinth, Ravensburger
Station Master, Mayfair
Steam Expansion #1, Mayfair
Stoneage Erweiterung Mit Stil zum Ziel, Schmidt/HIG
Story Cubes, Huch/Hutter
Straßburg, Pegasus
Stratego, Jumbo
Strauß voraus!, Kosmos
Strike of the Eagle, Academy Games
String Railway Transport, Japon Brand/Okazu Brand
Suche die Unterschiede, University Games
Suleika, Zoch
Super Rhino!, Haba
Super Six, Piatnik
Sushizock im Gockelwok, Zoch
Tabu Junior, Hasbro
Tabu XXL, Hasbro
Tabu, Hasbro
Takenoko, Asmodee/Matagot
Talat, Huch/Hutter
Tante Trudels Trödel, Zoch
Tempo, kleine Schnecke!, Ravensburger
Tempo, Tempo, Huch/Hutter
Test of Fire, Mayfair
The Ares Project, Z-Man Games
The Boss, Blackrock Editions
The Castle of the Devil, dV Giochi
The City, Amigo
The Phantom League Most Harmless, Dragon Dawn
The Phantom League, Dragon Dawn
Think Denk-Pfade, Ravensburger
Thunderstone: Drachenturm, Pegasus
Tick Tack Bumm Junior, Piatnik
Tick Tack Bumm Kartenspiel, Piatnik
Tick Tack Bumm Party, Piatnik
Tick Tack Bumm, Piatnik
Tie Breaker, Bezier
Tiere und ihre Kinder, Ravensburger
Time no Time, Goliath
Timmy: Schäfchen-Karussell, Ravensburger
Tip Toi Starter-Set mit Stift und Buch, Ravensburger
Tip Toi Starter-Set mit Stift und Spiel, Ravensburger
Tipp-Kick, Piatnik/Mieg
Tobago, Zoch
Tohunga, Grubbe
Tohuwabohu - Berühmt berüchtigt, Ravensburger
Tohuwabohu - Einfach tierisch, Ravensburger
Tohuwabohu, Kosmos
Tom & Tina - Die geheimnnisvolle Maske, Ravensburger
Tournay, Pearl Games
Toystick Material, Noris
Toystick, Noris

Trench, Runadrake
Tribun mit Erweiterung, Heidelberger
Tricky Bid, Winning Moves
Tridio Twist, productief
Triominos deluxe, Goliath
Trivial Pursuit Disney, Hasbro
Trivial Pursuit Master Edition, Hasbro
Trivial Pursuit Steal Kartenspiel, Hasbro
Trivial Pursuit Wetten & Gewinnen, Hasbro
Tschach, Heidelberger
Turmbauer, Kosmos
Twister Hoopla, Hasbro
Twister Moves Hannah Montana, Hasbro
Twister, Hasbro
Typ Dom, Piatnik
Typisch Frau - Typisch Mann, Kosmos
Ubongo Das Kartenspiel, Kosmos
Ubongo Die Erweiterung, Kosmos
Ubongo extrem, Kosmos
Ubongo, Kosmos
Uluru, Kosmos
Undermining, Z-Man Games
Uno, Mattel
Unter Geiern, Heidelberger
Unter schwarzer Flagge, Heidelberger
Urban Sprawl, UGG/GMT
Uuups!, Amigo
Valdora, Abacus
Vanuatu, Krok Nik Douil
Veni vidi vici, Pharao Spiele
Vertippt noch mal, Heidelberger
Villa Paletti, Zoch
Villen des Wahnsinns, Heidelberger
Vintage, Mesaboardgames
Voll in Fahrt, Amigo
Volle Scholle Uli Stein, Kosmos
Volle Wolle, Zoch
Walnut Grove, Lookout
War of the Rings, Ares Games
Warhammer Chaos in der alten Welt, Heidelberger
Was ist das?, Metermorphosen
Was ist was Junior - Mein erstes Quiz, Kosmos
Was klotzt du?, Huch/Hutter
Welches Tier passt hier?, Ravensburger
Wer ist es? Galerie, Hasbro
Wer ist es? Gesichterspaß, Hasbro
Wer ist es? Littlest Pet Shop, Hasbro
Wer ist es?, Hasbro
Wer war’s?, Ravensburger
Wer weiß mehr, W & L Spielspass
Wer wo was? Male das, University Games
Westeros, Heidelberger
WeyKick Kubbolino 720, Weyel
WeyKick Stadion 7500, Weyel
Wickie Lotto, Studio100
Wickie Memo, Studio100
Wickie und das Rätsel von Flake, Studio100
Wickie und der Piratenschatz, Studio100
Wie verhext, Heidelberger/Alea
Wizard Jubiläum, Amigo
Wolfmond, Heidelberger
Wollmilchsau, Zoch
X610Z, Quantuum
Yes & No, Noris
Yggdrasil, Ludonaute
Yut Nori, Grubbe
Zatre, Amigo
Zaunkönig, Intellego
Zicke Zacke Hühnerkacke, Zoch
Zicke Zacke Igelkacke, Zoch
Zicke Zacke, Zoch
Zig Zag, Beleduc
Zigby Memo, Studio100
Zirkus Stapelix, Kosmos
Zirkusfieber, Smada
Zombie Würfel, Pegasus
Zooloretto, Abacus
Zozzle Comics, Zoch
Zozzle, Zoch
Zug um Zug Europa, Days of Wonder
Zug um Zug, Days of Wonder
Zum Blauen Drachen, Pegasus
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DEGENFECHTEN
by designer Herbert Laszlo and  
artist Roman Heinzinger, produced in 
cooperation with the Austrian Games 
Museum

A challenging game of tactics  
for 2 players, ages 12 and up

Game components 
Three cards for each player, resulting in 
a total of 6 cards with 3 pairs showing 
the same picture on two cards (attached 
sheet of material, cut, or glue on thick 
cardboard).

Game idea 
Imagine that you face each other 
holding rapiers: In the art of fencing 
there is a counter action against each 
action that you can take and so renders 
the action useless and scores a hit for 
the opponent. Your task is to guess 
which action your opponent plans and 
to play the corresponding action card.

Preparation of the game 
Both players receive a set of three cards, 
one each for thrust, parry and feint. 
FINTE = FEINT and PARADE = PARRY 
and STOSS = THRUST

Game play 
This game offers two level of play:

1. “Puzzling”: 
Both players keep their cards hidden, 
take up one card each and reveal them 
simultaneously: 
The pictures on the cards show who 
wins:
- In case of thrust against parry parry 
wins.
- In case of thrust and feint thrust wins.
- In case of parry and feint feint wins.
If both cards show the same picture you 
play again.

2. Degengefecht: 
You can also play this game according 
to the rules of the International Fencing 
Organization. The winner is the player 
who has achieved five hits first, that is, 
he has won  five puzzling encounters.
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This offers a special feature which makes 
the game even more challenging: When 
the cards Feint and Feint or Parry and 
Parry encounter each other, no hit is 
scored, but when Thrust encounters 
Thrust this is scored as a double hit, 
both fencers score a hit.

It is understood that the fencer profits 
most from such a double hit who 
currently has already scored more hits, 
being closer to the 5th hit. Can he or she 
take advantage of this or must he fear 
that the opponent will play the Parry 
card? To guess correctly provides an 
additional challenge in the Rapier Duel 
for five hits.

Aim of the game
The first player to score 5 hits is the 
winner.

In Memoriam Herbert Laszlo  
(* 16 April 1940 in Vienna as 
Herbert Otto Emanuel Laszlo von 
Kajászószentpéter; † 4 August 2009 in 
Vienna) He was an Austrian happiness 
researcher, journalists and athlete, who 
coined the term “optimal load”.
Herbert Laszlo was born in Vienna into a 
family of fencing masters. He attended 
Schottengymnasium and obtained 
a Doctor of Laws at the University of 
Vienna. On his mother’s side he came 
from the noble family of Furtenbach. 
In 2002 he founded the independent 
Institute for European Academic 
Research on Happiness (IFEG), 
published the “Happiness Observer,” 
organized Happiness Symposia, held 
numerous lectures and interviews and 
worked until his death on his 5th book, 
which will be published by Goldegg 
Verlag.
His honorary titles include: President 
of the Austrian Academy of Fencing, 
Treasurer of the International Academy 
of Fencing Champions and Vice-
President of the Austrian Journalists 
Club. Furthermore, he was a Minister 
for Schlaraffia and a member of Mensa 
and the Austria Press Club Concordia. 
(Wikipedia)



www.hasbro.co.uk

The slide & shuffle game 
that knows your words! An 

amazing play experience that you 
won‘t want to put down once you 

get your hands on it. Line up the tile 
cubes, press go and race to find as 

many words as possible from the letters 
shown in 90 seconds. 
Play alone, or test 
your word-building 
skills against your 
friends and family!

High-tech twist 
on the legendary 
SIMON game tests 
your memory and 
logic skills to the max! 

Includes 4 electronic cubes, game case, rules 
and quick-play card. Challenge your friends or 

tune up your skills on your own. Ages 8 
and up.
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A journey through a world full of heroes, monsters 
and adventures that takes you and your friends 
through four HEROICA™ regions. Collect gold and 
magic potions on the way, buy weapons to get stronger 
and take back your lost life points. Who will survive 
the most adventures and who will defeat the most 
monsters?

A journey through a world full of heroes, monsters 
and adventures that takes you and your friends 
through four HEROICA™ regions. Collect gold and 
magic potions on the way, buy weapons to get stronger 
and take back your lost life points. Who will survive 
the most adventures and who will defeat the most 
monsters?
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