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Fantastic new games 
Dagmar de Cassan, Editor-in-Chief

Each year, when Autumn arrives and we as-
semble our Games Companion - is has been 
published in Autumn every year since 1988 - we 
are surprised about the diversity of the games 
in the market. Again this year, you will find 
games from publishers all over the world and 
we are proud to offer you information on a very 
broad basis, which at the moment is unrivaled 
and unique. No other source offers such com-
prehensive information.

And we try again to answer your most impor-
tant question: How do I find the right game for 
my games evening?

For the 4th time our Games Companion is re-
leased in October at Spiel in Essen, in both a 
German and an English edition.

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 978-3-950739-05-8
Published annually since 1988, English Edition from Oktober 17, 2012

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 24.000 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 und Maria Schranz
Titelgrafik 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. Das 
Bildmaterial wurde von den Verlagen zur Verfügung gestellt.

Placement and collecting game with cards for 2-4 players, ages 8+

The Island of Santa Cruz is settled in two stages. You build hou-
ses, churches and lighthouses or collect raw materials. You start 
with a building on a free coastal tile, according to building rules. 
Then you play one card each turn, either a building card or a sco-
ring card and place a building accordingly or score; in a scoring 
all players with the scored raw materials participate. After the 
first stage you take back your building and choose in ascending 
order of points (the player with the lowest score starts) the deck 
you want to use in the second stage. After two stages the bird 
chips are scored and you win with most points.
Version: de * Rules: de * In-game text: no

Santa Cruz
Designer: Marcél-André Casasola Merkle
Publisher: Hans im Glück
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Icon explanation

Solo Play Two Players Large Groups Recommended Minimum Age

GABIS explanation on page 3

Placement game for 2 players, ages 6+

A modern classic with a pending name change in German - “4 
gewinnt” will change to “Connect 4” - offers three ways to play in 
this new edition: “Classic”: players alternately drop one of their 
checkers into the grid. The first to achieve a vertical, horizontal or 
diagonal row of four checkers wins. “Action”: both players drop 
checkers simultaneously, using only one hand. The first one to 
achieve a row of four checkers wins. “Plop out”: You decide if 
you want to drop a checker or to push a checker out from the 
bottom row. You win if you are first to achieve a row of four; if 
a winning row forms for both players, you win if you made the 
last move.
Version: de * Rules: de en * In-game text: no

4 gewinnt

Publisher: Hasbro

Dexterity game for 2 players, ages 6+

A name change is coming up for a classic game in German-spea-
king countries: “4 Gewinnt” becomes “Connect 4”. The tower is 
assembled from 8 parts; a base with room for seven discs carries 
a funnel. The familiar discs in red and yellow are not slid into 
the slots alternately as in the original game. In this version each 
player holds a launcher and snips his discs into the funnel with 
it from any position in his half of the table. If you are first to get 
four discs into the tower, you win the round. You win the game if 
you win three rounds or win instantly when you manage to form 
an uninterrupted row of four discs.
Version: de * Rules: de * In-game text: no

4 Gewinnt Die Tower-Attacke

Publisher: Hasbro

Question and answer game for 3-6 players, ages 12+

Five seconds for the marbles to pass through the Marble Timer; 
five seconds in which to give three answers to a questions - so, 
talk! The active player is asked a question by is neighbor, starting 
with „name three …“. If you manage three answers in the time 
frame, you move your marker one step. When someone doubts 
an answer, the majority decides. When the active player cannot 
answer, the question goes to the next player you cannot use 
answers already given. The active player can use action cards 
for „hand on“ or „swap“ questions. If you reach the finish first, 
you win.
Version: de * Rules: de en * In-game text: yes

5 second rule

Publisher: moses. Verlag

Placement game with numbers for 2-4 players, ages 8+

For each player there is a set of numbers, 1-20. You draw a tile 
and place it on your board, at the start on the four marked 
squares. You can replace a tile already there with a new one or 
put back the new one immediately. These tiles are laid down 
face-up; other players can take them instead of a face-down tile. 
Aim of the game is to cover your board completely so that the 
numbers in rows and columns are arranged in ascending order. 
If you fill your last square in the grid correctly, you win instantly. 
If you take the last face-down tile, you win with the least number 
of free squares in the grid. Series: Einfach spielen.
Version: de * Rules: de * In-game text: no

5 vor 12
Designer: Michael Schacht
Publisher: Ravensburger

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

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

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

Expansion for 7 Wonders, for 2-8 players, ages 8+

The second expansion for the multiple awards winner 7 
Wonders introduces two new wonders/cities, Hagia Sophia 
of Byzantium and Khazne-al-firaun in Petra as well as the new 
card variety Cities. The category Cities is new in cards, too, and 
is shuffled into the respective eras. Debt markers enable you to 
incur debts, you cannot repay them and they cost you victory 
points. Diplomacy is a new effect, you are not involved in the 
next conflict and it is resolved among your left and right neigh-
bors, you just discard the diplomacy marker. New Guild cards 
and Leaders are also shuffled into the respecive decks; some can 
only be played with Cities.
Version: de * Rules: de en fr pl * In-game text: no

7 Wonders Cities
Designer: Antoine Bauza
Publisher: Repos Productions

Placement game for 2 players, ages 4+

Simplified version of a Japanese game, gomoku-narabe: The 
game comprises 10 silver and 10 golden tiles showing values 
4x1, 3x2, 2x3 and 1x4. Each of the players holds one set of tiles, 
both sets are shuffled separately and face down. One player 
starts and turns over one of his tiles. The other draws one of his 
tiles and places it edge to edge or corner or corner next to the 
first tile. This is continued alternately until one player achieves 
10 points in a row, orthogonally or diagonally. This player wins. 
When all tiles are placed without a winner, the game ends in a 
draw.
Version: en * Rules: en jp * In-game text: no

10 Stars
Designer: Madoka Kitao
Publisher: Japon Brand

Placement and acquisition game for 2-5 players, ages 13+

Space travel - Man must reach the moon before the end of 1969. 
You control the Space Program of a nation and want to reach the 
moon first. To achieve this you plan research, employ scientists, 
start training missions and win prestige with it. In seven rounds 
you resolve the phases of Income, Acquisition, Mission and End 
of Round. You buy scientists who are limited, and Intelligence 
cards for the Mission Phase; these cards improve results or 
influence opponents. You can start each mission only once; dice 
results and Intelligence cards combine for the value of a mission.
Version: en * Rules: en * In-game text: no

1969
Designers: A.Crespi, L. Silva, L. Sorrentino, A. Buonfino
Publisher: Cranio Creations

Negotiation game for 3-5 players, ages 12+

Animals take over countries and start an Arms Race of incredible 
proportions; players are involved as leaders of nations. You use 
influence and agents in instable regions to gain advantages on 
an international scale, represented by victory points. After six or 
nine rounds you win with most victory points. The phases of a 
round are Movement of an agent, Alliances, Spies, Revolutions, 
Acquisition of actions or victory points with Influence and End of 
Round. Alliances are resolved for each country individually and 
can vary from region to region; you place agents and negotiate - 
this is the core element of the game.
Version: en * Rules: en pl * In-game text: yes

1984: Animal Farm
Designers: Rafał Cywicki, Krzysztof Hanusz, Krzysztof Cywicki
Publisher: Kuźnia Gier
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Communication
Interaction

Dexterity
Action

GABIS explanation on page 3Color codes for target groups (Headline Color)
For children + learning
For families

With friends 
For experts

Color codes for features (Bar in Evaluation box)
Chance
Tactics

Strategy
Creativity

Knowledge
Memory

Dice game for 1-6 players, ages 8+

Players are asked to catch animals for a zoo, each player starts 
with six penguins and 10$. You take the number of dice for the 
round and roll them; then you can either 1) cash them in for 
money and tokens or 2) spend a penguin to roll a spare dice and 
add it to your roll or 3) spend the dice showing penguins and 
take more penguins. Steps 2) and 3) can be repeated as often 
as you want. The final result earns you penguins and money de-
pending on your final combinations of animals. After three such 
rounds with 4, 5 and 6 starting dice to win with most money.
Version: multi * Rules: de en es fr * In-game text: no

A Fistful of Penguins
Designer: Jonathan Franklin
Publisher: Wattsalpoag Games

Educational language game for 2-5 players, ages 14+

Players are taking a tourist tour around New York and move their 
markers on the city map grid to landmarks. At those locations 
you must answer questions, win or lose picture cards and earn 
money for taxi, bus or underground. When you were able to 
discard two picture cards which you received at the start of the 
game and collect two new ones, you go back to your starting 
position. If you reach this with an exact number of steps, you 
win. The game is also available for Berlin rules in German and 10 
other languages as well as for London, Rome, Paris and Madrid 
in German and English, Italian, French and Spanish.
Version: de * Rules: de en * In-game text: yes

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

Pushing game for 2 players, ages 7+

A game of many uses: At first glance it is an enormously deco-
rative 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 directions. 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 en fr and others * In-game text: no

Abalone
Designers: Michel Lalet, Laurent Levi
Publisher: Piatnik

Pushing game for 2-4 players, ages 7+

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 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; 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 en fr * In-game text: no

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

Language learning game and quiz for 2-16 players, ages 12+

The game comprises Challenge cards and Question cards on 
Grammar, Vocabulary, Phrases, This & That and General Know-
ledge. You want to be the first player or first team to collect all 
cards according to your challenge card and to answer the Final 
Question correctly. Question or instruction according to the 
topic color you rolled are read to you; if you answer correctly, 
you take the card. Instead of rolling you can swap two cards 
already collected for a card from a missing topic, which you 
must answer correctly. Pot Luck cards are event cards; the Open 
Trading Floor cards initiate a trade minute; all can swap collected 
cards with everybody.
Version: multi * Rules: de en * In-game text: yes

Absolutely English!
Designers: Fay MacSween, Kelly James
Publisher: Piatnik

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

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 passage 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 thereby 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

Abtei der Rätsel
Designer: Thomas Fackler
Publisher: Kosmos

Communication game on definitions for 4-16 players, ages 12+

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, exp-
laining, 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

Activity Alles ist möglich
Designer: Paul Catty
Publisher: Piatnik

Communication game on definitions for 4-16 players, ages 15+

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

Activity Countdown
Designer: Paul Catty
Publisher: Piatnik

Throwing game for 2-6 players, ages 5+

A new version of Activity, this time featuring a TV character - 
Pig Franz Ferdinand from the TV show okidoki! As usual, you 
must communicate a term to your team members by drawing, 
explaining or pantomime. If the team names the term, the pawn 
of the team moves forward on the board. The color of the pawn’s 
location determines the method of communication. The board 
and the design have been adapted to the topic, and so have 
number of players and playing time. Activity Franz Ferdinand 
is a felicitous and - due to Franz Ferdinand - doubly interesting 
transformation of a successful game mechanism.
Version: de * Rules: de * In-game text: yes

Activity Franz Ferdinand

Publisher: Pintail / Tactic
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Communication game on definitions for 3-16 players, ages 12+

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

Activity Lifestyle
Designer: Paul Catty
Publisher: Piatnik

Communication game on definitions for 3-16 children, ages 4+

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: yes

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

Communication game on definitions for 3-16 players, ages 12+

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 and others * In-game text: yes

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

Development game for 3-5 players, ages 14+

Aeroplanes explores the dawn of commercial aviation between 
1919 and 1939. In three eras you develop your airline. Each era 
comprises the steps of Income, Actions, End of Era scoring and 
End of Era Upkeep. Actions are buy airplane, place airport, claim 
passengers, buy advantage tile - pilot, maintenance, production 
increase, night flights or radio beacon - or take a subsidy. At the 
End of Era you score for majorities of airports in the markets 
of Europe, Africa and Asia/Australasia and for the profit from 
passenger points minus unused capacity. After three eras you 
score airplane and passenger cards.
Version: en * Rules: en * In-game text: no

Aeroplanes
Designer: Martin Wallace
Publisher: Mayfair Games

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

As an explorer in Africa you look for valuable artifacts and travel 
in your turn to different locations by discarding corresponding 
travelling cards; at a location you can join an expedition showing 
this location for a starting point. When you are first to reach such 
an expedition’s target location you earn both card and money. 
Instead of travelling you can draw new travelling cards or buy 
adventure cards which earn you money and victory points or a 
free helper. If expeditions cannot be replaced you win with most 
victory points from expeditions and combinations of artifacts; 
too many helpers lose you points.
Version: de * Rules: de * In-game text: no

Africana
Designer: Michael Schacht
Publisher: Abacusspiele

Agricola version for 2 players, ages 10+

You breed sheep, pigs, cows and horses and have three assis-
tants helping to accommodate all animals in stables, pastures 
and farm expansions; you place them to mark your actions that 
you choose in a round. Barns are expanded into stables and huts 
to timbered houses to make room for more animals and you 
can expand the farmyard, too. Game phases are Replenishing of 
goods, Working Time with one action per assistant - each kind 
of action is only available once per round - as well as Coming 
Home phase and Propagation Phase of the animals. After eight 
rounds you win with most points from animals, farmyard expan-
sions and buildings.
Version: de * Rules: de en es fr kr pl * In-game text: no

Agricola Die Bauern und das liebe Vieh
Designer: Uwe Rosenberg
Publisher: Lookout Games

Economics game for 2-5 players, ages 10+

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 market. 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 Aba-
cus 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

Airlines Europe
Designer: Alan R. Moon
Publisher: Abacusspiele

Expansion for Alcatraz for 3-5 players, ages 15+

Another cooperative game with a traitor - you want to escape 
from Alcatraz together. In the planning stage prisoners complete 
certain tasks as part of a six stage escape plan. In each turn a 
new security guard appears, one player becomes the scapegoat 
and prisoners try to complete their plan. When all plan elements 
are assembled, the contributing players escape together and 
win. If you were not necessary for the plan you are left behind 
and lose: The Expansion features a new Chief of Security for 
additional problems; a Sucker - he cannot complete tasks or 
turn scapegoat - and Penalty cards which give extra abilities to 
characters.
Version: en * Rules: dk en jp pl * In-game text: yes

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

Memo game for 2-8 players, ages 6+

You assist Jonny Tölpel in sorting out his treasure hoard. 
Where did he leave the crown or the parrot? 7 theme cards are 
displayed; one pirate card is placed – after a short time to me-
morize it – 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 pirate card beneath the 
theme card of the same color, 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: multi * Rules: de en fr nl * In-game text: no

Alles Kanone!
Designer: Reiner Knizia
Publisher: Zoch
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Memo game for 2-8 players, ages 6+

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

Alles Tomate!
Designer: Reiner Knizia
Publisher: Zoch

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

24 picture tiles show real and fictitious flying objects, ranging 
from lady bird and balloon to witch and UFO. In free play you 
draw a tile in turn and place it in a way that all tiles create the 
picture from the box bottom, which shows the relative flight 
altitudes of all objects; adults or older children can give expla-
nations. For Collect Picture Tiles the cards are placed face-down 
and you try to collect all tiles of the same altitude by rolling the 
correct color. Variants: Collect one card from each altitude level 
or Find Details - you describe a detail and all search the tile with 
this detail.
Version: de * Rules: de * In-game text: no

Alles was fliegt
Designer: Michael Rüttinger
Publisher: Noris Spiele

Conflict simulation for 1-4 players, ages 12+

Andean Abyss simulates the campaign for the control over 
Colombia, including kidnapping, drug war, military sweeps and 
terror. Each of four factions deploys distinct capabilities and 
tactics to achieve differing goals. Players place units and exploit 
event cards that cannot be fully predicted. Accessible mechanics 
put the emphasis on game play, but Andean Abyss also provides 
an engrossing model of insurgency and counterinsurgency in 
Colombia - smoothly accounting for population control, lines 
of communication, terrain, intelligence, foreign aid, sanctuaries, 
and a host of other political, military, and economic factors.
Version: en * Rules: en * In-game text: yes

Andean Abyss
Designer: Volko Ruhnke
Publisher: GMT Games

Throwing game for 2-6 players, ages 5+

The angry birdies from the on-line cult game have escaped out-
doors, no wonder that they are angry, because they are thrown 
about! A round mat showing segments with different values and 
stars is laid out, and the edge of the mat you build a launching 
pad for the pig out of three wooden blocks in any arrangement. 
You can build those launching pads with different stability or dif-
ferent height, and you need not use all blocks. Then you throw 
your bird from any distance between 2 and 6 meters and score, if 
you hit one of the so marked numbers, a star and win when you 
have managed three stars.
Version: multi * Rules: de hu and others * In-game text: no

Angry Birds Action Game

Publisher: Piatnik / Tactic

Action Game for 2-4 players, ages 5+

A cultic game, transported from the screen to the board: You 
play one of three levels of difficulty or freestyle. Choose a card 
from one of those for methods; your neighbor builds the Castle 
for you and you try to knock it over. In Freestyle mode the 
Castle is set up any way, adhering to basic rules; in other levels 
according to the card. The mission card shows the birds you use 
and the order of their use to knock down the Castle. Pigs on the 
castle are deemed to be toppled when they fall of the Castle. If 
you topple al pig you score according to the mission card. If you 
top 1000 points first, you win.
Version: multi * Rules: de fr it nl * In-game text: no

Angry Birds Knock on Wood

Publisher: Mattel

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

The game mechanism of Ludo, Pachisi or Mensch Ärgere Dich 
Nicht, used with the topic of Angry Birds; the cute birds must 
now defeat the robot arm of the thieving pigs in the orbit of 
the Dice Planet. This dice planet is represented by a transparent 
dome which holds one die; the birds sit in dents on the board 
made of clear plastic. You hit the dome, the die jumps once and 
turns and so determines the number of steps you can move, 
always according to the familiar standard Ludo rules. If you 
move all your birds around the orbit once and then put them on 
the four pig spots with exact rolls of the die, you win.
Version: multi * Rules: de hu and others * In-game text: no

Angry Birds Space Race Kimble

Publisher: Tactic

Strategy game for 2 players, ages 12+

Antike Duellum is a development of „Antike“. In two scenarios 
the opponents are Carthage vs. Rome or Persians vs. Greeks; 
basically the rules of Antike apply, the set-up has been altered. 
Coins are available from production areas and a city can only 
be founded in regions depicting a city; players decide on the 
resources for such a city. When a player receives a character, 
the other player is given an event card of his choice. Prices for 
different kinds of progress are different and there are altered 
rules for temples, armament and maneuvers. If you hold 9 
characters, you win.
Version: de * Rules: de * In-game text: yes

Antike Duellum
Designer: Mac Gerdts
Publisher: PD-Verlag

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

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 gladiators. 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 auctions to acquire 
wealth and influence.
Version: de * Rules: de fr it nl * In-game text: no

Aquileia
Designer: Pier Volonté
Publisher: Zoch

Development game for 2-5 players, ages 14+

You are an envoy of a European nation tasked with discovering, 
colonizing and husbanding regions of the New World. This must 
be done in accordance with the needs of the native population 
to avoid rebellion, but you must also achieve profits for the 
colonial power. Each player has a definite task within the chosen 
time frame for the game. The rounds comprise Disengagement, 
Order of play by bidding money, Population effects, Balance 
of the Archipelago according to demand in the colony and at 
home, Actions according to Action wheel, Action card or use of 
market or port as well as Purchase of Evolution card.
Version: de * Rules: de en fr * In-game text: yes

Archipelago
Designer: Christophe Boelinger
Publisher: Ludically
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Worker placement game for 2-4 players, ages 8+

In the guise of Noah or his sons you build and load the arch 
for victory points. In a minimum of 10 rounds you choose and 
resolve one action. In Order of Play you place one worker on 
“Planned Action”. All actions are available only once per round 
and are resolved from left to right; on completion the worker 
goes to “Action Resolved”, this determines next Order of Play. You 
can produce tar, collect animals or food, exchange animals or 
enclosure walls, fell wood, build part of the arch or load finished 
enclosures with food or animals. Resources and animals not on 
the arch cost you victory points at the end.
Version: multi * Rules: de en it * In-game text: no

Ark & Noah
Designer: Stefano Groppi
Publisher: Placentia Games

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

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

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

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

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: no

Artus
Designers: Wolfgang Kramer, Michael Kiesling
Publisher: Ravensburger / alea

Deck building game for 2-4 players, ages 14+

Samael, the Fallen God, returns from the Void with a monster 
army; players must defend Vigil. To achieve this they conjure up 
constructs and heroes to become the God Slayer in their fight 
against the Fallen. You play hand cards to acquire runes, power 
and other effects. Runes are used to buy new cards for your 
deck; with Power you defeat monsters for fame and rewards. 
You play to standard deck building rules with a personal draw 
pile, display of currently played cards and personal discard pile; 
constructs have permanent effects. If you are first to accumulate 
the necessary amount - 60, 90 or 120 - of honor, you win.
Version: de * Rules: de en it jp * In-game text: yes

Ascension Chroniken des Gottbezwingers
Designer: Justin Gary
Publisher: Marabunta / Asmodee

Expansion for the deck building game for 2-6 players, ages 14+

Samael, the Fallen God, returns from the Void with a monster 
army; players must defend Vigil. To achieve this they conjure up 
constructs and heroes to become the God Slayer in their fight 
against the Fallen. You play hand cards to acquire runes, power 
and other effects. Runes are used to buy new cards for your 
deck; with Power you defeat monsters for fame and rewards. In 
this expansion Samael the Fallen returns from the Dead again! 
It features 65 cards and can be played as a stand-alone game 
for two or expand the core game for six players. “Fate” is a new 
mechanism in the game.
Version: de * Rules: de en it jp * In-game text: yes

Ascension Rückkehr des Gefallenen
Designer: Justin Gary
Publisher: Marabunta / Asmodee

Expansion for the deck building game for 1-4/6 players, ages 14+

Samael, the Fallen God, returns from the Void with a monster 
army; players must defend Vigil. To achieve this they conjure up 
constructs and heroes to become the God Slayer in their fight 
against the Fallen. You play hand cards to acquire runes, power 
and other effects. Runes are used to buy new cards for your 
deck; with Power you defeat monsters for fame and rewards. 
In this expansion Samael is dead, but storm still rage over Vigil 
while his monsters ravage, his minions conspire and souls that 
should have moved on are slowly taking power. 200 cards with 
the new card variety “Event”
Version: de * Rules: de en it jp * In-game text: yes

Ascension Sturm der Seelen
Designer: Justin Gary
Publisher: Marabunta / Asmodee

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

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 imme-
diately 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

Au Backe!
Designer: Frank Nestel
Publisher: Zoch

Crime puzzle with cards for 2 players, ages 14+

Both players simultaneously investigate a case - you are investi-
gator and culprit in turn. You construct a case for your opponent 
from location and escape vehicle cards; crime scene and arrest 
scene are visible, with four locations and five vehicles face-down 
in-between. In turn you ask three questions; answers are “yes” 
or “no”. Then you can play an investigation card, which your 
opponent can answer with a defense card, or swap a card. When 
five location cards and four escape vehicle cards of your case are 
turned up and you name the locations of accomplice and loot in 
your case correctly, you win; if not, your opponent wins.
Version: de * Rules: de * In-game text: yes

Auf der Flucht
Designer: Sonja Klein
Publisher: Gmeiner-Verlag

Counting game for 2-5 players, ages 7+

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 har-
vest 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: no

Auf die Birne
Designer: Manfred Reindl
Publisher: Zoch
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Dice game for 2-4 players, ages 8+

Squirrels are replenishing and sorting their stored nuts, raccoon 
David is pinching nuts! You combine one white die with the 
green one and place a squirrel on the resulting number. If you 
end up with a number already taken, your move ends. If you 
stop on time, you place the squirrel(s) into the bottom wood 
spot and store the corresponding nut card, if you now have 
two or more squirrels there. Other squirrels there climb up one 
position. Up there you need three or four squirrels but have a 
wider choice of nuts. On spot #7 you get the raccoon and can 
pinch nuts from other players. You win with most victory points 
from your own nut stores.
Version: de * Rules: de * In-game text: no

Auf die Nüsse!
Designer: Michael Feldkötter
Publisher: Amigo Spiele

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

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 mo-
ney. 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

Avanti
Designer: Heinz Meister
Publisher: Zoch

Placement game for 3-4 players, ages 13+

Four tribes want to survive with the help of the gods and 
prosper in peaceful coexistence; but the gods also favor those 
who fight and bring sacrifices to their temples. In five eras you 
choose a Power Card at the start; it determines strength and the 
optimum landscape for the tribe in this era. The era comprises: 
Choosing Phase of power card, Development Phase with 
placement and movement of a character, Conflict Phase with 
comparison of power and decision on battle or co-existence and 
Scoring Phase for territories you control and well as for bonuses 
earned from correlations with the Power card.
Version: de * Rules: de en * In-game text: yes

Aztlán
Designer: Leo Colovini
Publisher: Ares Games

Game of balance for 2-7 players, ages 6+

The one and only mechanism in Bamboleo is balance! The 
difference 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

Bamboleo
Designer: Jacques Zeimet
Publisher: Zoch

Dice and reaction game for 2-6 players, ages 6+

High up in the tree bananas taste best, but Head Monkey Bana-
na Matcho wants to be on top himself! You start at the bottom 
and hold 6 fruit dice, your left neighbor holds 3 Matcho dice. 
Both roll simultaneously - you need to roll a fruit combination 
faster than your neighbor rolls 3 Banana Matchos by rolling 
single dice, because whoever hits the banana first, wins. If your 
neighbor manages 3 Matchos first, his monkey climbs one step. 
If you manage a good combination first, by rerolling any number 
of dice as often as you can, you move your monkey accordingly. 
Whoever is first on top, wins!
Version: de * Rules: de en fr it* In-game text: no

Banana Matcho
Designer: Thilo Hutzler
Publisher: Zoch

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

On location at a wild-west genre film! Each player secretly choo-
ses 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: cn de fr fi gr hu it kr pl se * In-game text: yes

Bang!
Designer: Emiliano Sciarra
Publisher: dV Giochi

Dexterity game for 2-4 players, ages 6+

Baobab, the well-known African tree, must be formed with all its 
different inhabitants and visitors. Cards with branches, flowers, 
monkeys, leopards, snakes, bats, bees, birds and chameleons 
are distributed evenly among players. You draw 3 cards from 
your stack and try to place up to three of them on the tree 
according to the rules - different ones for each animal, e.g.: Place 
it with eyes closed, drop it or stick it between other cards with 
one corner sticking out of the treetop. Cards that fall and cards 
remaining at the end are penalty points; you win with the fewest 
when the first player is out of cards.
Version: multi * Rules: de fr hu * In-game text: no

Baobab
Designer: Josep Maria Allué
Publisher: Piatnik

Deduction and placement game for 2 players, ages 7+

You place your ships on your board and must guess the 
opponent’s ship positions correctly to sink the ships. In 
accordance with the film the adversaries are Navy and Aliens, in 
a box that splits into two game boards. In the classic version one 
names a coordinate, the other states hit or a miss; both results 
are marked accordingly. In the game with missions you draw 
the top card from your deck and execute it; in the expert game 
with missions you start with 5 cards in hand and can in your 
turn either draw two cards or play one or two cards and execute 
them. If you are first to sink the opposing fleet you win.
Version: de * Rules: de en * In-game text: no

Battleship

Publisher: Hasbro

Card version of Battleship for 2 players, ages 7+

In this version of the classic deduction game ships are found, hit 
and sunk with pin and rescue cards. The grid cards are laid out 
in a 3x4 grid and you take 5 cards in hand from your stack. You 
choose a peg or power card, resolve it and draw a card. In case 
of white peg cards you turn up a card in the opponent’s grid: If it 
is a ship, its effect is now active. In further turns you play red peg 
cards for hits on this ship to sink it; you need as many hit marks 
on the red pin cards as shown on the ship card. Power cards 
bring shields, annul hits or let you draw more cards in hand. If 
you are first to sink all opposing ships, you win.
Version: de * Rules: de en * In-game text: yes

Battleship Kartenspiel

Publisher: Hasbro
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Conflict simulation with App, for 1 player, ages 8+

For this implementation of the „zapped“ Technology for the 
game idea of Battleship you need an iPad and an iTunes 
Account. The game features three different types of battleships 
with corresponding Strategic Battle Cards. At the start you 
place your ships on the iPad which recognizes the ship and its 
weapons systems. Then you can play different missions - based 
on the film - in order to defeat Aliens. You identify ships with 
the radar system and can use air raids, artillery or missiles. The 
Mission Goals are different in each mission.
Version: de * Rules: de en * In-game text: yes

Battleship Zapped

Publisher: Hasbro

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

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

Bausack
Designer: Klaus Zoch
Publisher: Zoch

Move, roll and collecting game for 2-4 players, ages 4+

Magic Raven „Schnabelgrün“ hat created Giant Berries, which we 
want to pick, and from time to time we must pull the raven out 
of the swamp. Schnabelgrün starts on any bush. You turn up a 
card and resolve it: For a number Schnabelgrün moves along the 
bushes; if he ends up on berries, you take them. If he ends up 
on an empty bush you turn the bush to the swamp side. When 
Schnabelgrün ends up on an empty swamp you put two berries 
on it to save him. If the card shows raven + berry you can take 
a berry from another player. If you cannot place 2 berries on a 
swamp when necessary, the player with most berries discards 
to and wins.
Version: de * Rules: de * In-game text: no

Beeren klau‘n
Designer: Jacques Zeimet
Publisher: Noris Spiele

Worker placement game for 2-5 players, ages 13+

A team of Elves and Dwarves must provide money and resour-
ces to construct buildings in five districts of Belfort. Buildings 
have special abilities; gnomes can take over buildings and yield 
bonus abilities, and you can employ the five Guilds. The influ-
ence on the district rises with each building; you determine kind, 
location and time of building. A round comprises: Updating the 
calendar - place workers -  income - actions with resources and 
and workers - scoring. In three scorings you score influence and 
elves, dwarves and gnomes; after seven rounds you win with the 
highest total score.
Version: de * Rules: de en * In-game text: yes

Belfort
Designers: Jay Cormier, Sen-Foong Lim
Publisher: Pegasus Spiele

Memo game for 2-4 players, ages 3+

Benjamin Blümchen has fallen asleep and the zoo animals which 
he was supposed to guard have escaped into the woods. Players 
are asked to help Benjamin to find them. The bushes are laid 
out and underneath each bush an animal is hidden. Benjamin is 
switched on, welcomes all players and explains the game. Then 
the first player pushes the blue button and Benjamin asks him 
to find an animal. If this player uncovers the correct animal, he 
keeps it. A wrong animal remains uncovered and the next player 
tries to find the correct one. When the correct animal is found, 
all others are covered again. When all animals are found you win 
with most of them.
Version: de * Rules: de * In-game text: no

Benjamin Blümchen Törööö im Zoo!
Designers: Brad Ross, Jim Winslow
Publisher: Schmidt Spiele

Quiz game for 2-4 players or teams, ages 12+

In Bezzerwizzer you answer questions and can take over 
questions from other players. In a round you draw four category 
pieces for your own board. You answer a question per category 
and score the points. The question cards show symbols which in-
dicate how you must ask the question. Two of the categories use 
the xylophone; you must either find the missing tone or guess 
the melody correctly. Once in the game you can swap categories 
or play a Bezzerwizzer tile to answer an opponent’s questions. If 
you are first to complete a turn around the board and reach the 
finish area, you win.
Version: de * Rules: de en * In-game text: yes

Bezzerwizzer deluxe
Designer: Jesper Bülow
Publisher: Mattel

Card game for 3-5 players, ages 10+

The High Necromancer is furious: The Alliance of Obnoxiously 
Good Races has started to bombard the Army of Darkness with 
exploding contraptions and he cannot return the favor, because 
he lacks the technology for it. Players are goblins who must 
experiment with bombs, at his order, until they explode and 
earn money for each explosion they survive or for mechanisms 
they salvage or for completed tasks. A move comprises drawing 
of cards, play trick cards, exchange card from hand with one in 
the bomb, play trick cards, check if bomb explodes and hand on 
bomb. If you collect 10 coins, you bribe the guards and flee.
Version: de * Rules: de * In-game text: yes

Big Badaboom
Designer: Team Gigantoskop
Publisher: Gigantoskop

Road safety game for 2-4 players, ages 5+

Road safety education, assisted by Big Bobby Car: Each marker 
starts in House A or B, the car and road tiles are split into two 
stacks. All try to reach school or nursery school as quickly and as 
safely as they can. In your turn you first answer a question on a 
traffic card - if your answer is correct you roll the die and move 
on. On a red square you must stop (Road Crossing!). You can 
cross the road in your next turn either with “green” on the Traffic 
Light. Unguarded crossings can only be crossed by turning up a 
tile showing an empty road. If there is a lollipop man you need 
to roll a 4, 5 or 6 to cross the road.
Version: de * Rules: de * In-game text: no

Big Bobby Car Sicher im Verkehr

Publisher: Noris Spiele

Placement game for 2-4 players, ages 4+

Rows of three fruits are the aim of the game! Strawberries, 
grapes and pears are depicted either in a square, a circle or a tri-
angle 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

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



12

2013

Communication
Interaction

Dexterity
Action

GABIS explanation on page 3Color codes for target groups (Headline Color)
For children + learning
For families

With friends 
For experts

Color codes for features (Bar in Evaluation box)
Chance
Tactics

Strategy
Creativity

Knowledge
Memory

Guessing and puzzle game for 3-12 players, ages 8+

Black Stories are puzzling stories which you solve with logic and 
imagination. 
Based on Black Stories there are Blue, Green, Yellow and Pink 
Stories for children and now a board game, too. The game fea-
tures a board with a spinner and shows four junior stories color 
zones; you sort the cards and need the listed household items. 
The spinner determines story or action card; for action you have 
to execute this action to get a color chip. For story you read the 
card, can give tips and answer questions. Whoever guesses right 
gets the color chip. If you are first to collect one chip of each 
color, you win.
Version: de * Rules: de * In-game text: yes

Black stories Junior
Designer: Andrea Köhrsen
Publisher: moses. Verlag

Auction game for 2-4 players, ages 10+

You are chief of a gang of outlaws and want to loot a maximum 
of silver and gold from banks and stage coaches. You hide your 
loot behind your screen. City tiles are laid out in a circle. You bid 
outlaws or pass or postpone your move. The highest bid wins 
you movement for the Chief Outlaw and you rob gold from the 
tile you reached; the tile is then turned over and changes its 
effects. The second-highest bid gives you silver from the Stage 
Coach. Outlaws that were bid then move the sheriff; if he meets 
the Chief Outlaw, he loses one of his men. When all have passed 
or there are no more outlaws, you win with most silver and gold.
Version: multi * Rules: de en fr * In-game text: no

Blackrock City
Designer: Alain Ollier
Publisher: Blackrock Editions

Abstract placement game for 2 players, ages 8+

40 pieces are arranged in four quadrants on the board, each 
quadrant borders two of quadrants of the other color. In your 
turn you move a piece or a stack on another piece or stack of the 
same color, up to a maximum height of four pieces. The height 
of the stack/tower determines its range of movement, over emp-
ty spots only. After each step it takes a 90° turn. Should a move 
end on an empty square you must split a stack, not necessarily 
in half. You can capture opposing pieces by topping them with 
higher stacks; a stack of height 4 cannot be captured. If you 
cannot move in your turn, you lose.
Version: en * Rules: en pt * In-game text: no

Block
Designer: Nelson Ferreira
Publisher: Runadrake

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

The stack comprises 10 times each number 1, 2, 3, 4, 6, 7, 8, 9, 
plus five cards marked 3+. You hold 8 cards and try to be the 
first one out of cards to win. At the start you try to make up the 
sum of 5 with any number of your cards and place them in a 
row, or you draw a card. If you place the 5th row of value 5 you 
complete the block and start a new one with one single card of 
any value; others in turn add up to four rows of the same value, 
with one or more cards. You can elongate each block once with 
another 5 rows. 3+ is used like a 3, but when you place it you 
draw 3 cards, keep one and can hand on the other two or keep 
them.
Version: multi * Rules: de hu * In-game text: no

Block 5
Designer: Aya and Alma Modan
Publisher: Piatnik

Dice and memo game for 2-5 players, ages 3+

Beetles are hiding among the flowers, but you only want to 
find flower faces. All flowers are laid out face-down, showing 
the green backside. You roll the die and turn over any flower - 
when its color corresponds to the color on the die, you take the 
flower. If not, or if a beetle appears, you turn the flower back 
over. Each flower shape is present once for each color and once 
with beetle. From the shapes of flowers you have already won 
you might deduce which color could be hiding where. When 
only beetles are left, you win with 3-6 flowers in relation to the 
number of players.
Version: de * Rules: de * In-game text: no

Blumen finden
Designer: Thomas Liesching
Publisher: Noris Spiele

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

The 16 letter cubes are shaken in the game unit and then locked 
in position. The letters now visible are used to form words 
connecting letters horizontally, vertically or diagonally. Each 
cube 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 at 
least one other player. Remaining words are scored with 1 to 
11 points, depending on the number of letters in a word. This 
is a re-designed edition of the edition with cubes and timer 
integrated in the game unit, new in this edition are red-framed 
letters which score double.
Version: de * Rules: de en * In-game text: no

Boggle

Publisher: Hasbro

Version of Bohnanza for 1-7 players, ages 12+

For its 15th Anniversary Bohnanza has been given a facelift with 
new bean varieties, new rules, additional actions and a solo 
variant. The basic rules still apply; supplemented by Wild Beans 
offering additional possibilities: you can, for instance, plant 
different varieties on one field or disregard the order of your 
hand cards. The new Trade cards can be used to upgrade an 
offer; if you accept one from a player ,you start his next auction 
by taking a free card from his offer. You always have three bean 
fields available and can discard one of the now three cards you 
draw for auctioning. At the end of a player’s turn all players draw 
one card.
Version: de * Rules: de * In-game text: no

Bohn to be wild!
Designer: Uwe Rosenberg
Publisher: Amigo Spiele

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

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

Bohnanza
Designer: Uwe Rosenberg
Publisher: Amigo Spiele

Reaction game for 1 or more players, ages 8+

Futuristic, cool, hip, fun! The game unit randomly names actions 
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 Professi-
onal 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

Bop it!

Publisher: Hasbro
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Reaction and dexterity game for 1 or more players, ages 8+

Yet another new member in the Bop It family, this time with light 
only! The unit offers three game variants; to start the unit you 
“smash”, that is, you press the ends of the unit together. „Solo“ - 
you „smash“ to catch the light in one of the hit areas; depending 
on the color of the zone which lights up you score 1 or 5 points; 
after three mistakes the game ends, each blue light annuls 
one mistake. “Pass it” - on a signal you pass the unit to the next 
player, after three mistakes you are out, the last one in play wins. 
“Party” - you play until the command to pass, are out with three 
mistakes and win if you are the fastest smasher!
Version: de * Rules: de en * In-game text: yes

Bop it! Smash

Publisher: Hasbro

Charade-like improvisation game for 4-8 players, ages 12+

Four players enact a short scene in a given situation, the others 
are spectators. Before playing the scene each player by himself 
has a short time to plan how best to embody their randomly 
assigned rank between 1 and 4 in the given situation. You may 
do anything but mention the scene or your rank. Afterwards, 
spectators first guess at the scene and score 1 point each if they 
are right. Then all players and actors but one guess this actor’s 
rank and score 2 points if they are correct; the actor scores 2 
points if his rank is guessed correctly at least once. When this is 
done for all actors the next scene is played.
Version: multi * Rules: de * In-game text: yes

Bühne frei!
Designers: Hans-Peter Stoll, Andrea Meyer
Publisher: Ravensburger

Bidding game on cards for 2-5 players, ages 8+

Number cards and bull cards show between one and seven 
oxen heads. For each player a row of two cards is laid out; all 
bid a face-down card for the rows: For a number you take – in 
ascending order – a row. For a Zero you add a card to a row of 
your choice and a bull card after the fifth card in a row. If there 
are only rows with a bull card left you must bid a number. When 
all have taken a row you keep five number cards and a Zero and 
stack the other cards in ascending order, in one or more stacks. 
At the end you win with the highest oxen total from the stack 
with most oxen plus oxen on bull cards minus oxen in your other 
stacks.
Version: de * Rules: de * In-game text: no

Bullenparty
Designer: Wolfgang Kramer
Publisher: Amigo Spiele

Action game for 2 or more players, ages 8+

The holder is assembled and a balloon blown up inside so that it 
sits in the holder - the rungs of the holder have holes. You place 
nine sticks into those holes till the first groove. Then you roll 
the die in turn; this determines for how many grooves you may 
move the stick nearer to the balloon. If you roll a 2 or 3 you can 
either use all Klicks for one stick or distribute the Klicks on two 
or three sticks. If the balloon bursts during your turn you have 
lost and all other players have won together. Depending on the 
kind of balloon used the rounds of the game will be of different 
duration.
Version: multi * Rules: de fr it * In-game text: no

Bumm Bumm Ballon!
Designer: Frans Rookmaaker
Publisher: Schmidt Spiele

Party game for 3-8 players, ages 12+

Party and crazy tasks are the order of the day in order to be first 
to arrive at the Burst volcano. At the volcano you must master 
a Do-not-laugh task which you must survive to be the winner 
of the game! The volcano is filled with word cards. A Hot Spot is 
valid for all of the game and determines what happens on the 
Hot Spots on the board. You roll the die, implement the task of 
this color on the top card and move your pawn accordingly. The 
tasks are a colorful mix of interaction with all players, explaining, 
guessing, assessing, reacting etc. When you reach an occupied 
spot you quickly shout “Burst” or must step back one spot.
Version: de * Rules: de * In-game text: yes

Burst
Designers: Jean und Matthew Rivaldi
Publisher: Amigo Spiele

Memo game with colors for 2-6 players, ages 3+

Captain Kidd is a color memory with a special effect - all tiles 
show treasure chests with a gem - White, Orange, Red, Purple 
and Blue. The tiles are spread face up and the game master 
places a pirate on one gem of each color to so that the pirate 
hides the gem. In your turn you roll the die and must find the 
pirate that covers the gem of the color you rolled. If you succeed 
you get the tile and put the pirate on another gem of this color. 
When there is none left the pirate is set aside on the color card. 
When only three pirates remain in the game you win with most 
tiles.
Version: multi * Rules: cn de en es fr it nl * In-game text: no

Captain Kidd
Designer: Angelika and Jürgen Lange
Publisher: Beleduc

Placement game for 2-5 players, ages 10+

Square landscape tiles added face-up to the display, landscape 
characteristics on adjacent borders must correlate. In this way 
a landscape with cities, roads, meadows and monasteries is 
formed. You have seven meeples at your disposal, which you 
place as knights, farmers, monks or thieves on a still available 
landscape on a newly placed tile. Those meeples earn you points 
when the landscape is complete and can then be placed again. 
Cities and meadows can merge during the game and then the 
points are scored according to majorities. When all landscape 
tiles have been placed, meadows are scored and you win with 
most points.
Version: multi * Rules: de en es fi fr nl * In-game text: no

Carcassonne
Designer: Klaus Jürgen Wrede
Publisher: Hans im Glück

Card game for 1-4 players, ages 12+

A city is built by laying out cards; you try to achieve the optimum 
arrangement in order to get maximum points for it. In 10 rounds 
you acquire buildings, place them, develop the city and earn 
income. Each city forms a 5x5 grid, the City Hall need not be in 
the center. Adjacent buildings showing the same symbol form 
a district. You must have industry in your city in order to place 
additional non-industrial buildings. To develop a city you can 
place additional cards according to specific rules and place one 
industry only at the end of a round. Solo version included.
Version: multi * Rules: de en fr * In-game text: no

Card City
Designer: Alban Viard
Publisher: Ludibay

Card placement game for 2-5 players, ages 10+

Another fight against zombies! Aim of the game: Survive! You 
draw a card - action cards you pick up, zombie cards you put in 
the display, event cards are resolved. Then you can use a card 
from your hand: Action cards for items or for movement points 
in the display. When the zombie cards laid out for a player have 
reached the maximum number and he does not have an action, 
he is dead and must quit the game. Some card interdependen-
cies can counter this effect. You win, if you are the last one in 
play or if you have the necessary number of movement points 
to flee the city. Should the deck be empty, you win with most 
movement points.
Version: en * Rules: en jp * In-game text: no

Card of the Dead
Designer: Motohiro Nakamura
Publisher: Tamakonnyaku / Japon Brand
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Abstract placement game for 2-4 players, ages 7+

Building blocks, but only seemingly! In the elegant box of 
abstract design you find a number of squares made out of high-
quality wood and coming in four colors: white, light grey, dark 
grey and burgundy red. These blocks demand that you to think 
around corners! In turn you place a square for a high score and 
consider carefully, because space is scarce and not every combi-
nation of colors is allowed. And of course, the other players, too, 
have a piece to place!
Version: de * Rules: de * In-game text: no

Caro

Publisher: Noris Spiele

Worker placement game for 4 players, ages 12+

You are boss of a syndicate in Chicago, making money with 
Casinos and moonshine. After one turn for all, the poorest player 
turns Snitch. A move comprises: Bail out henchman - spend 
three pints to recruit, place or move henchmen - conflict - 
income - build casino or moonshine factory - charity. Normal 
police men in contact with your Snitch can be bribed; if you 
encounter one of the Untouchables you cause loss of all assets 
for another player and you also remove one normal police man. 
After 12 rounds Prohibition ends, the richest player is arrested 
and half of his money is confiscated; the one, who is now richest, 
wins.
Version: en * Rules: en jp * In-game text: no

Chicago
Designer: Gin’ichiro Suzuki
Publisher: Show Enterprises / Japon Brand

Deck building game for 3-5 players, ages 12+

Too many monsters live on this world, they are in each other’s 
way and have lost the capacity to smile; you want to make 
them smile again with the monster circus. You want to collect 
fame points, look for money from sponsors with talent and try 
to acquire new sponsors. In each round you bid with members 
for sponsors, spend sponsors and members to acquire new 
members, draw from the pile and renew sponsors. Special cards 
are resolved as stated on the card. When the sponsor cards are 
finished, you win with most fame on displayed sponsor cards.
Version: en * Rules: en jp * In-game text: yes

Cirque du Monstre
Designers: Ryo Kawakami, Hitoshi Yasuda
Publisher: Kadokawa Shoten / Japon Brand

Horror adventure game for 3-6 players, ages 13+

Zombie Invasion! If you want to survive, you must enter into al-
liances, but you’re your comrades might be traitors. Four rounds 
represent four hours of waiting for succor and follow a similar 
scheme: The zombies arrive, players move and then you resolve 
each location separately. You win with most victory points for 
food, persons and antidote - but you can only climb into the 
helicopter if all persons alive have been inoculated. A round 
comprises: Observation / Water tower, Choice of Movement card 
- Invasion - Move a person - Location with activating a location, 
zombie attack and distribution - change of starting player.
Version: multi * Rules: de en es fr * In-game text: no

City of Horror
Designer: Nicolas Normandon
Publisher: Repos Productions

City development game for 2-5 players, ages 14+

You are a tycoon investing money for expansion and improve-
ment of living conditions in the city. You place tiles for parts of 
the city; some tiles demand opening up with electricity or water; 
others demand supply with luxury commodities, yet others 
manufacture those commodities and yet others introduce 
useful things like a hospital. Resources can be bought by all, 
but they are limited and you must pay for transport through 
districts of other players. In four phases buildings get bigger, use 
up more resources and return more profit. Different winning 
strategies are possible. A German edition from Pegasus Spiele 
is announced.
Version: multi * Rules: en pl * In-game text: no

City Tycoon
Designers: Hubert Batos, Łukasz S. Kowal,
Publisher: Rebel.pl

Expansion for Civilization for 2-5 players, ages 13+

Using diplomacy, war, economy and technology players lead 
their civilizations through the millennia from ancient times into 
the space age. You start with a small city without any inventions; 
build, expand, absorb smaller nations around you and finally 
enter into conflict with other big developing civilizations. You 
can either achieve a cultural or technological or economic or mi-
litary victory. The expansion introduces character cards featuring 
powerful historic characters. Investment cards buy permanent 
advantages; then there are relics, expansion of city to metropolis 
or setting-up of temporary fortresses.
Version: de * Rules: de en fr it pl * In-game text: yes

Civilization: Ruhm und Reichtum
Designer: Kevin Wilson
Publisher: Heidelberger Spieleverlag

Dice and placement game for 2-5 players, ages 8+

1855 in the Wild West - players are gold diggers which claim 
their territories and defend them against take-over. You roll 
three dice and place your white marker and can then either roll 
again or replace the white markers with markers of your own 
color. You must assign one die to a row, the other to a column 
and the third die to a white or black marker. Depending on the 
situation on an area there are different rules for what markers 
you can place. If you have claimed the necessary number of are-
as there is one last round and then the player with the biggest 
area of connected squares wins.
Version: en * Rules: en es fr * In-game text: no

Claim it!
Designer: Kris Gould
Publisher: Wattsalpoag Games

Logic placement game for 2 players, ages 12+

A clash of cultures happens on a small board of 3x3 squares. 
Each of the two opponents starts the game with a set of seven 
tiles. These are supplemented by five neutral tiles, which are 
randomly chosen from a total of 17 neutral tiles. Each tile shows 
a person or an event and has different characteristics. You alter-
nate in placing a tile and immediately resolve tile effects, which 
are turn, move or destroy one or several tiles that already on the 
board. When all squares are full, you win, if you have more tiles 
on the board facing in your direction. Re-implementation of RRR 
by Seiji Kanai.
Version: multi * Rules: de en fr pl * In-game text: no

Clash: Jihad vs McWorld
Designers: J. Andruszkiewicz, W. Gumienny, M. Ozon
Publisher: Phalanx Polska / Diablos Polacos

Development game for 2-4 players, ages 12+

Then, there was Civilization. Now, there is Clash of Cultures! 
Cultural development through the centuries! In three turns of a 
round you have three actions each, followed by a Status Phase. 
You found and enlarge cities, develop your culture, discover new 
regions, move units, trade, conquer and also fight Barbarians; 
you observe the mood of your people, take care of democracy, 
spirituality or culture and enlarge the influence of your own cul-
ture on that of your neighbors; you also must cope with events 
and the occasional miracle or wonder. You score for founding of 
cities, progress, goals achieved and for events.
Version: en * Rules: en * In-game text: yes

Clash of Cultures
Designer: Christian Marcussen
Publisher: Z-Man Games
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Conflict simulation for 2 players, ages 10+

Shiloh 1862, the 2nd game in the series “American Civil War”: 
You roll the die to determine kind and number of actions, for 
instance move units, fire artillery or draw cards. The rules of “Test 
of Fire” apply; new are veteran and cavalry units and artillery 
attached to units, there are no separate artillery units. Base 
movement restriction is one unit. The Confederates start with a 
surprise attack; if they do not win it, the union gets reinforce-
ments and the initiative on Day 2. The Confederates win with a 
unit in Pittsburg Landing, the Unions wins with one in Roads to 
Corinth, always at the end of the opponent’s turn.
Version: en * Rules: en * In-game text: yes

Clash of Wills
Designer: Martin Wallace
Publisher: Mayfair Games

Placement game with dice for 1-4 players, ages 8+

You quest for the perfect clock! You place dice and use money 
and actions to chance dice values in accordance with the clock 
face. You draw dice, auction them and take them in descending 
order of the auction bid. Dice thus acquired are placed onto the 
clock in clockwise direction; gaps are possible but cost money. 
Red dice can earn you money, black dice allow free gaps. Then 
you get income or re-roll a die on the clock and can then buy 
an action from the face of the clock. When someone achieves a 
perfect clock or when all clocks are filled, you score for perfectly 
placed dice, sequenced groups of such dice and color groups 
of dice.
Version: multi * Rules: de en fr nl * In-game text: no

Clocks
Designers: Tim de Rycke, Sander Vernyns
Publisher: Sandtimer

Deduction game for 3-6 players, ages 9+

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 deduction 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

Cluedo

Publisher: Hasbro

Deduction game for 3-6 players, ages 8+

Cluedo Die nächste Generation - CLuedo as we know it and yet 
it is different! This development of the classic detective game int-
roduces new characters and a new background story together 
with new graphics;; the setting is now among secret agents,; 
at the outset the guests of the victim were intended to protect 
one of six Cluedo houses which shelter the biggest secrets of 
the word. But yet again murder has happened before they could 
receive instructions; the case is secretly set up and must be 
solved by deducing weapon, crime scene and culprit. Only one 
of the secret agents to be can be the murderer.
Version: de * Rules: de en and others * In-game text: yes

Cluedo Die nächste Generation

Publisher: Hasbro

Shunting game for 2-4 players, ages 8+

You must form key patterns with the symbol tiles on the temple 
altar of Codinca to find the treasure. You control four of those 
tiles and draw a Key Disc from each pattern group as your task. 
In your turn you switch one of your tiles with an adjacent one 
and then flip any tile of your choice; then you may take a Luck 
Action. You can form your four patterns in any order; the color of 
the Symbols in the pattern must correspond to the colors on the 
Key Discs, grey or gold. Luck Actions change the arrangement of 
the board; Trap Cards turn tiles to the gold or grey stone side as 
shown on the card.
Version: en * Rules: en * In-game text: no

Codinca
Designers: Leonard Boyd, David Brashaw
Publisher: Backspindle Games

Elimination game for 1-5 players, ages 8+

95 pieces in five colors plus five white joker pieces are distri-
buted on the board so that there are no more than five pieces 
of a color in a row or column. You are secretly assigned a color. 
You choose a group of pieces of the same color and push them 
down; they fall out of the board and you take them. You cannot 
remove a single piece and you cannot pass a turn; you must 
remove groups while available. You win automatically when all 
pieces of your color are gone; if only single pieces are left, you 
win with the fewest pieces left on the board. In case of a tie you 
win if you took fewer pieces of your color.
Version: multi * Rules: 23 languages * In-game text: no

Color pop
Designer: Lionel Borg
Publisher: Gigamic

Memory game for 2-5 players, ages 8+

All 5x5 holes in the board are covered with a cap and are given a 
random color by covert and random insertion of colored strips. 
In a turn you remove three caps and can either take them out 
of play or cover another color with them; one cap in each turn 
must be taken out of play. The first cap you remove must be 
another one than the one that was placed last by the previous 
player. If you remove a cap and thereby reveal the 5th dent of a 
color, you must quit the game. The others keep playing and can 
again cover a hole in a color that is visible 5 times. If you are last 
in play, you win.
Version: de * Rules: de * In-game text: no

Colorio
Designer: Jacky Bonnet
Publisher: Kosmos

Modular spy game for 3-6 players, ages 12+

You are a member of a specialist team on dangerous mission 
and tasked with finding and defusing bombs before they explo-
de. You search for bombs in public locations like airports or train 
stations ore search for terror groups in ghettos, shopping malls 
or in the harbor. The darker it gets the more difficult it is to get 
home safely. Countdown is a modular game, can be individually 
planned and can be adapted to the needs of every single player. 
You can play missions and campaigns, cooperatively or head-
on-head. The first game of the series is a cooperative one, other 
versions and expansions are planned. Date of Publication 2013.
Version: - * Rules: de en nl * In-game text: yes

Countdown: Special Ops
Designers: Gertan Oomis, Hans van Tol
Publisher: The Game Master

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

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

Cranium

Publisher: Hasbro
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Expansion for Crime & Mystery for 3-6 players, ages 12+

You are a detective with headquarters in Baker Street and collect 
evidence; in the evening cases are analyzed at home. Suspects 
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. Finally, clues are drawn randomly and information 
on them is read out. Now you can guess a suspect for each clue 
and finally the guilty party and score points for correct combina-
tions. The expansion “Lost Bakerstreet Files” adds new cases and 
can be combined with the core game.
Version: de * Rules: de * In-game text: yes

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

Adaption of Crime & Mystery for 3-6 players, ages 12+

The scenery has changed, we do not investigate in London’s Ba-
ker Street, but find ourselves in a US Crime Scene Investigation 
unit; the topic is the same. We investigate criminal cases - clues 
must be secured and investigation does not concentrate on 
evidence. The central topic of the game is forensic information 
like finger prints, hair roots, blood samples, autopsies or insect 
larvae, using the latest scientific methods. Again you give an 
educated guess for a suspect, based on information acquired, 
and at the end you guess at one or more culprits and score 
points for correct combinations of clues and culprits.
Version: de * Rules: de * In-game text: yes

Crime & Mystery: Modern Investigation
Designer: Johannes Krenner
Publisher: Heidelberger Spieleverlag

Dexterity game for 2 or more players, ages 6+

Variant of Boules, featuring soft balls, playable in any surroun-
ding. 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 Jack. You can play “Dog eat Dog” or in teams. First you 
throw Jack; then each player in turn throws one of his boules. 
When all are thrown, you score for lowest distance to Jack and 
for combos that are formed by one or more of your boules 
touching Jack. With 13 points you win a set, with two sets you 
win the match. Two-Player Sets in many color versions.
Version: multi * Rules: de en fr nl * In-game text: no

Crossboule C3
Designer: Mark Calin Caliman
Publisher: Zoch

Dexterity game for 2 or more players, ages 6+

Variant of Boules, featuring soft balls, playable in any surroun-
ding. 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 Jack. You can play “Dog eat Dog” or in teams. First you 
throw Jack; then each player in turn throws one of his boules. 
When all are thrown, you score for lowest distance to Jack and 
for combos that are formed by one or more of your boules 
touching Jack. With 13 points you win a set, with two sets you 
win the match. Set for one player, three different designs.
Version: multi * Rules: de en fr nl * In-game text: no

Crossboule C3 stripes
Designer: Mark Calin Caliman
Publisher: Zoch

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

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 immediately 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

Crosswise
Designer: Nicholas Cravotta
Publisher: Schmidt Spiele

Conflict simulation for 2-4 players, ages 14+

The War of Roses raged for 35 years in England in the 15th cen-
tury and ended with House Tudor on the throne. You represent 
either Lancaster or York, or in a four player game Stafford or 
Richard Neville and his son, Richard of Warwick, the ‚Kingmaker‘. 
Unit starting locations vary with each turn and each game, 
and the use of block units yields limited intelligence on enemy 
strength and deployment. Random events and the multiple uses 
for the player action cards mirror the chaos of the era. You play 
cards for actions from supplies to recruitment, collect votes for 
Parliament and influence the commoners via economics.
Version: en * Rules: en * In-game text: yes

Crown of Roses
Designer: Stephen A. Cuyler
Publisher: GMT Games

Resources management for 2-5 players, ages 12+

Players represent villages on the island and vie for wealth and 
influence, want to sell resources and commodities on the market 
or deliver them to the ships; they also want to influence legislati-
on in parliament and last but not least build factories, hotels and 
banks. Six rounds comprise the phases of propose a bill, action, 
parliament, legislation and end of round. In the action phase 
you play and use a character card, for some characters there 
are alternative actions. Victory points are scored by shipping 
commodities, building and use buildings or implementation of 
laws. New edition.
Version: de * Rules: de en es fr gr kr jp nl ru * In-game text: yes

Cuba
Designers: Michael Rieneck, Stefan Stadler
Publisher: Eggertspiele / Pegasus Spiele

Dice game for 2-4 players, ages 4+

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

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

Cooperative Fantasy adventure game for 1-8 players, ages 13+

As investigators we must once again fight the Ancient One, an 
infinitely powerful creature from another dimension. Scene of 
events is a museum and we race against time, because each 
night at midnight the Ancient Ones stirs and his awakening ap-
proaches. During their course of their adventures investigators 
acquire rewards; with an Elder sign they can use them to banish 
the Ancient One. A turn comprises movement, adventure or 
waiting at the entrance and advancing the clock. Adventures are 
mastered by rolling the necessary symbols, and you must always 
adhere to or use manifold interdependencies.
Version: de * Rules: de en fr jp pl * In-game text: yes

Das Ältere Zeichen
Designers: Richard Launius, Kevin Wilson
Publisher: Heidelberger Spieleverlag
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Roll & move game based on the TV series for 2-4 players, ages 8+

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 character 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

Das Haus Anubis Das geheimnisvolle Amulett

Publisher: Studio100 Media

Cooperative game based on the TV series, for 2-4 players, ages 8+

Friends in „Club der Alten Weide“ must find the treasure of Anu-
bis 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 imple-
menting 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

Das Haus Anubis Der Schatz von Anubis

Publisher: Studio100 Media

Movement game based on the TV series for 2-5 players, ages 8+

The search for Nina has led the Anubis friends into a mysterious 
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 minimum value. If you are 
the first to master the 7th task you win.
Version: de * Rules: de * In-game text: yes

Das Haus Anubis Pfad der 7 Sünden

Publisher: Studio100 Media

Cooperation and observation game for 6-25 players, ages 10+

The King invites to a banquet and the intrigues at the Court rise 
to a new climax when the different factions try to achieve their 
secret goals. Players choose a character and affiliate themselves 
to a faction; the current goal to achieve is determined by the 
scenario that was chosen at the start of the game. You achieve 
your goal by relocating and switching players and changing the 
seating order; you discuss and agree on actions beforehand. 
Each player is active at least once per round and is involved in 
actions of others. When a faction goal is achieved, all players 
affiliated to that faction win together.
Version: de * Rules: de * In-game text: yes

Das letzte Bankett
Designers: Michael Nietzer, Oliver Wolf
Publisher: Heidelberger Spieleverlag

Memo and accumulation game for 2-4 players, ages 6+

The labyrinth is set up and covered with the board. You start 
in a corner spot and in your turn pick up the marble with your 
magician. A magic symbol is drawn. In your turn you roll and 
move your magician, up to the number of steps rolled, nearer 
to the current symbol. You can overtake other magicians, but 
can only stop on an empty spot. If you lose the marble at a wall, 
the marble rolls into a corner and you start again in your corner. 
You cannot test if there might be a wall but must move your 
magician speedily. When you reach the symbol you take the 
symbol tile and a new one is drawn. If you have collected five 
symbol tiles you win.
Version: multi * Rules: de en es fi fr it nl pt * In-game text: no

Das Magische Labyrinth
Designer: Dirk Baumann
Publisher: Drei Magier / Schmidt Spiele

Dice game for 2-5 players, ages 8+

You tumble one die into the arena; if the rolls result in dice 
showing the same numbers, you take those dice. Dice showing 
different numbers only once remain in the arena. Before you 
roll you can rearrange dice. If dice show only different numbers 
after your roll, you can throw another die or stop. If you stop, 
your die is lost. Should the arena be empty you must roll all your 
remaining dice. Dice showing X are removed from the game, 
regardless of the results on other dice. Should you run out of 
dice you are out of the game; the last player owning dice wins 
the game. Series: Einfach Spielen
Version: de * Rules: de * In-game text: no

Der große Wurf
Designer: Dieter Nüßle
Publisher: Ravensburger

Language and vocabulary game for 3-6 players, ages 10+

The bear has gone to hide in woods and meadows and appears 
in the guise of indigenous animals of those habitats. You must 
find adept descriptions now for words in which Deer, Boars or 
Cows are hiding. If you manage this, you earn the card. Loan 
words are allowed, but you cannot use translations or identical 
word roots. 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 “Dieses Reh – This Deer”. So now 
you can explain for DEER life and try to communicate BOARding 
Pass or COWardice! 100% language-dependent and great fun!
Version: de * Rules: de * In-game text: yes

Der Heidelbär Wald und Wiesen Edition
Designer: Frank Stark
Publisher: Heidelberger Spieleverlag

Language and vocabulary game for 3-6 players, ages 10+

The bear has now learned to swim in this edition and found 
sharks, eels and whales in the water; he has given us the job 
to describe the hidden water creatures as adeptly as we can 
manage. You are allowed to use loan words, but you cannot use 
translations or words with identical roots. You are told to use the 
top or bottom term on your card and then must describe this 
term with one sentence of six words. Two of those six words are 
already taken up by “This shark” or “This eel”. You might have 
an EELaborate job to find an explanation for WHALEdiction 
comprising six words! The game is 100% language-dependent 
and great fun!
Version: de * Rules: de * In-game text: yes

Der Heidelbär Wilde Wasser Edition
Designer: Frank Stark
Publisher: Heidelberger Spieleverlag

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

In the cooperative Living Card Game, based on trading card 
mechanisms, players in a fellowship of heroes master dangerous 
adventures in Middle Earth. The Core Set features 226 cards in 
four starter decks, which can be used immediately for an intro-
ductory 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 
and “deluxe” expansions offer supplements for the game.
Version: de * Rules: de en es fr it pl * In-game text: yes

Der Herr der Ringe Das Kartenspiel
Designer: Nate French
Publisher: Heidelberger Spieleverlag
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Expansion for the LCG for 1-2 players, ages 13+

In the cooperative Living Card Game, based on trading card 
mechanisms, players in a fellowship of heroes master dangerous 
adventures in Middle Earth. „Die Erben von Numenor“ transfers 
events into the much-fought-over realm of Gondor, more 
specifically into the East of Gondor and into the times before the 
War of the Ring. This deluxe expansions features 165 new cards 
including two new heroes, a host of new allies and three pieces 
each of each player card. Three scenarios lead you from the 
relatively calm streets of Pelagir into the heart of an epic battle 
with an army of Orcs and Southrons.
Version: de * Rules: de en fr pl * In-game text: yes

Der Herr der Ringe Die Erben von Numenor
Designer: Nate French
Publisher: Heidelberger Spieleverlag

Expansion for the LCG for 1-2 players, ages 13+

Zwergenbinge Schatten und Flamme / Dwarrowdelf Shadow 
and Flame is the 2nd Adventure Pack for the LCG Der Herr der 
Ringe / The Lord of the Rings, with a difficulty level of 8. The 
cards are collected from the Encounter Sets of Shadows and 
Flames as well as The Depths of Moria and Bilwisse der Tiefe 
from Khazad-dûm. 
Unzerstörbar / Indestructible is a new keyword; an opponent 
with this keyword cannot be destroyed by damage. Durins 
Fluch / Durins Curse is in conflict with all players of a threatened 
level of 1 or more and attacks each player once in this „resolve 
opposing attacks“.
Version: de * Rules: de en es fr it pl * In-game text: yes

Der Herr der Ringe Schatten und Flamme
Designer: Nate French
Publisher: Heidelberger Spieleverlag

Saga expansion for the LCG for 1-2 players, ages 13+

Der Kleine Hobbit Über den Berg und Unter den Berg Saga 
Erweiterung: In “Der Herr der Ringe”, a cooperative Living Card 
Game based on Collectible Card Games, players are a fellowship 
of heroes, mastering dangerous adventures in Middle Earth. 
In this Saga expansion three scenarios tell the first half of Bilbo 
Beutlin’s journey from The Shire to the Lonely Mountain, fea-
turing a new version of the Bilbo card, Treasures as new player 
cards and the need to make do with limited resources. The 
Scenarios are called „Da ziehen wir hin, da lockt Gewinn“, „Über 
die Nebelberge Weit“ and „Zu Höhlen tief aus alter Zeit“.
Version: de * Rules: de en fr pl * In-game text: yes

Der Herr der Ringe Über den Berg und Unter den Berg Saga
Designer: Nate French
Publisher: Heidelberger Spieleverlag

Adventure game based on the film, for 2-4 players, ages 10+

With two dwarves you accompany Bilbo on his journey, always 
threatened by Trolls, Goblins, Wargs and Orcs and assisted by 
Gandalf. You move dwarves and Bilbo with a card or a pony and 
play any number of cards in your turn. On adventure locations 
you draw and resolve cards, mostly fights. If you lose, you have 
to move back some steps. The Ring makes Bilbo invisible. When 
“Danger” is turned up the Orc piece moves. All lose together 
when Bilbo is captured together with a dwarf or when both 
your dwarves are captured. All win when Bilbo and one dwarf 
per player reach the finish before the Orc piece reaches its 
destination.
Version: de * Rules: de * In-game text: yes

Der Hobbit Eine unerwartete Reise
Designer: Andreas Schmidt
Publisher: Kosmos

Reaction game with cards for 2-4 players, ages 4+

Cards show Kleiner Rabe Socke and his friends, on most of the 
cards laughingly, but sometimes also sad, when Kleiner Rabe 
Socke has lost his socks. All cards are dealt evenly to all players 
who stack them face down. At a signal all turn up their top card. 
When two identical laughing friends are visible, you must hit the 
bell quickly - if you are fastest you get all face-up cards. But take 
care! When the same character is visible once with a sad face and 
once with a laughing face you must not ring the bell or you lose 
cards! With you are out cards you must quit the game, after a last 
correct round you win with most cards.
Version: de * Rules: de * In-game text: no

Der Kleine Rabe Socke Halli Galli Junior
Designer: Haim Shafir
Publisher: Amigo Spiele

Placement and assignation game for 1-4 players, ages 3+

The little mole has four best friends - rabbit, mouse, hedgehog 
and frog and you can re-live them in four different variants of 
the game, using 32 tiles and four boards. In all versions you must 
find the tiles corresponding to the placement boards. In Schau 
genau! and Finde fix! The tiles are spread open-faced, you either 
take a tile in turn or all search simultaneously. In Bingo and 
Memo the tiles are stacked face-down and turned up one by 
one; in Bingo your board is face-up and you take corresponding 
tiles; in Memo the board is turned over and you must remember 
which tiles you need and ask for them when they turn up.
Version: de * Rules: de * In-game text: no

Der Maulwurf schaut genau

Publisher: Ravensburger

Epic strategy game for 2-4 players, ages 14+

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 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. The expansion deals with alternate 
scenarios to Lord of the Rings and introduces Elrond, Galadriel 
and Gandalf the Grey as well as Sméagol or Balrog; as figurines 
with rules. It also features special action dice for both sides and 
figurines for Aragorn and Gandalf the White.
Version: multi * Rules: de en * In-game text: yes

Der Ringkrieg 2.Edition Die Herren von Mittelerde
Designers: R. di Meglio, M. Maggi, F. Nepitello
Publisher: Heidelberger Spieleverlag

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

Robin and the Dark Sorcerer race each other to the key to free 
the princess. One player embodies the sorcerer, the others play 
Robin. Each turn one player and the sorcerer roll their dice; then 
the Robin piece pictured on the symbol moves; the distance is 
indicated by the red number on the number dice for Robin and 
by the blue number for the Sorcerer. If you hear “Klack” the key 
is found and you try it in one of the padlocks; when the Princess 
jumps because she is pleased, the key works and the Princess 
is free. If not, the Sorcerer hides the key again and a new search 
begins. The winner is whoever freed the Princess, Sorcerer or 
Robin.
Version: multi * Rules: de en fr it nl * In-game text: no

Der verzauberte Turm
Designers: Inka und Markus Brand
Publisher: Drei Magier / Schmidt Spiele

Deduction game for 5-10 players, ages 13+

Secret identities must be deduced in this game. You either want 
to topple the government or stop resistance at its base and you 
win with three successful or three failed missions, depending 
on your leaning. A discussion starts each round and then the 
leader hands secret plans to a number of players. Then a vote is 
taken to determine if all agree with this placement of the plans. 
When the placement is agreed, the players entrusted with the 
papers decide secretly if they support or sabotage the mission 
for success or failure. New edition of “The Resistance”, expansion 
“Avalon” currently only in English.
Version: de * Rules: de en * In-game text: yes

Der Widerstand
Designer: Don Eskridge
Publisher: Heidelberger Spieleverlag
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Fantasy adventure game for 2-5 players, ages 12+

The 2nd edition of Descent is based on the 1st Edition. The 
character and combat system was revised and you can play an 
epic campaign or play the respective adventures separately. 
One player embodies the Overlord and up to four heroes can 
succeed only by an extremely astute approach and cooperation. 
The goals for each adventure are different and you win or lose as 
a group. New in this edition are defense dice, simplified rules for 
“line of sight” and a new mechanism for control of the Overlord 
Powers as well as the possibility to develop your hero with 
experience and strength.
Version: de * Rules: cn de en es pl * In-game text: yes

Descent 2. Edition
Designers: K. Wilson, D. Clark, C. Konieczka, A. Sadler
Publisher: Heidelberger Spieleverlag

Upgrade for the fantasy adventure game for 2-5 players, ages 12+

With the contents of this Upgrade Kit you can use all heroes and 
monsters from the 1st Edition of Descent: Journey in the Dark 
now in the new edition. There are 48 Hero Sheets for all Heroes 
from the Core game and the Expansions Die Quelle der Fins-
ternis, Altar der Verzweiflung and Die Gruft aus Eis as well as for 
heroes out of DungeonQuest and the Promo-Heroes Jonas der 
Gütige, Nara der Reißzahn, Tobin der Scharfschütze and Seherin 
Kel. To this add 50 monster cards for the 25 kinds of monster 
from the Core game and the three expansions plus 3 Familiar 
cards for Pico, Skye and Flammenzunge.
Version: de * Rules: cn de en es pl * In-game text: yes

Descent 2. Edition Upgrade Kit
Designers: K. Wilson, D. Clark, C. Konieczka, A. Sadler
Publisher: Heidelberger Spieleverlag

Cooperative Wild West game for 3-6 players, ages 12+

In Desperados all players win together when they have earned 
money in five rounds by holding up stage coaches, robbing 
banks and cheating at the gaming table to retreat peacefully. 
But there is the Marshal, holding up Law and Order. All move 
over the board unseen, the desperados are allowed to talk over 
their plans. At the end of the round movements are revealed: 
When there are more desperados than police men at bank or 
stage coach the robbery is successful. Should the Marshal have 
met and arrested desperados on the way, the hold-up has been 
avoided. Will West remain wild or turn tame?
Version: de * Rules: de * In-game text: no

Desperados
Designer: Florian Racky
Publisher: Argentum Verlag

Communication game for 3-7 players, ages 10+

On their turn as High Priestess players want to award karma to 
the novices – the other players – and receive karma themselves. 
The High Priestess determines two commandments and one ta-
boo for the ritual with cards. The novices take turns in interacting 
with one of the artifacts – they may sing, relocate the artifact 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

Die 3 Gebote
Designers: Friedemann Friese, Gordon & Fraser Lamont
Publisher: BeWitched-Spiele

Game Collection for 2-4 players, ages 3+

The little lovely bee invites her friends with this collection to play 
four different games with her; first of all a puzzle depicting Maja 
on a meadow of sunflowers, made with parts fitting the age of 
the target group! With 2x 24 picture tiles showing images from 
the series you can play two classic children games: a memo 
according to standard rules or a game of Lotto; each player is 
given a board showing six different images. For the domino the 
game features 28 double picture tiles; Lotto and Domino, too, 
are played according to standard rules.
Version: multi * Rules: de fr it nl * In-game text: no

Die Biene Maja 4-in-1 Spielesammlung

Publisher: Studio100 Media

Dexterity game for 2-4 players, ages 4+

A huge rain cloud darkens the corn poppy meadow; Maja and 
her friends try to bring as much honey as possible to the bee 
hive before it gets too wet. The meadow tiles are laid out face 
down. Each player has a disc for a playing piece and throws 
this disc onto the meadow so that it hits one or more of the 
face-down meadow tiles. A water lily is set aside, a dandelion tile 
you stack for yourself and also a honey flower tile, but this one 
also allows you to secretly look at two face-down tiles. If you hit 
another player’s disc, you must give him one of your tiles. When 
the fourth water lily is turned up, you win with most flower tiles.
Version: de * Rules: de * In-game text: no

Die Biene Maja El Florado

Publisher: Studio100 Media

Roll & move with color die for 2-6 players, ages 4+

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

Die Biene Maja Maja’s Geburtstagsfest

Publisher: Studio100 Media

Dice game on clock positions for 2-4 players, ages 4+

A pretty colorful clock with a circular track in the middle - at the 
start the hands point to 10 o’clock and all players place their 
Maja marker at the start. You roll the die and move Maja; if she 
moves to a yellow spot, nothing happens. On a blue Flip stop 
you draw a Flip card while they are in stock. If Maja enters a clock 
spot, you turn up the top clock card and reposition the hands. 
You move the big hand first and then the small one. When a 
hand dislodges a Maja marker, you must move backwards in 
front of the hand; but you can avoid this by discarding a Flip 
card. Whoever reaches the Willi finish spot first, wins the game.
Version: de * Rules: de * In-game text: no

Die Biene Maja Tick Tack Tempo

Publisher: Studio100 Media

Dice game for 2-4 players, ages 4+

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

Die Biene Maja Willi’s Würfel Waben

Publisher: Studio100 Media
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Resources management game with dice for 2-4 players, ages 12+

Players are princes in 15th century Burgundy and acquire 
victory 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

Die Burgen von Burgund
Designer: Stefan Feld
Publisher: Ravensburger / alea

Expansion for Troyes Dice game for 2-4 players, ages 12+

The Ladies of Troyes bring us an expansion for Troyes with five 
modules: Module 1 holds new personality cards including the 
three ladies. Module 2 introduces new action cards with new 
types of cards - Mixed Effects and Effects for the Final Scoring; 
you can use them alone or together with those from the Core 
Game. Module 3 - new Event Card;, they are combined with tho-
se of the Core Game. Module 4 - Head of Family; for each player 
a purple dice is added to the stock; you cannot buy purple dice 
and the color of its function is determined when you use the die. 
Module 5 - City Walls with Guards and External Activities.
Version: de* Rules: de en fr * In-game text: no

Die Damen von Troyes
Designers: Sébastien Dujardin, Xavier Georges, Alain Orban
Publisher: Pearl Games

Card game of development for 2 players, ages 10+

The principality of each player with two settlements, 6 land-
scapes 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 principality. 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

Die Fürsten von Catan
Designer: Klaus Teuber
Publisher: Kosmos

Dexterity game for 2-4 players, ages 5+

The little Dragon Knights want to recover the treasure stolen by 
Nils the Dragon from the Dragon Rock and construct a ladder 
out of all items on hand. You roll the die and add an item of this 
color to your ladder any way you want, but it must not lean 
on the middle bar and cannot re-position it later in the game. 
When you roll gray, Nils drops a piece of rock. If at any time an 
item slips it goes back to stack. If you think your ladder is high 
enough you place your Knight on top of it, count to five; you win 
when the Knight looks over the brink at the opposite player and 
stays in place while you count.
Version: de * Rules: de * In-game text: no

Die kleinen Drachenritter
Designer: Marco Teubner
Publisher: Huch! & friends

Cooperative adventure game for 2-4 players, ages 10+

Heroes protect the realm of Andor from evil creatures, which 
advance to the King’s Castle, and heroes lose when too many 
creatures invade the Castle. In five legends we must defend the 
Castle and complete Legend Objectives. A narrator moves along 
a letter track; when there is a legend card for a letter, it is read 
out - it tells the story, introduces creatures and resources, and 
names legend objectives and additional rules. Each hero has 10 
hours per turn; the narrator moves when a creature is defeated 
and when all heroes have used up their turn time. When the 
narrator reaches the end of his track, legend objectives must be 
complete.
Version: de * Rules: de en es fr ru * In-game text: yes

Die Legenden von Andor
Designer: Michael Menzel
Publisher: Kosmos

Development game for 2-4 players, ages 12+

Carrara -a synonym for white marble; players are Italian Noble 
families and must build fabulous buildings adorned with 
unusual objects. The king checks the progress and awards coins 
or victory points. In a turn you have one of three actions: Buy 
building material, build or score buildings or cities. Building 
material is acquired from the turntable, buildings are paid for 
with building material; in a scoring your receive coins and / or 
victory points and also objects. After each action you can make 
an additional buy. The order cards of the game govern end of 
game and final scoring. Comes in an Introductory version and 
an Expert version.
Version: de * Rules: de en fr * In-game text: yes

Die Paläste von Carrara
Designers: Wolfgang Kramer, Michael Kiesling
Publisher: Hans im Glück

Fantasy-Tabletop for 2 players, ages 13+

Based on „The Song of Ice and Fire“ and the game mechanisms 
of BattleLore you simulate military conflicts on Westeros, repre-
senting either House Stark or House Lannister in the base game. 
A scenario features special victory conditions and is played in 
rounds. Those rounds comprise the phases reactivating, orga-
nizing, command – which includes placing command markers 
and playing a command card -and regrouping. This includes 
checking of status, allocating victory points, check victory con-
dition, 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

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

Fantasy-Tabletop for 2 players, ages 13+

Based on „The Song of Ice and Fire“ and the BattleLore system 
you simulate military conflicts on Westeros. A scenario and is 
played in rounds comprising the phases Reactivating, Organi-
zing, Command which command markers and command card 
and Regrouping. This includes checking of status, allocating 
victory points, check victory condition, discard resources, boost 
morale and move round marker. House Baratheon Army Ex-
pansion introduces Baratheon as new Great House in Westeros, 
featuring 6 new units for an independet Baratheon army, 8 new 
scenarios, a now board and new rules for more than two players.
Version: de * Rules: cn de en es fr it pl * In-game text: yes

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

Resources management for 2-4 players, ages 12+

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

Die Tore der Welt
Designers: Michael Rieneck, Stefan Stadler
Publisher: Kosmos
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Card game for 2-4 players, ages 12+

Kingsbridge is threatened by the Black Death Black, buildings 
must be finished and food is scarce. In the card game game 
based on Ken Follett’s novel you you must find the balance 
between obtaining food and income, demonstrating loyalty and 
piety and also acquiring medical knowledge to have a chance 
to withstand all adversities and the Black Death. In each round 
you play the steps Resolve an Event, Place Event Card, Receive 
Income or Implement Action and Use Blue Event Card. After12 
rounds of a chapter you pay tax according to the valid side of the 
tax card. After 2 chapters you win with most victory points.
Version: de * Rules: de * In-game text: yes

Die Tore der Welt Das Kartenspiel
Designer: Walter Schranz
Publisher: Kosmos

Action game for 2-6 players, ages 4+

Two cards are turned up and laid out in a row. All play simulta-
neously. The next player quickly turns up two more cards. When 
three of the cards show the same animal, you should quickly 
imitate the sound of this animal. When the cards show the same 
action three times, you must imitate this action quickly. If you are 
the first to get it right, you take all cards involved in the action 
or sound. If you make a mistake with sound or movement, you 
must discard a card. When there is no need for action the next 
player simply turns up two more cards. When the stack is used 
up you win with most cards.
Version: de * Rules: de * In-game text: no

Die verrückte Tierparty
Designer: Wolfgang Dirscherl
Publisher: IQ-Spiele

Cooperative adventure game for 2-5 players, ages 12+

Based on the novels by Markus Heintz, you embody a dwarf who 
wants to shield the Sheltered Lands from evil. To do so you must 
forge the Fire Blade and master an all-deciding task. In general a 
turn of an active player comprises: Advance hero marker, reveal 
new cards and resolve two actions. You can discuss each step 
and each action and take a joint decision, but the final decision 
always rests with the currently active player. All win together 
when the task of a Scenario C card is completed. When hero and 
downfall markers meet or one hero dies, all lose together.
Version: de * Rules: de * In-game text: yes

Die Zwerge
Designers: Michael Palm, Lukas Zach
Publisher: Pegasus Spiele

Card game on politics for 2-4 players, ages 16+

US Presidential Elections 18060 - you represent one of the four 
parties and in turn play a card for an action until all players had 
five actions or are out of cards. Then you can discard remaining 
cards and draw up to a limit of six. Distinct actions are: Cam-
paign Actions, Campaign Events, Speeches, Regional Polls and 
Personal Appearances. Regional Polls are scorings on control 
over states; if you win you get the State Reference card. In Round 
6 General election happens; a candidate needs 152 electors in 
order to win. Should North Carolina insist to secede, all players 
have lost together.
Version: en * Rules: en * In-game text: yes

Divided Republic
Designer: Alex Bagosy
Publisher: Numbskull Games

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

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 players, in the guise of 
tourists, move through the Austrian mountains and want to 
make big money with mountain huts and hotels. In this version, 
amendments to the traditional rules -roll & move, buying lots 
and paying rent or building houses and hotels - demand 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

DKT Alpen

Publisher: Piatnik

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

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

DKT Classic

Publisher: Piatnik

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

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 implement 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

DKT Dynamic

Publisher: Piatnik

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

This version features 21 European countries, and the special 
squares, too, have been adapted to the topic. The rules corre-
spond 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

DKT Europa

Publisher: Piatnik

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

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

DKT junior

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

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 Do-
nauturm 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

DKT Wien

Publisher: Piatnik

Roll & move game for 2-6 players, ages 8+

The rules of DOG are amended: You are now dealt five cards per 
round and the pawns are played marked side up. You start with 
one pawn at the starting spot and the pawns are now ranked 
- King, Knight, Burgher, and Jester - and may only overtake 
pawns of the same or of lower rank. Green cards abolish that 
rule. Each pawn has a special ability: The King is one defeated by 
kings and moves with cards 1 to 7. The Knight is not blocked by 
occupied starting spots, a burgher jumps from one special spot 
to the next and the Jester can relinquish up to two points when 
entering the finish.
Version: multi * Rules: de fr it * In-game text: no

Dog Royal
Designer: Johannes Schmidauer-König
Publisher: Schmidt Spiele

Memo and spotting game for 2-4 players, ages 3+

All dogs have hidden bones in the garden soil and need the help 
of all players to find them again. Each player is given bones, a 
dog and a storage card of his color and hands the bones on to 
his right neighbor. In turn one player hides the bones he holds in 
the bowls on the board, while all others close their eyes. All dogs 
are placed randomly on the board. You move your dog next to 
a bowl and show the bones under the bowl to all players; if you 
found bones of your own, you put them on the storage card. If 
you are first to collect all four bones, you win. In a version there 
are rules for moving the dog and bones of others are hidden 
again.
Version: multi * Rules: cn de en es fr it nl * In-game text: no

Doggie Bones
Designer: Jim Harman
Publisher: Beleduc

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

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

Doktor Bibber

Publisher: Hasbro

Development game with cards for 2-6 players, ages 13+

Players embody one of six animal classes at the beginning of the 
ice age around 90.000 B.C. – Mammals, Reptiles, Birds, Amphi-
bians, Arachnids or Insects. You use cards to dominate as many 
terrestrial and sea biomes as possible. Each of the 10 rounds 
sees a competition at one of the biomes. You play an action card 
or pass; Action cards are animals or events. Animals contribute 
their food chain values for victory points and element icons for 
the conflict over element-resources. Animals can suppress other 
animals, up to becoming extinct. If, at the end of the Ice Age, you 
have accumulated most victory points, you win the game.
Version: multi * Rules: de en * In-game text: yes

Dominant Species: The Card Game
Designer: Chad Jensen
Publisher: GMT Games

Deck building for 2-4 players, ages 8+

You are a monarch and want to acquire land, hire followers, 
build, and fill your treasury. With this in mind you assemble your 
deck of cards from action cards, treasure cards, victory point 
cards, curse cards, reaction cards and attack cards. It holds your 
resources, your victory points and possible actions. All start with 
identical cards, 7 “copper” and 3 “property”. From 25 sets of cards 
10 are chosen for the game. In your turn you play an action, 
buy a card, discard cards and draw 5 new cards. When 3 sets are 
finished you win with most victory points in the deck including 
hand cards and the discard pile.
Version: de * Rules: de en and 14 more languages * In-game text: yes

Dominion Edition 1
Designer: Donald X. Vaccarino
Publisher: Hans im Glück

Seventh Expansion for Dominion, for 2-4 players, ages 8+

In the seventh expansion for Dominion times have been hard in 
the Kingdom. To save money you move from the castle to a ravi-
ne and consign ruins to other people and even try your hand in 
begging and you have to fight barbarians, illiteracy and plagues. 
The game comprises a total of 550 cards: 330 Action cards, 10 
Money cards, 10 Knights cards, 12 Point cards, 50 Ruins cards, 
18 Shelter cards and 35 other cards. Central topics are trash 
and upgrading: There are cards that have effects when trashed, 
cards taking care of trash, cards that upgrade themselves and 
also ways to upgrade cards or cards that are only available via 
other cards.
Version: de * Rules: de en fi fr jp nl * In-game text: yes

Dominion Dark Ages
Designer: Donald X. Vaccarino
Publisher: Hans im Glück

Puffing game for 2-4 players, ages 4+

Dragon Dragi and his friends want to belch fire like the grown-
ups! But this must be trained and you need to eat some fiery-hot 
dragon fruits, too! If you blow the fire ball into the correct volca-
no area, you earn dragon fruits. You start the bellows; then you 
place the fire ball into the air stream and blow it onto one of the 
volcano areas with one of your own dragon fruits. You have one 
try per turn! When the fire ball stays in place in the targeted area, 
you may take the fruit. Obstacles split the areas. If you collect six 
of your fruits first, you win. Professional puffers can play a memo 
version with a time limit!
Version: de * Rules: de * In-game text: no

Dragi Drache
Designers: Anja Wrede, Christoph Cantzler
Publisher: Ravensburger

Card placement game for 2-5 players, ages 8+

Dragon cards are laid out according to colors; if you connect 
seven dragons of one color and hold the target card of this color, 
you win! The Silver Dragon starts the display; he and the Rain-
bow Dragon are jokers for all colors. You draw a card and then 
play a dragon card or an action card. Dragon cards are placed 
next to one or more cards already displayed, with at least one 
corresponding color and with identical edge lengths. An action 
card can be played for use of the card symbol and/or to change 
the color of the Silver Dragon. Possible actions are swapping 
target cards, swapping hand cards or relocating or removing 
cards from the display.
Version: de * Rules: de * In-game text: no

Dragons
Designer: Andrew Looney
Publisher: Amigo Spiele
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Deduction game for 3-6 players, ages 12+

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 questioned 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

Dreck am Stecken
Designer: Stefan Breuer
Publisher: Gmeiner Verlag

Card game for 2-4 players, ages 7+

Each player tries to be the first to only have swines in his display 
and to clean up the other players‘ swines. You have 3-5 clean 
pigs in front of you and are dealt three cards. In your turn you 
play a card and either place it next to your pigs – the Stable, 
the Lightning Rod and Annoy-the-farmer. Or you discard the 
card – Mud, Rain, Lighting and Farmer-scrub-the-pig. You can 
implement the action of the card. Stables protect against rain 
that cleans up pigs, lighting destroys an opposing stable unless 
protected by a lightning rod, Annoy-the-farmer nails the stable 
shut and protects against farmer-scrub-the pig.
Version: de * Rules: de * In-game text: no

Drecksau
Designers: Frank Bebenroth, Arpad Fritsche
Publisher: Kosmos

Card game for 2-5 players, ages 8+

“interDucks” have hit the world of Art! Museums from all over the 
world rival to mount expositions of the newly discovered pic-
tures and objects! Based on the successful game “Modern Art” 
and its card version, each player is artist and museum director at 
once and decides which objects to present. By playing cards you 
try to enhance the value of an pbject. When a certain number of 
works of one artist is on display, they are sold. But the public is 
fickle, and in each season other periods of style are in demand. 
You will profit only if you present your treasures at the right time!
Version: de * Rules: de * In-game text: no

Duckomenta Art
Designer: Reiner Knizia
Publisher: Pegasus Spiele

Expansion for Dungeon Lords, for 2-4 players, ages 12+

With the expansion Festival Season a year in the Dungeon 
Lords universe now comprises five seasons and a fight takes 
five rounds. In each year there are two special events, you lead 
four adventurers and, maybe, a Paladin who line up in front of 
the Dungeon. The Bard is a new kind of adventurer; he is placed 
on the last available spot and sings for the adventurers in front, 
as regards to the number of lutes. In each year there are two 
Paladins, one stronger, the other weaker, and of course new 
monsters, rooms, pets and many changes in actions; there is also 
an additional action per round.
Version: en * Rules: cz en * In-game text: no

Dungeon Lords: Festival Season
Designer: Vlaada Chvátil
Publisher: Czech Games Edition

SciFi/Fantasy tabletop for 2-4 players, ages 13+

Dust Tactics, the SciFi/Fantasy Tabletop set in Paolo Parentes 
parallel universe Dust, has been reworked, streamlined and 
re-published as Revised Core Set. Adversaries are Axis vs. Allies. 
The components feature 28 detailed miniatures, landscape 
elements, special dice and a scenario booklet, which tells the 
events of the Battle of Cobden Bridge. The game features six 
scenarios which you can combine into a campaign: You try to 
conquer Victory Bridge with an army deploying your units. A 
new feature are landscape posters, e.g. for Victory Bridge, they 
introduce a bridge and construction structures as well as new 
landscape symbols.
Version: de * Rules: de en es it * In-game text: yes

Dust Tactics 2. Edition
Designers: Paolo Parente, Olivier Zamfirescu
Publisher: Heidelberger Spieleverlag

Complex development game for 2-6 players, ages 14+

Despite all efforts to keep peace, the tensions and missunder-
standings among the seven main races and in the Galactic 
Council become more frequent. You control one of those inter-
stellar civilizations, build battle ships, intensify research and tech-
nology and explore new star systems. In the complex strategy 
game you can try many strategies to win, adapted to strengths 
and weaknesses of your own civilization. After nine rounds you 
win with most victory points from controlling galactic sectors, 
battles, diplomatic alliances, researched technologies, discove-
ries and monoliths under your control.
Version: de * Rules: cz de en it fi fr pl * In-game text: yes

Eclipse
Designer: Touko Tahkikallio
Publisher: Lautapelit

Expansion for Eclipse for 2-6 players, ages 14+

The Galactic conflicts gain movement, new factions appear on 
the scene and therefore adversaries of long must suddenly form 
alliances in order to fight the new danger. System that have 
been deemed to be empty, suddenly teem with Ancients whose 
ship capacity is frightening and whose readiness to negotiate is 
simply not there at all. The expansion introduces warp portals, 
rare technologies, developments, alliances, Ancients Home 
Worlds as well as the possibility to play with nine and offering a 
choice of four new Alien races. The modular system allows you 
to choose single components or to use all.
Version: de * Rules: de en fi fr * In-game text: yes

Eclipse: Rise of the Ancients
Designer: Touko Tahkikallio
Publisher: Lautapelit

Communication game with pictures, for 3-8 players, ages 12+

Opinions, feelings and perceptions to images: The image cards 
are stacked by numbers, one card per stack is turned up. The 
active player draws a task card and marks one picture randomly 
for a reference. Tasks are: Assign one picture to another, assign 
a term from the stack to the marked picture, assign a picture 
to a term or assign a picture to the active player. All mark their 
choices with the corresponding face-down number tile. Then 
the tiles are revealed and the active player scores for correlations 
with other players. If he does not manage a correlation, others 
score for correlations among each other.
Version: de * Rules: de * In-game text: yes

ego pictures
Designer: Günter Burkhardt
Publisher: Huch! & friends

Tile placement game for 1-4 players, ages 10+

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: no

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

Nine dice are dealt evenly to all players. At the start, all players 
but the starting player roll their dice and leave them on the 
table. Now the starting player rolls his dice and scores for each 
correlation with dice of other players; before scoring he can 
re-roll all dice up to two times. Then he in turn leaves his dice on 
the table and the next player rolls his dice and scores for correla-
tions, etc. The results are marked on the scoring sheet; in section 
2 and 3 only if you have marked at least one spot per color in the 
previous section. If you are first to finish all six rows, you win.
Version: de * Rules: de * In-game text: no

Einfach Genial Das Würfelspiel
Designer: Reiner Knizia
Publisher: Kosmos

Snipping game for 2-4 players, ages 5+

Paul Penguin wants to prove his stability in the Arctic Sea Rodeo. 
He sits on the topmost floe of the iceberg; on each of the other 
floes you place a fish. You snip one of your ice discs from any 
place within the Arctic See at the iceberg, using your finger or 
the snipping device. When Paul remains on top, you take all 
exposed single parts that do not touch other parts. When Paul 
falls, you deal exposed parts to the other players and Paul is put 
on one of the floes remaining in the iceberg. You may also use a 
floe already collected for snipping. When Paul stands on the last 
remaining floe you win if you collected most parts.
Version: multi * Rules: de en es fr it nl * In-game text: no

Eiskalt erwischt
Designer: Heinz Meister
Publisher: Haba

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

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. New 
edition in new packaging.
Version: de * Rules: de en * In-game text: no

Elefun

Publisher: Hasbro

Action and collection game for 1-2 players, ages 3+

A new game featuring Elefun: This time he is made up from head 
and trunk only and collects snack discs from the floor in three 
different games: Törtchen schnappen - The snack discs are laid 
out Elefun side up - you start at your starting disc and pop the 
trunk up and down to pick up a disc; you take each sucked-up 
disc, put it down and check it; if you snatch up the golden cake, 
you win. Paare finden - You collect discs as usual, but only look at 
them when all discs are collected; then you win if you hold most 
pairs. Farben flitzen - The discs are laid out snack side up; if you 
are first to collect all discs of your color, you win.
Version: de * Rules: de en * In-game text: no

Elefun Schnüffel Rüssel

Publisher: Hasbro

Electronic deduction game for 1 or 2 players, ages 8+

Battleship or Schiffe versenken, whatever the name of the 
game, it is always a favorite. Based on the blockbuster film, Alien 
Armies confront the US Navy in this variant. You can confront 
a computer-generated opponent on your own or face another 
admiral in a duel and discover some surprising features: Sugges-
tions for fleet formation, special weapons, diodes showing hit 
or miss at the target coordinates, activation of hidden weapons 
systems, spying on the opposing fleet or use of fighter jets and 
sound effects for each move. An operator explains, gives orders 
and guides you through three different game variants.
Version: de * Rules: de en * In-game text: no

Elektronisches Battleship

Publisher: Hasbro

Memory game with dice for 2-5 players, ages 4+

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 artistic 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

Elephant Memo
Designer: Leo Colvin
Publisher: Piatnik

SciFi deck building game for 2-4 players, ages 10+

Trek to the stars, settle planets or conquer them, produce resour-
ces, research technologies - all these and more, starting from the 
same initial set-up. In the optional action phase you can play a 
card and implement the action; then you must choose one of 
the roles - Scout, Attack, Settle, Produce, Trade or Research - and 
implement it. You can enhance it with additional cards from your 
hand. Then you discard all cards and replenish your hand to the 
card limit. When Role cards or influence tiles have gone, you 
win with most points from Influence tiles, technology cards and 
explored planets.
Version: de * Rules: de en jp * In-game text: yes

Eminent Domain
Designer: Seth Jaffee
Publisher: Pegasus Spiele

Logistics game for 2-4 players, ages 10+

Introductory game into the Empire Builder System: You start 
with pre-set track and three pre-set demand cards, but without 
starting money. Then you build additional track from the income 
of the first three demand cards - you fetch goods, move your 
train and deliver them to their destiny, earn money, discard the 
card and draw a new one - and deliver additional demands until 
you have earned 150 Mio. You cannot upgrade or speed up a 
train. When playing the second version you start with 50 Mio, no 
pre-set track and no start demands; victory condition are again 
150 Mio plus a connection to all four major cities on the board.
Version: en * Rules: en * In-game text: yes

Empire Express
Designer: Larry Roznai
Publisher: Mayfair Games

Educational language game for 1-6 players, ages 6+

Question on the cards are taken from daily life of the target 
group. On each of the 220 cards in front there is a picture and 
the German denomination. On the backside you find the English 
denomination and also the age-based phonetic transcription to 
communicate correct pronunciation. This is supplemented by a 
short sentence in which the word is used, again with phonetics 
and German translation. With their markers on the board, 
players move through the City on London, a question is asked at 
each landmark. If you know the answer, you get a chip and win 
with most chips at the end of the game.
Version: de * Rules: de * In-game text: yes

Englisch für Kinder
Designer: Michael Rüttinger
Publisher: Noris Spiele
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Communication game for 4-60 players, ages 10+

A game for all occasions! You agree on a time to play or on an 
event that ends the game and deal one card to each person pre-
sent. You must keep this card secret! Each card lists a condition 
and a quirk which you must enact when the condition of the 
card happens: Clap, when someone else laughs, or wink, when 
you talk to your host, and so on. All try to find out as many quirks 
and conditions as they can and to let their personal quirk seem 
rather “normal”. You may take notes. At the end of the game 
you score a point for each correct combination of quirk and 
condition and win with most points.
Version: de* Rules: de * In-game text: yes

Erwischt vermischt!
Designers: Michael Palm, Lukas Zach
Publisher: Heidelberger Spieleverlag

Language training game for 1-2 players, ages 2+

A farm is an interesting and ideal topic for enhancing a child’s 
vocabulary and speaking abilities. When you set up the farm 
house you also train motor skills; observation is trained when 
allocating items to their appropriate places on the farm. The 
farm house can be opened like a book and you can talk about 
what is there to see and ask and answer questions, like “what 
tools are there”. When the farm is set up you identify and place 
all persons, animals or vehicles and their jobs or functions cor-
rectly. Then you can switch two pieces and if the child identifies 
them correctly it moves the marker one step. Series “spielend 
Erstes lernen”.
Version: de * Rules: de * In-game text: no

Erzähl mir was vom Bauernhof

Publisher: Ravensburger

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

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: yes

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

Roll & move game with shopping topic for 2-6 players, ages 6+

We have a shopping list and travel through the Vulkanland regi-
on to shop at local producers. You roll dice, choose a result, move 
to the spot of this color and have corresponding actions: Buy a 
local product, pass or take money. If you pass start, the account 
is balanced: You must buy missing products at the supermarket 
for 2 money units and take a new shopping list. Play continues 
until all have completed one list. When all together have spent 
more Euros in the region than at the super market, the richest 
player wins. When you spent more money at the supermarket, 
all lose together.
Version: de * Rules: de * In-game text: no

Euro bleib´ im Vulkanland!
Designer: Klemens Franz
Publisher: Spielfunke

Quiz and party game for 3-10 players, ages 8+

For this party and quiz game each player holds a set of answer 
tiles for „Yes“, No“ and „Even“. The top question card is read out, 
each player chooses one answer: Yes or No as direct answer 
and Even, if you believe that Yes and No will be chosen in equal 
amounts. Then the answers are revealed. If you voted with the 
majority you score 1 point. When the number of Yes votes and 
No votes is equal, you score 2 points if you voted Even. When all 
voted Yes or all voted No, all score 1 point; when all voted Even 
or when nobody voted Even and there is a tie in Yes and No, 
nobody scores. Question cards are used for points.
Version: en * Rules: en jp * In-game text: yes

Even Steven
Designer: Yoshihisa Itsubaki
Publisher: Saikikaku / Japon Brand

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

You breed your own species and must make do with different 
amounts of food. Each round comprises the phases Develop-
ment, Food supply, Food and Extinction plus drawing cards. 
Each phase is resolved by each player. Or development you play 
cards, using them either as animal or as characteristics. Food is 
determined by dice roll. To feed you take one food marker per 
round. If animals are not sufficiently fed they become extinct, 
including all their characteristics, and are discarded. When all 
cards are gone, you score for surviving animals and for each of 
their characteristics, with bonuses for special characteristics.
Version: de * Rules: de en ru * In-game text: yes

Evolution The Origin of Species
Designers: Dmitry Knorre, Sergey Machin
Publisher: Rightgames

Expansion for Evolution, for 2-6 players, ages 8+

We go on breeding species and can now shuffle this first expan-
sion into the core game and play with six players. The basic rules 
remain unchanged, but thanks to new characteristics the course 
of the game changes. New characteristics are, among others: 
Shell - stays in play even after extinction of the species and can 
be taken instead of food; intellect - can eat animal with only one 
protection; Angler fish - can be played only as an animal; special 
characteristics is used in the food phase; Trematode - uses rules 
for Pairs as a parasite; or Flying, Ambush, Ink Cloud or others.
Version: de * Rules: de en ru * In-game text: yes

Evolution: Time to Fly
Designers: Dmitry Knorre, Sergey Machin
Publisher: Rightgames

Development game for 2-6 players, ages 14+

After a Nuclear catastrophe on Earth six factions of Mankind look 
for shelter in the Centauri system. On the brink of extinction the 
human race is saved by a hugely superior civilization and each 
faction can start again on a new planet. But when the Aliens 
move off, conflicts begin again. In the seven rounds of the epic 
game, based on Stanislaw Lem’s “The Magellanic Cloud” you 
resolve Upkeep, Council of Elders, Actions, Mass destruction 
weapons and Conquest to earn victory points. You score for 
population, space dominance, Centauri Resistance cards, battles 
you won and for holding the positions of Chancellor and Vice 
Chancellor.
Version: en * Rules: en * In-game text: yes

Exodus: Proxima Centauri
Designers: Andrei Novac, Agnieszka Kopera
Publisher: NSKN Legendary Games

Resources management game for 1-4 players, ages 10+

Players are farmers and till their land; they need water, harvest 
plants, feed animals and produce crops. A round comprises 
four phases: Choose action cards, assign decorative building, 
resolve actions - sowing, harvesting, water, feeding and seed 
store - and clean-up with retrieving action cards, moving action 
wheel and replenish decorative buildings. When these are 
finished you count your stars for truffles, wool, milk and riding 
lessons and add one star for feed tile in barn and fields, three 
stars for decorative buildings with star symbol; animals on the 
pastures score the stars from the stables. Board game based on 
the online-game.
Version: multi * Rules: de fr it nl * In-game text: no

Farmerama
Designer: Uwe Rosenberg
Publisher: Ravensburger
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Educational movement game for 2-5 players, ages 5+

The animal mats are spread around the board and you play 
three different levels of difficulty. For level Green you turn over 
one mat, then players must either run along all mats, stand still 
on the mats, step on the mats one by one and name the animal 
on the mat just left and call “Fex” for the face-down mat. Or you 
must find the animal among the animal chips that is featured on 
the face-down mat and then throw the tile onto the map from 
across the game board on the floor. For the blue and red level 
you turn over two or three mats at the start of the game and 
play the games from level green in slightly varied form.
Version: multi * Rules: de en es fr it nl * In-game text: no

Fex Tierisch auf Zack
Designers: M. Koser, M. Nikisch, J. Zirm
Publisher: Haba

Memo and description game for 2-5 players, ages 4+

Monty the Cat is fleeing the dog and goes into hiding around 
the bed, and has even thrown cushions and blanket off the 
bed. Photo cards show Monty’s hide-outs, on the bed, next to 
it, behind the bed or under it. You draw a photo card, look at it 
to memorize it, set it aside face-down and set up the depicted 
hide-out using bed, cushion and blanket and/or describe it as 
exactly as possible. If you succeed, you take the photo card; if 
you are first to own four photo cards, you win. In variants a die 
determines if you set up the hide-out yourself or describe it to 
another player, with or without using gestures, so that he can set 
it up correctly.
Version: multi * Rules: cn de en es fr it nl * In-game text: no

Find Monty
Designer: Karin Hetling
Publisher: Beleduc

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

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 that is already 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

Flash Point Flammendes Inferno
Designer: Kevin Lanzing
Publisher: Heidelberger Spieleverlag

Associative vocabulary game for 2-4 players, ages 7+

21 letter chips are placed in a circle; Flinker Willi starts on one of 
them. The chip next to Willi in clockwise direction is turned over 
for the category. Then you roll the die and all silently count this 
number of chips counter-clockwise away from Willi and then 
think of a word starting with this letter and fitting the topic. If 
you know a word, you grab for Flinker Willi. But take care that he 
keeps his head - if he loses it, the round ends immediately. If not, 
you name your word and get a part of Willi if it is correct. Willi 
goes to the letter just used, the topic is turned back. If you are 
first to collect four parts, you win.
Version: de * Rules: de * In-game text: no

Flinker Willi
Designer: Heinz Meister
Publisher: Kosmos

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

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

Flocki, such das Socki!
Designer: Jan Vodicka
Publisher: Piatnik

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

You place all your fish into the sea; then fish bones and rainbow 
fish are added. You roll: For Color all try to pull such a fish out of 
the sea. For Fish each player tries to find the rainbow fish or a 
fish of his own color. The Shark Fin means “Shark Alert”: all search 
simultaneously for the longest possible fish. If you found a 
correct fish or the rainbow fish, you move your penguin forward 
by the length of your catch. Ice flows are jumped over; after 
Shark Alert all players who caught fish move their penguin. Then 
all fish are put back at random. If you are first to cross the finish 
line, you win.
Version: multi * Rules: de en fr it * In-game text: no

Flossen hoch!
Designer: Edith Grein-Böttcher
Publisher: Zoch

Quiz game for 3-6 players, ages 15+

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

FortyTwo

Publisher: Piatnik

Worker Placement game with cards for 2-4 players, ages 12+

Electoral Campaign - we want to be elected! For this goal you 
use a mixture of Deck Building and Worker Placement mecha-
nisms to place campaigners into empty offices in the ministry 
and score victory points there. You play cards and use actions 
in offices with your campaigners. Those actions involve money, 
campaigners, cards, victory points or special effects. After Up-
keep with adaption of the display and placing of victory points 
into offices, the next round starts. With 95 victory points you win 
instantly, otherwise - after 11 rounds or when the last PhD title 
has been bought - you win with most victory points.
Version: de * Rules: de * In-game text: yes

Fremde Federn
Designer: Friedemann Friese
Publisher: 2F-Spiele

Word and definition game for 3-6 players, ages 13+

You should invent words first and then definitions for them, 
using 3 dice with vowels, 7 dice with consonants, paper, and 
some chips. You make up a word of at least three letters and 
must take care really do create a word that has not existed so 
for according to everybody’s knowledge. Then the definitions 
are read out, you mark your own and the ones you like best, 
the creator is awarded chips. Funstir is an expansion, you use 
the same material, but are provided with marketing slogans for 
which you should invent a brand name and then an explanatory 
phrase.
Version: multi * Rules: de en * In-game text: no

Frigiti + Funstir
Designer: Andrea Meyer
Publisher: BeWitched-Spiele



29

2013

Icon explanation

Solo Play Two Players Large Groups Recommended Minimum Age

GABIS explanation on page 3

Collecting and memo game for 4-6 players, ages 4+

The frog must be turned into a prince by collecting kiss tiles. The 
water lily leaves are laid out around the castle; the cup with the 
prince starts at the castle and shows the frog. You spin the arrow 
and may take one or two kiss tiles, but only up to three. When 
the arrow points to the golden ball you take, if necessary, from 
another player. When you hold three kiss tiles and the golden 
ball you may try to release the prince and put him onto a water 
lily leaf of your choice. When nothing happens, you discard a kiss 
tile; if the tile capsizes and the frog turns prince, you have won.
Version: multi * Rules: de hu * In-game text: no

Frog Prince
Designer: David Mair
Publisher: Piatnik

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

Ferdinand Fuchs is having a party and you should take the ani-
mals to it quickly by means of discarding all your animal cards. 
One card is displayed and you must give a guess or assessment 
if the next animal you turn up will be bigger, smaller than or as 
tall as the animal displayed. If you guess correctly, you can guess 
again. If you make a mistake, your turn ends and you put all 
animals back under your card stack. If you stop, 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: no

Fuchs & Fertig
Designer: Bernhard Weber
Publisher: Zoch

Bidding and collecting game for 3-6 players, ages 10+

Bargain hunting at the garbage site! Order card and goods tiles 
of the current round are laid out. You secretly choose a number 
card between values 0 and 5. If two players chose the same, 
the one holding the lowest tie tile goes to the garbage site and 
players swap tie tiles. Now you choose bulky waste in ascending 
order of your cards; the Thief (0) steals from other players, the 
others take their pick from the garbage site. Thief and all on the 
site can complete an order and take the card(s). At the end of the 
round after placing the last order card you sum order and goods 
values and win with the highest total.
Version: de * Rules: de * In-game text: no

Fundstücke
Designer: Friedemann Friese
Publisher: 2F-Spiele

Expansion for Funkenschlag for 2-6 players, ages 12+

For this expansion the basic rules of Funkenschlag apply with 
these changes: Resources are replenished according to the table. 
Northern Europe; Different power stations as regards to regions; 
Nuclear station can only be bid for when one has a city in Swe-
den, Finland or the Baltic in the network. UK & Northern Ireland: 
You can have two networks; connecting those nets has an 
additional cost; and Nuclear Station are only possible if you have 
a city in Scotland, England, Wales or Northern Ireland; Stage 2 
has different numbers of cities and starts after connecting the 
7th city ore when all cities are connected once.
Version: de * Rules: de * In-game text: no

Funkenschlag Erweiterung Nordeuropa
Designer: Friedemann Friese
Publisher: 2F-Spiele

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

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 additionally 
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

Fusion
Designer: Reinhard Staupe
Publisher: Nürnberger Spielkarten

Anniversary Edition of Galaxy Trucker for 2-5 players, ages 12+

You are a space adventurer and build a spaceship to reach the 
Edge - where you can make profit or loss. You start with the base 
of Ship 1, choose a secret tile from the middle and add it to your 
ship or replace it face-up and choose a new one. This taking 
of parts is governed by stringent rules. A part is integrated by 
placing it next to the base; you can look at your Flight cards 
while constructing in order to equip the ship accordingly. Then 
you use 8 cards to fly, you stack them and then resolve them. 
You might have to abort a flight. New edition, on occasion of the 
5th Anniversary of Galaxy Trucker.
Version: en * Rules: en * In-game text: no

Galaxy Trucker Jubiläumsausgabe
Designer: Vlaada Chvátil
Publisher: Czech Games Edition

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

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

Galaxy Trucker Noch eine große Erweiterung
Designer: Vlaada Chvatil
Publisher: Heidelberger / CGE

Living Card Game for 2-4 players, ages 12+

Based on novels and board games with the same topic you 
represent one of the sich great houses of Westeros and confront 
each other, assisted by well-loved characters, in military, intrigue 
and fights for power. The Core Game holds all that is necessary 
for a game of four players and you can customize your game to 
your liking with Chapter Packs. The Core Set has ready-to-play 
decks for Lannister, Stark, Targaryen, and Baratheon; you start 
with seven cards in hand. A round comprises topic = plot; draw, 
assemble, challenges, dominance, status and taxes. If you are 
first to collect 15 power points, you win.
Version: en * Rules: cn de en es fr it * In-game text: yes

Game of Thrones Der Eiserne Thron Das Kartenspiel
Designers: E. M. Lang, C. T. Petersen, N. French
Publisher: Heidelberger Spieleverlag

Expansion for the Game of Thrones LCG for 2-4 players, ages 12+

Game of Thrones LCG is a game of epic battles and intrigues, in 
which you rival for the Iron Throne as one of the six great houses 
of Westeros: Baratheon, Lannister, Stark, Targaryen, Greyjoy 
or Martell. This boxed deluxe expansion “Herren des Winters” 
concentrated on the cool and honorable House Stark. 55 cards 
in three copies each are featured in it and introduce Eddard and 
Catelyn Stark, Winterfell and „The King of the North“, Robb Stark. 
This is supplemented by lists for two challenging theme decks, 
“Wölfe des Nordens” und “Die Tullys von Riverrun”.
Version: en * Rules: cn de en es fr it * In-game text: yes

Game of Thrones Herren des Winters
Designers: E. M. Lang, C. T. Petersen, N. French
Publisher: Heidelberger Spieleverlag
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Chapter Pack for the Game of Thrones LCG for 2-4 players, ages 12+

Game of Thrones LCG is a game of epic battles and intrigues, in 
which you rival for the Iron Throne as one of the six great houses 
of Westeros: Baratheon, Lannister, Stark, Targaryen, Greyjoy or 
Martell. Chapter Packs are small expansions, grouped in Cycles. 
“Das Lied der Meere” Cycle introduces the new mechanism of 
Challenge Enhancement. This mechanism allows characters 
more influence on challenges. Chapter Pack “Im Bann des Kra-
ken” makes good use of the new Naval Challenge Enhancement; 
you can turn characters that are not involved in a challenge into 
attackers or defenders.
Version: en * Rules: cn de en es fr it * In-game text: yes

Game of Thrones Im Bann des Kraken
Designers: E. M. Lang, C. T. Petersen, N. French
Publisher: Heidelberger Spieleverlag

Expansion for the Game of Thrones LCG for 2-4 players, ages 12+

Game of Thrones LCG is a game of epic battles and intrigues, in 
which you rival for the Iron Throne as one of the six great houses 
of Westeros: Baratheon, Lannister, Stark, Targaryen, Greyjoy or 
Martell. This “Könige der See” expansion concentrates on House 
Greyjoy featuring 3 copies each of 60 new cards, including 
Eurow Krähenauge, Aeron Feuchthaar, Asha, Theon and Balon 
Greyjoy and with them lots of new strategies and tactics. 
Furthermore, the expansion features “Königsthing”, a version for 
3-6 players competing for the support of the chieftains of the 
Eisenmänner.
Version: en * Rules: cn de en es fr it * In-game text: yes

Game of Thrones Könige der See
Designers: E. M. Lang, C. T. Petersen, N. French
Publisher: Heidelberger Spieleverlag

Expansion for the Game of Thrones LCG for 2-4 players, ages 12+

Game of Thrones LCG is a game of epic battles and intrigues, in 
which you rival for the Iron Throne as one of the six great houses 
of Westeros: Baratheon, Lannister, Stark, Targaryen, Greyjoy or 
Martell. This boxed expansion concentrates on House Barathe-
on, featuring the full power of the Crowned Stag. 165 cards, 
comprising 3 copies each of 55 different cards, feature - among 
others - the three brothers Robert, Renly and Stannis, each one 
an enemy of the other two, as well as the fortress Storm’s End. 
Two decks are suggested in the expansion, “Machtrausch” and 
the other “Ritter des Königreichs”.
Version: en * Rules: cn de en es fr it * In-game text: yes

Game of Thrones Könige des Sturms
Designers: E. M. Lang, C. T. Petersen, N. French
Publisher: Heidelberger Spieleverlag

Expansion for the Game of Thrones LCG for 2-4 players, ages 12+

Game of Thrones LCG is a game of epic battles and intrigues, 
in which you rival for the Iron Throne as one of the six great 
houses of Westeros: Baratheon, Lannister, Stark, Targaryen, 
Greyjoy or Martell. „Königin der Drachen“ features 55 cards 
in three copies each and puts the focus of events on House 
Targaryen; it contains Daenerys Targaryen, Khal Drogo and die 
Dragons Drogon, Rhaegel and Viserion. The cards yield two pre-
fabricated theme decks, „Blut und Feuer“ and „Die Streitmacht 
der wahren Königin“, and offer the new „Shadows“ mechanism 
for characters, locations, events and attachments as well as new 
deck building options.
Version: de * Rules: cn de en es fr it * In-game text: yes

Game of Thrones Königin der Drachen
Designers: E. M. Lang, C. T. Petersen, N. French
Publisher: Heidelberger Spieleverlag

Expansion for the Game of Thrones LCG for 2-4 players, ages 12+

Game of Thrones LCG is a game of epic battles and intrigues, in 
which you rival for the Iron Throne as one of the six great houses 
of Westeros: Baratheon, Lannister, Stark, Targaryen, Greyjoy 
or Martell. This boxed expansion “Lions of the Rock”, is more 
extensive than a Chapter Pack. It concentrated again on House 
Lannister, 55 cards in three copies each introduce new strategies, 
tactics and the new Key word Melee from the Chapter Pack 
Series “A Tale of Champions”; you can build two Decks from the 
expansion and the Core Set, “Der Dolch im Gewande” and “Die 
Macht hinter dem Thron”.
Version: en * Rules: cn de en es fr it * In-game text: yes

Game of Thrones Löwen des Felsens
Designers: E. M. Lang, C. T. Petersen, N. French
Publisher: Heidelberger Spieleverlag

Expansion for the Game of Thrones LCG for 2-4 players, ages 12+

Game of Thrones LCG is a game of epic battles and intrigues, 
in which you rival for the Iron Throne as one of the six great 
houses of Westeros: Baratheon, Lannister, Stark, Targaryen, 
Greyjoy or Martell. This boxed expansion “Princes of the Sun”, is 
more extensive than a Chapter Pack. It concentrated on House 
Martell, 60 cards in three copies each introduce Prince Doran 
and Princess Arianne Martell, Areo Hotah, Ser Arys Oakheart and 
the venomous Red Viper. The game includes rules for the “Civil 
War” variant, in which players compete for the resources of a 
single deck.
Version: en * Rules: cn de en es fr it * In-game text: yes

Game of Thrones Prinzen der Sonne
Designers: E. M. Lang, C. T. Petersen, N. French
Publisher: Heidelberger Spieleverlag

Communication game with cards for 3-6 players, ages 13+

We should make the craziest inventions, using item cards and 
description cards and finally, voting cards. You hold three item 
cards and three description cards and lay down as many as you 
want face down to make an invention. Then in turn you present 
your invention as effectively as possible and display the card 
used for it. Now each player gives a voting card to every other 
player, the medal goes to the invention you like best. Whoever 
gets the fewest medals, loses this round and takes a „defeat 
point“. Depending on the number of players you play between 
four and seven rounds and win with the fewest defeat points.
Version: de * Rules: de en fr * In-game text: yes

Geile Idee
Designer: James Ernest
Publisher: Heidelberger Spieleverlag

Game of fast reaction for 2-8 players, ages 8+

Balduin the Ghost has taken pictures of all items he loves to 
make disappear, even himself! But the magic camera also pro-
duces pictures in the wrong colors and Balduin gets muddled 
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

Geistesblitz
Designer: Jacques Zeimet
Publisher: Zoch

Game of fast reaction for 2-8 players, ages 8+

New items are in play - towel, frog, brush and bathtub, and again 
Balduin needs help with his pictures. Your turn up a card and 
quickly grab the item shown on the card, if it is depicted in the 
correct color. When the item shows the wrong color, you grab an 
item not depicted on the card and in the missing color. In ver-
sions you can name the item in German or another, previously 
determined language, when the frog is visible, or grab an item 
in relation to the towel. If you are correct, you take the card, a 
mistake costs you a card and you win with most cards. You can 
combine this game with Geistesblitz!
Version: multi * Rules: de en fr gr it nl * In-game text: no

Geistesblitz 2.0
Designer: Jacques Zeimet
Publisher: Zoch



31

2013

Icon explanation

Solo Play Two Players Large Groups Recommended Minimum Age

GABIS explanation on page 3

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

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 
language-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

Gemischtes Doppel 3
Designer: Christian Gottwalt
Publisher: MeterMorphosen

Placement and collecting game for 2-5 players, ages 8+

This is an homage to Arsène Lupin: Each round starts with 
forming of alliances. Then, in turn, you take an available equip-
ment marker from the board and place it next to a location or 
draw the topmost equipment marker or use a Helping Hand to 
move a special marker - tunnel, car or lock. When there are five 
different kinds of equipment at a location, it is burgled. The loot 
goes to the alliance with most markers there, they turn into loot 
and are handed out evenly to all members of the alliance. When 
the Brigadier is drawn the game ends, you reveal your identity 
and win with the biggest loot.
Version: multi * Rules: en fr * In-game text: no

Gentlemen Thieves
Designers: C. Dumas, C. Chevallier, P. Pelemans
Publisher: Bombyx

Card game on flags for 2-6 players, ages 6+

49 flag cards show eight flags each, and 8 continent cards depict 
flags for some of the countries on the continent. Two flag cards 
are placed on the table, the remaining cards are dealt evenly to 
all players to form personal face-down draw piles. On a signal 
all turn up their two top cards - in case of a correlation with a 
flag on those cards with a flag on a card in the middle you name 
the country, place the card on the card in the middle and draw 
a card. To place a continent card on a flag card or vice versa you 
name land and continent in case of a correlation. You win if you 
are first to be out of cards. Several levels of difficulty!
Version: de * Rules: de * In-game text: yes

GEOFlag
Designer: Martin Nedergaard Andersen
Publisher: Amigo Spiele

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

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 Na-
tional Park. You roll dice, move and use action 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

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

Urban development game for 1-5 players, ages 10+

In the Year 2212 the Ginkgo tree symbolized a new kind of urban 
development in harmony with nature. You are an Urban Planner 
and build and run buildings for Success points. In a round all 
choose an action by playing a card from hand: Planning - you 
play a card and receive resources, buildings or profit from the 
buildings pictured on the card; Urbanization - you play an Ur-
banization card plus a building to expand the town; Raise - you 
play a building card with a building to add height to a building. 
For the next round you get your neighbor’s cards plus a new 
one. Solo version included.
Version: de * Rules: de en fr * In-game text: no

Ginkgopolis
Designer: Xavier Georges
Publisher: Pearl Games

Word spotting game for 2-4 players, ages 7+

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

Gitterrätsel

Publisher: Goliath

Word spotting game for 2-4 players, ages 7+

Puzzle sheets that are inserted into the board, give you words 
which now must be found in the grid on the board. If you find 
a word you mark its entire letters with your own markers. When 
your new word crosses one already found by another player, you 
take off all his markers. When all words have been found or if a 
player is out of markers, you win, if you have most markers on 
the board. The expansion holds new sheets for the basic game, 
this time in two languages, German/English, with 20 topics from 
Computer to airport and party. You can look for the words on 
demand or word+translation.
Version: de * Rules: de en nl * In-game text: yes

Gitterrätsel Erweiterungsset

Publisher: Goliath

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

A task sheet is inserted into the board and the transparent board 
is turned until the first task word appears. The red sheets show 
picture/word tasks, the blue sheets picture/picture tasks and the 
green sheets show word/word tasks. The solution - sequenced 
pictures, picture + word or word only - must be found on the 
sheet in a straight horizontal or vertical line. Correct solutions 
are covered with markers; if your solution crosses one already 
marked by another player, you take those markers off. When all 
words are found or if you are out of markers, you win with most 
markers on the board.
Version: de * Rules: de en nl * In-game text: yes

Gitterrätsel junior

Publisher: Goliath

Development game for 3-4 players, ages 12+

Over 10 years of building the pyramid you want to make ma-
ximum contribution with your team. In two dynasties you play 
five rounds each. A turn comprises Three Actions for movement 
or production, Choice of an available stone for sliding or lifting, 
including food contribution for the distance, and Scoring, when 
a stone has reached the Pyramid Site or a Lift Camp. Too low 
a food contribution causes loss of workers due to starvation. 
When a row is complete, you bid art to contribute to decoration. 
Scoring is done for workers at a stone, food contribution, 
decoration and decoration for the Capstone as well as workers 
at the Temple of Ra.
Version: en * Rules: en * In-game text: no

Giza
Designer: David Heberer
Publisher: Mayfair Games
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Resource management game for 2-5 players, ages 10+

Chiefs of Scottish clans, embodied by the players, vie with each 
other for land, influence and power. Tiles are available from a “cir-
cle” 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 adjacent 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

Glen More
Designer: Matthias Cramer
Publisher: Ravensburger / alea

Placement and comparison game for 2-4 players, ages 12+

The CEO of the robot factory is planning his retirement and 
wants to decide his succession with a competition on building 
the best robot. In each of the two rounds you form a team with 
another player. You jointly build a given robot and then go into 
a shootout with the robot of the other team. In the building 
phase you alternate with your partner in the roles of Designer 
and Constructor for choosing and placing the construction 
part. In the shootout phase you alternate in the roles of pilot 
and tactician for steering and targeting. The shootout is scored 
based on the achievement cards. There are party and expert 
versions of the game.
Version: multi * Rules: cz de en fr * In-game text: no

Goblin’s Inc
Designer: Filip Neduk
Publisher: Czech Games Edition

Communication and assessment game for 3-6 players, ages 15+

What do your friends really think about you? In your turn you 
read out a question; all players now need to assign this question 
to one or two players by putting two voting cards into the box, 
both for one player or one each for two players. You cannot vote 
for yourself. Then all assess how many votes they might have 
received and place an assessment card, 0 for no vote, + for the 
majority of votes and + for one or a few cards. Then the voting 
cards are counted by color and then the assessment cards are 
revealed. You score three points for a correct assessment of 0 or 
+ and one point for +. After 12 rounds you win with most points.
Version: de * Rules: de * In-game text: no

Good Friends?
Designer: Jean Tarrade
Publisher: Piatnik

Three sliding games for 2 players, ages 8+

One rule for three games: The sand stone sits in the middle of 
the 5x5 board. In a turn you slide one of your 12 number tiles of 
values 1-3 into the board by one square; tiles already there are 
moved, but never off the board! When the board is filled you 
score: Uninterrupted vertical and horizontal lines in the “Linien” 
game, a line of five tiles scores double. In “Zentrum” game you 
score tiles in the 3x3 center and the four corners, the sand stone 
in the center area doubles a line. In “Zahlen” game you score con-
nected groups of one number, the sand stone connects groups, 
a group of all four numbers of one value scores double.
Version: de * Rules: de * In-game text: no

Gravitas
Designer: Reiner Knizia
Publisher: Intellego Holzspiele

Deduction game for 1 player, ages 12+

A new edition of the logical deduction game, part of the Green-
rock Village series, featuring a crime story background and a 
garden plot setting! There are 25 tiles for gardens as crime scene, 
owners and visitors of those gardens as victims and culprits, 
items for murder weapons and weekdays for time frames. 50 
cards present 50 cases in three different levels of difficulty. Each 
case features 10 clues in the scheme of “The garden scissors do 
not belong to Mr. Y”. You start with Clue #1 and place the tiles 
mentioned in the grid of the board, which doubles as storage 
box. You not always need all clues to solve the case.
Version: de * Rules: de * In-game text: yes

Greenrock Village Tatort: Schrebergarten
Designer: Harry Habra ken
Publisher: Jumbo

Vocabulary and association game for 2-6 players, ages 8+

The starting player draws the top card from the stack of 50 topic 
cards and reads out the topic. Then he switches on the Rupert 
Egg, names a term corresponding to the current topic and 
hands the Rupert Egg quickly on to another player. This player 
in turn names another term and hands the egg on, and so on. 
If you hold the egg when it makes a “Krack” sound, you take the 
topic card and are the next starting player. If you name a word 
for the second time in a turn, you must keep the egg until you 
name a correct term or the egg goes “Krack”. If you collect the 
third card, you quit the game; whoever is last in play wins.
Version: de * Rules: de * In-game text: yes

Gregs Tagebuch Eiermatsch
Designer: Jeff Kinney
Publisher: Kosmos

Creativity and communications game for 3-6 players, ages 8+

All players choose a marker, the oldest takes the cheese piece. 
You move from start to finish and execute tasks on the way; if 
you are the active player in a task and complete it successfully, 
you always move, sometimes other players move, too. If you 
cannot complete the task successfully, you take the piece of 
cheese. The color of the spot where you start your turn determi-
nes your task; the tasks always demand to achieve correlation 
with another player or to guess correctly what they answered. 
If you are first to reach the finish, you win, but only if you do not 
hold the piece of cheese at that time.
Version: de * Rules: de * In-game text: yes

Gregs Tagebuch Stinkekäse
Designer: Jeff Kinney
Publisher: Kosmos

Swapping and card discarding game for 2-5 players, ages 10+

On the central grill and each player’s plate there are one steak, 
one sausage, one cob of corn and one fish; each player has his 
personal set of cards as a draw pile and begins with 4 cards from 
this pile. In a turn you remove all food from your plate to your 
stock, then you swap food items with the grill or another player’s 
stock and after that you can discard cards when the food on the 
grill corresponds to the food on one of your cards. You cannot 
discard a card identical to one on top of another player’s discard 
pile. Then you fill your hand to 4 cards. If you are first to be out of 
cards in hand, you win.
Version: de * Rules: de * In-game text: no

Grillparty
Designers: Jordi Gené, Gregorio Morales
Publisher: Kosmos

Game of facial expressions for 2-4 players, ages 4+

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 fastest 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

Grimassimix
Designers: Draxler, Poteranski, Strehl, Trausmuth
Publisher: Piatnik
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Fantasy card game for 2-4 players ages 10+

A grimoire - hence the title - is a spell book and each player has 
such a spell book including a bookmark. In each round a display 
of cards is prepared. Each player determines the spell he wants 
to use with his grimoire and bookmark. That can be attack or de-
fense or a time spell to reverse order of play or “creation” for item 
cards. The spells in the book get more powerful with ascending 
numbers, but the cards are chosen in ascending order of play 
number, too – so a weaker spell means earlier selection of quest 
cards, either treasure or companion. If you have 10 treasures or 
10 companions, you win.
Version: de * Rules: de * In-game text: yes

Grimoria
Designer: Hayato Kisaragi
Publisher: Schmidt Spiele

Fantasy-Adventure game for 2-6 players, ages 11+

Die eight Great Spells have disappeared from the Unseen 
Library. You are a member of the City Watch and must find five of 
those spells, enlisting the help of one of the Guilds. You use your 
Charm and money to enlist the help of other Discworld Charac-
ters, develop your own abilities, arm yourself with Scrolls and 
magical items and equip your recruits with armor and weapons. 
It would not be Ankh-Morpork if you could not use Magic and 
Guild abilities or plant a Saboteur to hinder your opponents in 
their efforts. If you are first to take back your spells to the Unseen 
University and master the Wizards Challenges there, you win.
Version: en * Rules: en * In-game text: no

Guards! Guards!
Designers: Leonard Boyd, David Brashaw
Publisher: Backspindle Games

Set collecting game with cards for 2-4 players, ages 12+

Serf in a one-pig town, you have had it! You start up your own 
guildhall, and hope for professional members and a bit of 
economic stability. Unfortunately, others had the same idea! 
You should collect complete sets of professions to buy victory 
points with them, because you will win with 20 victory points. 
You have two actions, can play a card into the action area and 
resolve them or discard any number of cards and draw cards or 
buy a victory point card from the display. You need not resolve 
all effects of a card you played and you can lay out only one 
profession in your turn. Card actions do not affect complete sets 
of professions in the guildhall.
Version: multi * Rules: de en * In-game text: no

Guildhall
Designer: Hope S. Hwang
Publisher: Alderac Entertainment Group

Reaction game for 2-6 players, ages 6+

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. Tupperware Edition in a special 
Tupperware box.
Version: de * Rules: de en fr it kr nl and others * In-game text: no

Halli Galli Tupperware Edition
Designer: Haim Shafir
Publisher: Amigo Spiele

Dexterity game for 2-4 players, ages 6+

A wooden circle with inner barriers is set up vertically and a little 
pyramid is based at the bottom spot. You have seven different 
wooden parts and place them in the tiers; if you are out of parts, 
you win. The first players leaves the tier to the left of the pyramid 
empty and places a part into the next tier, the other players must 
keep to this direction. In your turn you can a part that is not 
there into the same tier but higher up, where your predecessor 
placed a part, or you can put it into the next free tier or the next 
one after that; parts that fall off in your turn you must take! New 
graphic design.
Version: multi * Rules: de en fr it * In-game text: no

Hamsterrolle
Designer: Jacques Zeimet
Publisher: Zoch

Cooperative card game for 2-5 players, ages 8+

All players together make up one firework in each color, using 
cards of values One to Five in ascending order. You only see the 
other players’ cards and give card information to a player or dis-
card a card or play a card to a firework. To give information and 
discard a card, one uses a white or black hint tile which is turned 
over to the other side. If no corresponding tile is available, you 
cannot perform the action. If you play a wrong card, you turn 
over a lighting tile. Should the third lightning tile be turned over, 
all have lost the game together. When the fireworks are comple-
te and cards left in the draw pile, all win together.
Version: de * Rules: de fr * In-game text: no

Hanabi
Designer: Antoine Bauza
Publisher: Abacusspiele

Knowledge and reaction game for 3-8 players, ages 10+

A red heart is placed in the middle, all players but the game mas-
ter put both their hands on the table and the game master reads 
out the first statement. You decide instantly if the statement 
is correct and place your right hand for YES and your left one 
for NO on the heart or hands already there. Then the round is 
evaluated: Red statements are wrong, green ones are right, black 
ones relate to the players. If you are correct, you score points: 
The player with the lowest hand in the stack scores as many 
points as there are correct hands, all others score one point less 
for each higher position in turn.
Version: de * Rules: de * In-game text: yes

Hand aufs Herz
Designer: Julien Sentis
Publisher: Zoch

Dice and placement game for 3-4 players, ages 4+

The little ice bear is sick and players build him an igloo. Each 
player holds ice cubes and the little bear sits inside the igloo. In 
turn you roll the die and - depending on the result - you may 
place one of your ice cubes into a free slot at the igloo and turn 
the igloo by one quarter or swap your screen with all cubes 
behind it with another player. When you roll the sneezing ice 
bear, you press the igloo entrance down - the little bear sneezes 
and some cubes might fall off, which you must put behind your 
screen. If you are first to get rid of all cubes, you win!
Version: de * Rules: de * In-game text: no

Hatschi Iglu

Publisher: Megableu

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

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 en fr nl * In-game text: no

Hawaii
Designer: Gregory Daigle
Publisher: Hans im Glück
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Dice game for 2-7 players, ages 8+

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 mini-
mum of 1 worm in the dice set aside you get the corresponding 
portion from the grill or the top one from another 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

Heckmeck am Bratwurmeck
Designer: Reiner Knizia
Publisher: Zoch

Dice game for 2-5 players, ages 8+

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

Heckmeck Barbecue
Designer: Reiner Knizia
Publisher: Zoch

Dice game for 2-5 players, ages 5+

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 portion 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

Heckmeck Junior
Designer: Reiner Knizia
Publisher: Zoch

Guessing game for 2-6 players, ages 7+

Players wear a head band with a character card. These “cha-
racters” can be an animal, a kind of food or an item. You ask all 
players in turn a question about the card on your head; the 
other players must answer truthfully. You can ask while the timer 
runs. You cannot ask „What am I?“, but you can ask „Am I ...?“. 
Assistance cards suggest possible questions. If you did not guess 
the card when time has run out, you take a chip and get a new 
card. If you guess what you are, you discard a chip, get a new 
card and go on guessing while the time runs. If you are first to 
discard all chips, you win.
Version: de * Rules: de en * In-game text: yes

Hedbanz

Publisher: Spinmaster

Memo game for 2-8 players, ages 3+

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 or 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

Heidi Memo

Publisher: Studio100 Media

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

Between tiles that are fixed to the board you insert mobile tiles 
to complete a labyrinth. One tile is left over and you insert this 
tile at the end of one row or column of your choice. This inser-
tion moves all tiles in the row or column and one tile falls out 
at the other end. After inserting a tile you can move your Hello 
Kitty character as far as you can or want. With clever use of these 
two moves you try to form a path for your Hello Kitty to the 
friend shown on your current picture card. If you reach the friend 
you discard your card. If you are the first to discard all cards and 
get back to your starting spot, you win.
Version: multi * Rules: de en es fr it nl * In-game text: no

Hello Kitty Labyrinth
Designer: Max J. Kobbert
Publisher: Ravensburger

Fantasy soccer simulation for 2 players, ages 6+

Soccer is boring, soccer with dragons is better! You train a 
soccer team in a fantasy world that has strong similarities to 
Switzerland, and play single games and championships. A team 
comprises a goalie, 4 players, 2 reserve players and the trainer. 
In general, soccer rules apply; in the movement phase of a 
round you move players; in the action phase featuring detailed, 
complex rules you hold the ball for Pass, Shoot at goal, etc. A 
game lasts for 90 minutes, after each goal and change of ball 
possession the attacking trainer rolls the time die. Rules for a 
family version are included.
Version: multi * Rules: de en * In-game text: no

Helvetia Cup
Designers: Frank Crittin, Grégoire Largey
Publisher: Helvetia Games

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

The little witches race each other on their brooms to the magic 
globe 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 globe, you win.
Version: multi * Rules: de en fr it nl * In-game text: no

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

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

At the South Pole hungry penguins jump from floe to floe to 
catch fish. They try to block the path of their rival penguins be 
alone in the richest fishing grounds and to go fishing there by 
themselves. First the penguins are placed; then each player in 
turn moves one of his penguins straight in one direction, over 
free floes only and as far as he likes or is possible. Then you pick 
up the floe which your penguin has vacated at the start of the 
move. If no-one can move a penguin anymore, the player with 
the highest total of fishes on his floes wins the game; nice handy 
penguin figures are included
Version: de * Rules: de en and 10 more languages * In-game text: no

Hey, Danke für den Fisch!
Designer: Alvydas Jakeliunas and Günter Cornett
Publisher: Heidelberger Spieleverlag
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Assignment game for 1-2 players, ages 2+

Using the familiar stories on home and family, depicted on the 
pictures, you can describe things, assign and compare them and 
thus support language abilities and enhance vocabulary. At the 
start you use one house and one roof, talk about the pictures 
and look for the stories hidden in the room. In the Bilder-Lotto 
version all room and attic cards need to be correctly assigned to 
house and roof; in Lausch-Lotto rooms are assigned based on a 
description by the adult and in Gedächtnis Lotto house and roof 
tiles are turned over after a short observation time and rooms 
are assigned from memory.
Version: de * Rules: de * In-game text: no

Hier wohne ich

Publisher: Ravensburger

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

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

Hilfe, Hai!

Publisher: Hasbro

Card game for 1-4 players, ages 10+

Navy Seals are known here from TV series; in this game those 
specialists are tasked with completing a mission. You win or lose 
together; you try to achieve the mission goal with all players sur-
viving the mission. In the preparation phase you collect abilities 
and equipment corresponding to ops specifications. Over time 
costs you health, time saved earns you health. In Ops Phase you 
play the cards previously collected for each Op of the mission 
(corresponding color and number) and cope with event cards. 
After 5 mastered Ops the mission phase is the last challenge. 
Missions in the game are based on real Navy Seal missions.
Version: en * Rules: en * In-game text: yes

Hooyah
Designer: Mike Fitzgerald
Publisher: US Games Systems

Race game with dice for 2-4 players, ages 3-12

After a lovely day out on pasture the horses must be brought 
back to the stables; on your way there you pick up necessary 
items for feeding and grooming the horses. You begin with a 
storage board and a horse on the pasture. You roll both dice: The 
red die shows the number of steps the horse moves; the blue 
die indicates which item you can take and fit into your storage 
board. But you cannot do both – you must decide to move or to 
take an item, keeping in mind that you may only put the horse 
in its box when the storage board is filled. If you are first to reach 
the stables and can put your horse in the box, you win the game.
Version: multi * Rules: de en es fr it nl * In-game text: no

Hoppe Reiter
Designer: Susanne Gawlik
Publisher: Haba

Toy with use for an iPad, for 1 player, ages 4+

Hot Wheels cars are cultic! Hot Wheels cards are cool and have 
now arrived in the computer age. The cute red car is equipped 
with a conductive base for use with an iPad and you can explore 
the Hot Wheels testing grounds. The game offers three different 
zones: Cool Drifts, Absolutely Crazy Jumps and Spot and Defeat. 
The Hot Wheels App iCars must be unlocked and can be down-
loaded for free. Many different boxes with different cars - all 
carrying an individual name - are available.
Version: de * Rules: de en * In-game text: no

Hot Wheels apptivity

Publisher: Mattel

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

Tom, Anna und Liv start their summer job at the hotel - in Room 
13 a secret is hidden which they want to disclose. In seven of 
the nine rooms on the board one collects white and black cubes 
representing clues. You roll the dice and move your marker 
accordingly; on a clue spot you draw a clue card - either an 
event or a task - and complete it. When two rooms are without 
clues, you can enter Room 13 and try to master your personal 
dice tasks by rolling the dice and using bonuses from deployed 
cubes. Mastered tasks are covered with a cube. If you are first to 
master all your tasks, you disclose the secret and win!
Version: de * Rules: de * In-game text: yes

Hotel 13 Check-In

Publisher: Studio100 Media

Memo game for 2-6 players, ages 3+

Broomstick and toad’s hop – who’s the fastest witch on top? The 
small colorful 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 color 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

Husch husch kleine Hexe
Designer: Heinz Meister
Publisher: Zoch

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

A collection of 20 Après Ski games, varying from communication 
games to card and dice games as well as party games for large 
groups. If you have to take a “Gaudipunkt”, which is penalty 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

Hüttengaudi
Designer: Nandi Piatnik
Publisher: Piatnik

Worker Placement game for 2-4 players, ages 10+

The dominance of the Medici is targeted. You have one action 
per turn while observing City Council and province tiles. You 
choose from Location actions, Province takeover, accept office in 
Florence, Introduce Support with a family member and Relaxa-
tion to reactive used family members. Each action demands the 
presence of a family member. Family members can travel before 
actions, at the cost of 1 Florin per location or discarding of one 
coach. Il Vecchio, Cosimo di Medici, fights back using actions on 
Medici Coat of Arms, which you must pick up on locations so 
marked. When those Coats of Arms are gone you win with most 
Power points.
Version: de * Rules: de * In-game text: no

Il Vecchio
Designer: Rüdiger Dorn
Publisher: Hall Games
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Development game for 2-5 players, ages 12+

Chinese princes rule provinces and 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

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

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

You collect gems by placing path tiles and moving gems to the 
exits. Those exists belong to one or two players jointly, depen-
ding on the number of players, and are marked accordingly. If 
you use a joint exit for a gem, the other player is rewarded with 
a gem from stock. In your turn you place a path tile according to 
strict rules. When gems are on tiles adjacent to the newly placed 
tile you move them forward to the new end of the path; at the 
start you move them thus off treasure tiles. When gems meet on 
a path both are discarded! When all gems have left the board, 
you win with most points from your gems.
Version: de * Rules: de * In-game text: no

Indigo
Designer: Reiner Knizia
Publisher: Ravensburger

Management game for 2-4 players, ages 14+

Innovation is a tactical management game, in which each player 
administrates a civilization and develops it with inventions; 
those inventions in five colors and featuring icons for power and 
resistance relate to ten areas of history. Each card also features 
one or more Dogma effects representing the ideology of a civili-
zation - cooperation or dominance. Those icons can be activated 
for sped-up development or influence points. You have always 
two actions, identical or different, a choice of Draw, Activate, 
Play or Dominate. You win through dominance in periods and 
regions, but also with influence or Dogma effects.
Version: en * Rules: en es fr it jp pl ru * In-game text: yes

Innovation
Designer: Carl Chudyk
Publisher: Heidelberger Spieleverlag

Quiz game for 2-12 players, ages 12+

With the maximum possible correct answer and some luck 
with dice you try to be first to reach the finish! You answer a 
question according to the location of your marker, roll the dice 
after a correct answer and move your marker. Red, orange, 
yellow and green yield questions of this color, blue something 
„Hard to Believe“ and purple a category of your choice! Topics 
of red questions are films, musicals or books with the title for 
an answer; orange ones are assessment questions demanding 
a number, yellow ones lets you explain a term and green ones 
make you sort anagrams; blue ones pose curiosities with one 
correct answer out of three.
Version: de * Rules: de * In-game text: yes

Inquizitor
Designer: Márk Zoltán
Publisher: Piatnik

Game components & App for 2 players, ages 8+

iPawns or iPieces are the latest technology inviting you to play 
together on your iPad. You download the respective Apps to 
your iPad; the game box contains two so-called iPawn iCues. 
You place the iPad on a plane surface and move the billiard balls 
with the iCue. For the iCue to work properly you touch it down 
flat and support it with your fingers. Further games with this 
technology are Air Hockey, Fishing, Goose Game, Snakes & Lad-
ders and Stratego; some of them feature attractive animations; 
In the Goose Game your goose flies across the board or falls into 
the well.
Version: multi * Rules: de en fr nl * In-game text: no

iPawn Pool Billiards

Publisher: Jumbo

Logic puzzle for 1 player, ages 6+

IQ Fit is a logic puzzle with a topic of filling areas, in the 
Smartgames range. The game features pieces of different color, 
made up from different numbers of marbles. Each piece has 
two extruding sides, on one side with one marble, on the other 
side with two marbles, so that each piece comprises two levels. 
Depending on the task you place the given pieces into the 5x10 
grid of dents and then place the remaining pieces with one 
of the protruding sides into the dents. For the correct solution 
there will be no free dents and the surface will be level.
Version: multi * Rules: de dk es fr it nl pt * In-game text: no

IQ Fit

Publisher: Jumbo

Fantasy conflict simulation for 2-6 players, ages 12+

Based on the film of the same name and set in an Alternate 
Reality, an Invasion is started by the Fourth Empire, countered 
by the United World Confederacy. Each player is part of a faction 
and is responsible for one continent. At the end you win with 
points from controlled territories, Damage and secret operations 
of commanders. Resources are provided by territories you 
control. Actions are implemented with Command cards, 
simultaneously by all members of a faction. Resulting battles are 
implemented with Combat cards. The game offers three levels of 
difficulty, you play with two, four and ideally with six players.
Version: multi * Rules: de en * In-game text: no

Iron Sky
Designer: Juha Salmijärvi
Publisher: Revision Games

Dice game for 2-5 players, ages 8+

Fights for Leader of the Pack in the savannah! You try to achieve 
the values of Pack cards on display with your dice. The Display 
is prepared as regards to number of players and special rules 
for Take 2 and Lucky 8. In three turns you place dice on cards. 
You take those cards for which you managed the exact value 
together with any Take 2 paw card beneath; other dice go to 
Geierwally. If you win a Lucky 8 you get cards not won by anybo-
dy. Then you roll for Geierwally, she takes or gives Pack cards. If 
the display cannot be replenished, you win with most paws on 
your Pack cards.
Version: de * Rules: de en fr it* In-game text: no

Jackal & High
Designer: Andreas Schmidt
Publisher: Zoch

Deduction game for 2-5 players, ages 8+

Kommissar Kluftinger’s 2nd case! The detective-players win if 
they identify the culprit within 10 rounds and correctly name 
5 characteristics; each player has one try. If he is not identified 
in time, the culprit-player wins. He chooses his characteristics 
and notes them on his profile sheet. At the start of a round 
the culprit places clue cards according to dice results; then the 
detectives move to those cards, pay for steps with time, check 
the cards and evaluate information. Then the culprit picks up the 
clue cards again and asks if somebody wants to solve the case. A 
version with action cards is included in the rules.
Version: de * Rules: de * In-game text: yes

Jagdrevier
Designer: Sybile and Wolfgang Dirscherl
Publisher: Huch! & friends
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Dexterity game for 1 or more players, ages 6+

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 trans-
port! 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

Jenga

Publisher: Hasbro

Position game with a travel topic, for 2-5 players, ages 8+

In Jet Set you acquire rights for air links between cities and place 
planes on those links. In Phase 1 of a turn you replenish Flight 
Cards and can pay to lay out additional card. In Phase 2 you have 
a choice of one of five actions, all relating to links, planes, Flight 
Cards, expenditures or income. When two vacation cards have 
been revealed, you only use Final Cards from hand or cards on 
display. If you Play Final Flight, you visit cities in order and can 
then only put planes on the Final Flight Card. All Final Flight 
Cards played, end the game und you score Flight Cards, Final 
Flight Cards and planes on Final Flight Cards.
Version: en * Rules: en * In-game text: no

Jet Set
Designer: Kris Gould
Publisher: Wattsalpoag Games

Dexterity game for 2-5 players, ages 4+

Jolly is a really jolly octopus who likes to play with the little crabs; 
players want to join them and try to snatch the crabs out from 
under Jolly’s waving tentacles. The octopus moves its tentacles 
and players use the tongs to take a crab from one of the dents in 
the rock. If you touch one of Jolly’s tentacles, the ticklish octopus 
starts to laugh and stops waving his arms. You must put the crab 
back and press Jolly’s head to make him move his arms again. 
Depending on the number of players you must either collect 
one crab of each color or five crabs of the same color. If you are 
first to achieve this, you win the game.
Version: de * Rules: de en nl * In-game text: no

Jolly Octopus
Designer: Big Ideas Product
Publisher: Ravensburger

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

Players try to be the first to win four squares in a row; a square is 
won by majority. In your turn you play one or more cards from 
your hand; in case of more than one card the values are added. 
The square with the corresponding number is marked with a 
piece of your own color. If in a square a player has a majority of 
two pieces compared to the number of pieces of other players 
there, those players cannot place more markers in this square. 
In case of a majority of two markers compared to all players,the 
other players’ markers are removed from the square. To win a 
square the single majority over all other players is sufficient.
Version: de * Rules: de dk fi gr kr * In-game text: no

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

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

Your team of to climbers, moved by cards, aims to reach the K2 
summit in 18 days. The higher a climber gets the more victory 
points he scores, but you must pay attention to the acclimatiza-
tion 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. 
The expansion Bread Peak is avaiable.
Version: de * Rules: de en fr nl pl * In-game text: no

K2
Designer: Adam Kałuza
Publisher: Heidelberger Spieleverlag

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

The Travel edition of Kackel Dackel simplifies the mechanism 
according to necessities. There are fewer components and thus 
fewer loose parts that could be lost on the road. In this version 
Kackel Dackel is not fed, but has digestion problems and you 
must take a walk with it. Kackel Dackel is wearing a collar - you 
turn it and then press Kackel Dackel’s nose as often as the collar 
tells you to. If Kackel Dackel produces a dropping, you have 
won. As an environmentally friendly dog owner you now do 
something for the environment and collect the dropping. If you 
are first to collect three droppings, you win.
Version: de * Rules: de en nl * In-game text: no

Kackel Dackel Travel

Publisher: Goliath

Card and bluffing game for 2-6 players, ages 8+

Seven cards form a penalty stack; the others are dealt evenly 
to all. You slide one face-down card to any player and name an 
insect or “Royal”, which is an insect with a crown. This player can 
reveal the card or hand it on. If you reveal it you state before, if 
you believe the information or not. Whoever is wrong takes the 
card. If it is a Royal card you also take a penalty card from the 
stack. If you hand on the card, you look at it and can then repeat 
the information or name a new one. The last player of the round 
must reveal the card. If you have four identical cards laid out or 
must offer a card if you don’t have one, you lose.
Version: multi * Rules: de en fr it nl * In-game text: no

Kakerlakenpoker Royal
Designer: Jacques Zeimet
Publisher: Drei Magier / Schmidt Spiele

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

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

Kalimambo
Designer: Antonio Scrittore
Publisher: Zoch

Action game for 2 players, ages 5+

The crocodile loves coconuts and bananas, parrots and monkeys 
are carrying just those fruits across the bridge, and the crocodile 
wants to push them off. In Level 1 you play with three men; if 
you are first to have two of them across the bridge you win. You 
push the crocodile against one of the bridge planks - when it 
topples you can move your men the number of steps stated by 
the bridge and maybe push opponents off the bridge. Men that 
fall off go back to start. In Level 2 the number of steps is divided 
among your men and in Level 3 you play with five men and 
must get 3 across. You cannot have two of your men standing on 
the same plank.
Version: de * Rules: de * In-Game Text: no

Kalle Krokofalle

Publisher: Mattel
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Construction game for 1 or more players, ages 3+

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 breathtaking constructions. The 
planks are available in several colors, too. This package contains 
200 planks and a booklet with 40 models that fire your imagina-
tion for your own ideas.
Version: de * Rules: de * In-game text: no

Kapla 200
Designer: Tom van der Bruggen
Publisher: Piatnik

Fantasy adventure game for 2-5 players, ages 12+

The Guardians of Karnag must fend off an invasion from the 
Depths in the Forests of Karnag. You must catch monsters and 
set up magical barriers around the Portal of Ker Ys. You are awar-
ded victory points for the use of Mana, which must be renewed 
by potions. Five rounds comprise: Order of play - move creatures 
- prepare action cards - choose actions and implement them 
with using up to five markers; actions are divided into main 
and side actions, space for markers on cards is limited - activate 
gemstones - Sylvan Council for victory points and progress on 
the knowledge track; this gets you bonuses.
Version: multi * Rules: de en fr nl * In-game text: no

Karnag
Designer: Pascal Cadot
Publisher: Sit Down!

Dice game for 2-5 players, ages 4+

Streifentoni tells about sweet fruits, Karolinchen and her friends 
want to sample them. You place a worm head and a worm 
piece - fruit side up. After all dice are rolled you check if there are 
dice matching the color of your fruit. If yes, you place them on 
the worm piece. If not, you roll again. When the worm piece is 
filled with dice, you place a new one, fruit side up. When all dice 
are placed, you put your marker next to the furthest die on your 
worm and hand back all worms. All empty worm pieces behind 
the marker are turned over to the worm side, the worm has 
eaten and grown. You win, if you finish your worm first.
Version: de * Rules: de en fr it* In-game text: no

Karolinchen
Designer: Carmen Kleinert
Publisher: Zoch

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

Your movers should advance as far as possible on the Path of 
Stones. To enter or move them one step you play a fitting card 
into the ascending or descending row. Action tiles on the path 
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 are in the finish area, you win with the highest score. 
On the back of the double-sided board you can play the “Neue 
Wege, Neue Ziele” expansion, featuring new path tiles and 
Wishing Stone tiles, which are scored at the end of the game by 
color and amount.
Version: de * Rules: cn es fr hu kr nl pl * In-game text: no

Keltis
Designer: Reiner Knizia
Publisher: Kosmos

Dice game based on Keltis, for 2-4 players, ages 8+

The five Keltis dice show five symbols for the paths and one 
wish-stone symbol. You roll all dice once and re-roll any number 
of dice once. For 2 or more wish-stone symbols you take one 
wish-stone. Then you decide on a symbol in your result and 
enter a marker into this row and/or advance you marker one 
step per symbol. When you end up on a special spot you use 
the advantage - move any marker one step, take a wish-stone 
or another turn. When the necessary number of markers has 
reached the finish zone, you win with the highest score from the 
positions of all your markers.
Version: de * Rules: de * In-game text: no

Keltis Das Würfelspiel
Designer: Reiner Knizia
Publisher: Kosmos

Auction and worker placement game for 2-6 players, ages 12+

In the 7th game of the “Key” series we have crossed the sea and 
are settling in new lands. You start with a home tile and some 
workers in three colors. In each season ships bring new workers 
or tiles and you chose a ship and its load, based on bids. With an 
innovative mechanism you use workers to bid for tiles to add 
to your village. Workers in the right colors generate resources, 
skills, additional workers and victory points from your own tiles 
as well as those in villages of other players and from tiles that 
are currently auctioned. After four seasons you score tiles in your 
village and gold counters.
Version: multi * Rules: de en * In-game text: no

Keyflower

Publisher: R&D Games

Expansion for King of Tokyo for 2-6 players, ages 8+

Tokyo has become even more dangerous with a new monster 
on the rampage, the incredible Pandakai! You guide a monster 
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 for crystals, healing or loss of life points; 
with life points at 0 you drop out of the game. Energy crystals 
buy you cards for immediate use or permanent effects. Cards 
modify damage, healing or victory points. New each monster 
has a stack of personal Evolution cards, which also have either 
immediate once-only or permanent effects!
Version: de * Rules: de en fr it jp * In-game text: yes

King of Tokyo Power up!
Designer: Richard Garfield
Publisher: Heidelberger Spieleverlag

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

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

King Up!
Designer: Stefano Luperto
Publisher: dV Giochi

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

Each player creates his own kingdom by building settlements 
to earn most gold at the end of the game. In a game you use 3 
out of 10 kingdom builder cards; they state the conditions for 
earning gold. Four of eight landscape boards are laid out and 
equipped with location overview tiles. In your turn you discard 
a landscape card and set up settlements in this landscape accor-
ding to exact building rules; if they are next to location spots you 
receive location tiles and can use their special actions once per 
turn either before or after building. For each castle spot next to 
your settlements you always receive 3 gold.
Version: de * Rules: de en es fi fr nl se * In-game text: no

Kingdom Builder
Designer: Donald X. Vaccarino
Publisher: Queen Games
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Balance game for 2-4 players, ages 5+

The aim of the game is very simple - Get rid of your games very 
fast and be the first one to do so. At the start you get a certain 
number of dice, depending on the number of players. In your 
turn you must place a cube on the seesaw: If nothing happens, 
you can place another cube and continue until you stop of your 
own accord or until the seesaw tips. When cubes fall with or wit-
hout dipping of the seesaw, you must take them. When placing 
cubes you must not touch cube or seesaw with your fingers and 
you must not place a cube in the middle of the seesaw. When 
you can place your last cube, you win.
Version: de * Rules: de * In-game text: no

Kipp X
Designer: Torsten Marold
Publisher: Franjos

Reaction and collecting game for 2-6 players, ages 4+

36 magnetic discs show three symbols in different colors. You 
roll the color and the symbol dice and all players search for discs 
showing the symbol in the color determined by the dice. You 
use one hand only and click correct discs together. When a white 
side is rolled the other die determines the correct discs, either all 
discs with the color rolled or the symbol. When both dice show 
white, you simply clock together all discs you can grab as fast 
as you can. If you take a wrong disc, you return it to the table 
together with a penalty disc. When all discs have been collected 
you win with the highest stack. Series “Die kleinen AMIGOs”
Version: de * Rules: de * In-game text: no

Klack!
Designers: Haim Shafir, Kobi Ben Arosch
Publisher: Amigo Spiele

Set spotting game for 2-4 players, ages 6+

As a tourist on safari you want to shoot pictures of animals in 
the wild. 24 animal cards show 7x an elephant, 7x a zebra, 6x a 
giraffe and 4x a lion; on 48 photo cards you find 21 x three, 15 x 
four and 12 x five animals. 12 animal cards are placed in a circle, 
heads inwards; one animal is turned up on top of the stack. You 
start with a 3-animal photo card. You check for a photo and 
can then change the animal display or swap the photo card. If 
your photo card shows a group of animals identical to a group 
in the circle, you have shot the picture. If you are first to shoot 
four 3-animal photos, three 2-animal and 2 five-animal photos, 
you win.
Version: de * Rules: de * In-game text: no

Kleine Fotosafari
Designer: Tanja Triminek
Publisher: Abacusspiele

Dice game for 2-8 players ages 8+

On occasion of the 40 Year Jubilee of this dice classic Schmidt 
published a limited Anniversary Edition, featuring both Kniffel 
and Kniffel extreme in an elegant tin. 
In Kniffel you roll dice to achieve combinations which you mark 
on your scoring sheet. Combinations are identical numbers and 
those known from Poker. For the first roll you use all five dice, 
can re-roll any number of dice and after three rolls you must 
mark a score. For Kniffel Extreme you roll 6 dice, one of them is 
a ten-sided die offering new choices and different probabilities. 
If you hand in one of three chips you can do a fourth roll. Non-
scored rolls cause penalties.
Version: de * Rules: de * In-game text: no

Kniffel Jubiläums-Edition

Publisher: Schmidt Spiele

Game of knowledge and speed for 2-4 players, ages 5+

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

Können Schweine fliegen?
Designer: Sonja Hässler
Publisher: Kosmos

Association game for 3-6 players, ages 12+

True to the motto “2 heads - 1 idea” you try to guess at ideas, 
concepts or thoughts of other players to achieve correlation of 
items and thus consensus. Each of the 16 tiles of the round track 
board shows either an association symbol or an action symbol. A 
round comprises several steps: You roll the die, move the marker 
and - if the move ends on an action field - implement the action. 
If the move ends on an association spot, it should give you ideas 
for the terms to note down according to the card that is now 
drawn. When all have noted terms, they are read out and you 
score for correlations.
Version: de * Rules: de * In-game text: yes

Konsensus
Designer: GameInVentors
Publisher: Huch! & friends

Card collecting game for 2-5 players, ages 8+

Four or five of 80 colorful cookie cards are displayed in the midd-
le, the rest is dealt evenly to all players; you stack your cards face-
down and draw four cards. Now all play simultaneously: Two 
or more identical Kookiz in your hand must be stacked on the 
table. With a single Kookiz you can either take an identical one 
from the middle to stack or steal a stack from another player or 
place it on a stack of your own. Then you always draw the same 
number of cards from your stack. If you are out of cards, you end 
the round, score 3 bonus points and all note the number of their 
stacks. After five rounds you win with the highest score.
Version: de * Rules: de * In-game text: no

Kookiz

Publisher: Amigo Spiele

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

Space cadets finish their training with a race across the Solar 
System. They need to visit all celestial bodies in the solar system 
but one and return to earth. Tasks completed on the ways score 
additional points. In each turn an event card is resolved; then 
you place fuel markers on your direction indicator. Now you fly 
according to the fuel in the indicator in those direction or stop 
for re-fuelling. When you reach a planet or comet, you can land 
on it and take the best available marker. Then you move each 
celestial body one position forward; if they catch up with space 
ships, the ships can lend on them.
Version: multi * Rules: de en pt * In-game text: no

Kosmonauts
Designers: Yuri Yamshchikov, Nadezda Penkrat
Publisher: Mesaboardgames

Roll & Move and memo game for 2-4 players, ages 6+

The little astronauts on the moon are frightened by Ansgar the 
Alien who jumps out of craters without warning. First you roll 
the white die and move one of your pawns; on an occupied 
target space you place it on top of the other markers. Then 
you roll the green die and turn the wheel accordingly to move 
Ansgar underneath the craters. If you roll Ansgar, you can move 
him three steps or press down the board to make him jump out 
of a crater and frighten the pawns on the corresponding spots; 
they jump out of the box and out of the game. In a stack only 
the bottom pawn is frightened. If you are the only one with a 
pawn still on the board, you win.
Version: de * Rules: de * In-game text: no

Kraterschreck im Mondversteck
Designer: Tom Espen
Publisher: Kosmos
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Placement game for 1-4 players, ages 8+

You have a board with 24 spaces, one middle starter space and 
numbers with connection markings at the edges, plus 28 tiles. 
You want to connect as many numbers with the middle space, 
unconnected numbers score negative. One player lays out his 
tiles face down, in each round he turns over one and places it; all 
other players pick up the same tile from their stock and place it. 
You can place a tile in any direction, but at least one connection 
must be continued correctly, no path may end unconnected. 
Numbers can be connected to any kind of path or cut off. You 
can place unwanted cards facedown anywhere on the board, 
they score -1 at the end.
Version: de * Rules: de * In-game text: no

Kreuz & Quer
Designer: Reiner Knizia
Publisher: Ravensburger

Deduction game for 2 players, ages 12+

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

Kreuzverhör
Designer: Sonja Klein
Publisher: Gmeiner Verlag

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

The frog-green crocodile is still going strong, 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 and 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

Kroko Doc

Publisher: Hasbro

Spotting game for 2-6 players, ages 8+

Animal cards are displayed and you should place your explorer 
quickly on the correct animal to get the card and win with 
most of them. The first search order is revealed: if you find the 
corresponding animal, you put your explorer on it; if you touch 
a card you must choose it. Animals in green circles on the order 
must be on the animal card in demand; animals in red circles 
must not be on the card. You might also be looking for the rarest, 
most frequent, cross-bred or pure-bred animals. If you placed 
your explorer correctly, you get the card; in case of a mistake you 
must give back a card.
Version: de * Rules: de fr it * In-game text: no

Kroko Togo
Designers: Valéry Fourcade, Jean-Philippe Mars
Publisher: Zoch

Observation game for 2-6 players, ages 6+

The zoo animals have snitched a camera from visiting tourists 
and take pictures of each other; the zookeepers find only pictu-
res, and, behold, some of them look as if one of the zookeepers 
had taken it! Who really took which picture? You turn up your 
top card and all check who sees the animals pictured on this 
card in the same arrangement on the board - one of the other 
animals or one of the zookeepers; if you know the solution, you 
name the animal or grab the zookeeper. If you are correct, you 
may turn up your top card for the next search; if you are out of 
cards, you win: The Criss-Cross variant uses diagonal positioning, 
too.
Version: multi * Rules: de en es fr it nl * In-game text: no

Kuck Ruck Zuck
Designer: Roberto Fraga
Publisher: Haba

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

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

Kunststück
Designer: Sonja Klein
Publisher: Gmeiner Verlag

Medieval Chess version for 2 players, ages 8+

Kurierschach is played on a checkered board of 12 x 8 squares 
and is a Chess variant that in the Middle Ages was deemed to be 
revolutionary because of its inherent dynamics. It was still played 
in the 19th century. Old historic pieces like Courier instead of Bi-
shop, Schleich, Alfil or Mann offer novel combinations of moves. 
This entirely unique new edition of the game is manufactured 
from wood and was reconstructed from a painting Lucas van 
Leydens (1508). There are no other pictures of the arrangement 
of the pieces. The rules have been based on the oldest preserved 
rule book, by August II. von Braunschweig-Wolfenbüttel.
Version: de * Rules: de * In-game text: no

Kurierschach

Publisher: Brettspielprofi

Deduction game for 3-5 players, ages 8+

Sherlock Holmes introduces the Baker Street Kids to the finer 
details of detective work and uses the case of „Henry Morton 
Stanley and his Ship Lady Alice“. You must find out who did ab-
duct Stanley when, where and with the help of which items. You 
start with one piece of evidence. First, you can suspect someone. 
Whoever holds one of the pieces of evidence mentioned, must 
announce this. Then you can cover up false leads and mark the 
conclusions with chips on pieces of evidence or make a formal 
accusation. When your accusation is correct, you score for chips 
on pieces of evidence and bonuses for early solutions and 
correct accusation.
Version: multi * Rules: de en * In-game text: no

Lady Alice
Designer: Ludovic Gaillard
Publisher: Hurrican Games

Building and placement game for 2-6 players, ages 8+

Rules and mechanism in one sentence: Place your own sticks to 
be first to get rid of all your sticks. Depending on the number 
of players you are given between 30 and 10 sticks and place a 
stick either horizontally directly onto the board into a gap or as 
a bridge on two neighboring empty sticks. If you build a bridge, 
you have another turn. When placing a stick you should take 
care not to provide opportunities for building bridges for the 
next player. You cannot pass a turn but must always place at 
least one stick and you can build up to any height. If you cause 
sticks fall off you must take all fallen sticks.
Version: de * Rules: de * In-game text: no

Lakota
Designer: Philippe Proux
Publisher: Kosmos
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Card game for 3-5 players, ages 10+

You hold 12 weather cards and the total of life belts shown on 
your cards. Each of the 12 rounds has 5 steps: turn over the top 
two water level cards – all players choose a weather card and 
turn it up simultaneously – for the two highest weather cards 
you take a water level card – the player with the highest water 
level card loses one life belt – used cards are discarded. If you 
cannot discard a life belt, you are out of the game. At the end 
each remaining life belt and the lowest water level score +1, 
drop-outs lose a point. Then cards are given to your left neigh-
bor and at the end you win with the highest total.
Version: de * Rules: de * In-game text: no

Land unter
Designer: Stefan Dorra
Publisher: Nürnberger Spielkarten

Dice game for 2-5 players, ages 8+

In the glitter of Vegas you can win different sums of money at six 
casinos marked with values 1 to 6. You always roll all your remai-
ning dice and place all dice of one value on the corresponding 
casino – regardless of other dice already there. When all dice of 
all players are placed and at a casino there are equal numbers of 
dice from two or more players, all those dice are removed. Then 
players in turn take one note from the casino, in descending 
order of their amount of dice there and in decreasing values of 
the notes. If there’s not enough money you might get nothing. 
After four rounds you win with most money.
Version: multi * Rules: de en fr * In-game text: no

Las Vegas
Designer: Rüdiger Dorn
Publisher: Ravensburger / alea

Placement game for 2-5 players, ages 12+

Each barkeeper gets all bottles of a kind and each player a card 
for each kind of drink plus one coaster. Cards are dealt to the 
barkeepers. If you want to move a bottle you call “order” and 
move the bottle of your choice from one bartender to the other, 
cards at both barkeepers are discarded. Four cards next to a 
barkeeper are discarded automatically. When a barkeeper has 
the right bottles for your drink, you play the card and must take 
an ice cube for each bottle not needed for your drink. If you are 
out of cards, you call „Last Call“ and quit the game, the others 
must finish their drinks. You win with fewest ice cubes.
Version: en * Rules: de en * In-game text: no

Last Call
Designer: Kris Gould
Publisher: Wattsalpoag Games

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

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 determines 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

Last Word

Publisher: Piatnik

Placement and development game for 2 players, ages 10+

The Inner Harbor is expanded with31 buildings and you multiply 
your stores to become the richest player. You have your own 
board, a storage barn with a starting amount of commodities 
and 3 Francs. At the start of each of the 12 rounds new buildings 
become available. Then you alternate your actions according to 
the number at the code letter: Build or use a building according 
to the sector value and then move it to Sector 0; for 1 Franc per 
action you can use opponent’s buildings. You can also sell a 
building. At the end of the round you move the indicator by one 
position, buildings now in Sector „!“ must be sold.
Version: de * Rules: de * In-game text: no

Le Havre Der Binnenhafen
Designer: Uwe Rosenberg
Publisher: Lookout Games

Placement game with dice for 2-4 players, ages 6+

Policemen against Thieves! One player/team plays the thieves 
who win with 10 stolen stacks of money; the others are police-
men who must catch all thieves. You turn up a movement block 
and move as indicated. When thieves end up next to a building 
they roll the die to see if they can steal money. The result can 
be: Steal Money or Steal Money + Set off Alarm or Set off Alarm 
only. At an alarm the policemen can relocate the helicopter to 
protect a building. If a policeman enters a spot with a thief on it 
the thief is captured. Variable die for versions that are listed and 
that you can invent.
Version: multi * Rules: de en fr it nl * In-game text: no

Lego City Alarm
Designer: not named
Publisher: Lego

Game of construction and guessing for 3-8 players, ages 7+

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 according 
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 si-
multaneously” 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

Lego Creationary

Publisher: Lego

Adventure game for 2-4 players, ages 8+

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 oppo-
nents, 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 Fortaan 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

Lego Heroica Fortaan

Publisher: Lego

Adventure game for 2-3 players, ages 8+

Heroica offers a series of adventure games, each featuring new 
adventures, weapons, monsters, heroes and treasures and each 
can be played separately or combined into a huge adventure. 
You can expand all with your own rules or Lego pieces. You roll 
the die, move your hero or combat opponents and you use spe-
cial abilities of your hero or items. In a variant a player can guide 
all monsters; his turn then is the last turn of a round. In Ilrion the 
King of Heroica has been taken prisoner, players must save him. 
To do so they must fight the evil bats and defeat the Lord of the 
Vampires and return with the Fang of Fury.
Version: multi * Rules: de en fr it nl * In-game text: no

Lego Heroica Ilrion

Publisher: Lego
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Assembling game for 2-4 players, ages 6+

Many chicken get you lots of eggs. The worm is placed into the 
middle and you roll the die in turn. For Gray or Brown you take 
a chicken of this color from stock or another player or make 
your chicken of this color lay eggs; you take the corresponding 
number of eggs from stock. For Blue you take the cockerel; he 
doubles the number of eggs when you have him. When you roll 
the worm all grab for the worm; if you snatch it, you get an egg 
from each of your chickens. For White you steal an egg from ano-
ther player. When no eggs are left in stock, you win with most 
eggs. Variants are listed in the rules.
Version: multi * Rules: de en fr it nl * In-game text: no

Lego Kokoriko

Publisher: Lego

Roll & move game for 2-4 players, ages 7+

In a temple within the Minotaur labyrinth the sword of Ägeus 
is hidden and you try to acquire the sword. You roll the die and 
move as indicated; not diagonally or over walls, pillars or the 
Minotaur, you can pass another hero. If you roll gray or black, 
you can relocate a wall or move the Minotaur. He is moved in a 
straight line over free spots as far as you like and then turned any 
way you want; he then attacks heroes that are directly in front 
of him on the adjacent two spots. He sends them back to start. 
When you reach one of the four temple spots, you have won the 
sword and the game. Variants are listed.
Version: multi * Rules: de en fr it nl * In-game text: no

Lego Mini Taurus

Publisher: Lego

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

Players should shear more wool than the opponents before the 
shearing is finished. You roll the die and apply the appropriate 
action. If there are two colours it is your choice which action you 
take. Your options are “take wool once or twice”; “swap a sheep 
with an opponent”; “frighten sheep with the wolf, the sheep 
loses its wool” and “shear a sheep”. A sheep carrying 5x wool 
needs to be shorn instantly before you roll the die. When the last 
piece of wool is taken from the general stock, each player shears 
his sheep one last time and adds the wool to his own. The player 
with the most wool wins the game.
Version: multi * Rules: de en fr it nl * In-game text: no

Lego Shave a Sheep

Publisher: Lego

Position game with dice for 2-4 players, ages 8+

The Battle of Hoth is imminent. You embody either Empire or 
Rebels. Each side has two actions in a turn, attack or movement. 
Two identical actions must be implemented with different units. 
Attacks are decided by die roll: 
Red is a hit, you remove one character from a unit; loss of the 
last pawn destroys the unit. Special units take one more attack. 
A result of Red + Symbols indicates a power hit; units including 
Darth Vader or Luke Skywalker destroy the attacked unit 
immediately. A result of White indicates a failed attack. If you 
reach the opponent’s base or destroy all opposing units, you 
win the game.
Version: multi * Rules: de en fr it nl * In-game text: no

Lego Star Wars Battle of Hoth

Publisher: Lego

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

The Activity cards on one side list terms and the method to ex-
plain 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 correct 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

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

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

Each of the eight levels in the game demands a different combi-
nation of cards. If you are the first to complete all levels, you win. 
You start with 10 cards and in turn draw one card either 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

Level 8

Publisher: Piatnik

Expansion for Level X for 2-4 players, ages 8+

Using the components and the basic rules of LEVELX you can 
play also LEVEL XI: For this version you use a group of dice and 
the supplement board. The basic rules of the game apply; you 
cannot - for instance - forfeit some of your dice pips. Player 
markers on the supplement LEVEL XI board earn you special 
points at the end of the game; you can even score for more than 
one marker. This expansion can only be played together with 
the basic game.
Version: de * Rules: de * In-game text: no

Level XI
Designer: Stefan Risthaus
Publisher: Österreichisches Spiele Museum

Hand management game for 2-4 players, ages 14+

Libertalia, Retirement Island for rich pirates - in three campaigns 
players try to loot lots of treasures, enough to enable them to 
retire. In each campaign you loot ships for six days and on the se-
venth day you count your treasures. For each day and player one 
treasure is placed at the ship. All hold the same set of character 
cards. For each day you play such a character card to the current 
ship. Then you resolve the character traits for the periods of Sun-
rise, Day, Dusk and Night, in ascending order of rank; Treasures 
from the ship are taken in descending order of rank.
Version: de * Rules: de en fr it * In-game text: yes

Libertalia
Designer: Paolo Mori
Publisher: Marabunta / Asmodee

Card game for 3-8 players, ages 12+

You are a user of Status, the most popular network, and as Troll 
you challenge users by tagging them in embarrassing positions 
and try to win. Then you can use “Fame” to make your profile to 
the best liked and to have most friends, because you win the 
game with most friends. The phases of a round are: Update, 
discussion, new friends, help via the web and change of Troll. 
You can name and play cards at any time, for profile or for 
postings. When Troll challenges a player, both flip Fan markers; 
the number of “like” decides the outcome and you can offer or 
invite alliances.
Version: multi * Rules: en it * In-game text: yes

Like - The Social Game
Designers: Marco Almini & Michele Pierangeli
Publisher: Cranio Creations



Santa Cruz
A placement and collecting game with cards  
for 2-4 players, ages 8+, by Marcel-André 
Casasola Merkle at Hans im Glück 2012, ca. 
45 minutes

The Island of Santa Cruz is settled in two 
stages. You build houses, churches and 
lighthouses or collect raw materials. You 
start with placing a building on a free coa-
stal tile, according to building rules. Then 
you play one card in your turn, either a 
building card or a scoring card and place a 
building accordingly or score; in a scoring all 
players with the scored raw materials par-
ticipate. After the first stage you take back 
your building and choose in ascending order 
of points (the player with the fewest points 
starts) the deck you want to use in the se-
cond stage. After two stages the bird chips 
are scored and you win with most points.

Indigo
A placement and acquisition game for 
2-4 players, ages 8+, by Reiner Knizia at 
Ravensburger 2012, ca. 30 minutes

Baobab
A dexterity game for 2-4 players, ages 6+, by 
Josep Maria Allué at Piatnik 2012, 
ca. 20 minutes

Kalimambo
A placement game with a chance element for 
3-7 players, ages 8+, by Antonio Scrittore 
at Zoch 2011, ca. 25 minutes

Takenoko
A placement game for 2-4 players, ages 8+, 
by Antoine Bauza at Studio Bombyx / Editions 
du Matagot 2011, ca. 45 minutes

Würfel Bohnanza
A dice game for 2-5 players, ages 10+, by 
Uwe Rosenberg at Amigo Spiele 2012, ca. 45 
minutes

Captain Kidd
A memo game with colors for 2-6 players, 
ages 3+, by Angelika and Jürgen Lange at 
Beleduc 2012, ca. 10 minutes

AUSTRIAN GAMES AWARD 2012



VIENNESE 
GAMES 
ACADEMY

On June 25th 2012 the Viennese Games Acade-
my has announed the award winners for the 12th 
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. All our award 
winners are available from games stores. One is 
always to be found near you.  

The Games Committee chaired by Dipl.Ing.
Dagmar de Cassan comprises: 
Dr. Gerhard Bergauer, Prof. Samy Molcho, Dr.
Christoph Proksch, Gert Stöckl and Kurt Schellen-
bauer. More information on the game award can be 
found at: www.spiel-der-spiele.at

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

Die Gulli-Piratten 
A set collecting game for 2-5 players, ages 
10+, by Andreas Pelikan at Heidelberger 
Spieleverlag 2011, ca. 60 minutes

Pictomania 
A drawing game for 3-6 players, ages 9+,
by Vlaada Chvátil at Pegasus / Czech Games 
Edition 2011, ca. 45 minutes

Das letzte Bankett
A cooperative observation game for 6-25 
players, ages 10+, by Oliver and Britta Wolf, 
Michael Nietzer at Heidelberger / Gameheads 
2012, ca. 60 minutes

Mage Knight Das Brettspiel
A adventure and development game for 
1-4 players, ages 14+, by Vlaada Chvátil 
at Pegasus Spiele / WizKids 2012, ca. 120 
minutes

Monstertorte
A reaction and dexterity game for 2-4 players, 
ages 5+, by Stefanie Rohner and Christian 
Wolf at Haba 2012, ca. 10 minutes

Ubongo junior
A placement game for 2-4 players, ages 5+, 
by Grzegorz Rejchtman at Kosmos 2012,  
ca. 20 minutes

Africana
A movement and acquisition game for 2-4 
players, ages 8+, by Michael Schacht at 
Abacusspiele 2012, ca. 75 minutes

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: Yound adults and adults play on 
equal footing, all players are older than 12 years.

For Experts: Games with complex rules, a high 
accessability 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 taste and fun while playing decides 
what is a game for you.

SPIEL DER SPIELE and the SPIELE HITs
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Placement game for 2-4 players, ages 5+

Lilliputians want to imprison Gulliver. 30 Lilliputian pieces are 
marked at the bottom with numbers from 0 to 5 and or a rope. 
You draw four pieces for your board. In your turn you take a 
piece from stock and check it. If you want to keep it, you name 
its value and choose a piece from your board, name its value and 
swap it with the piece just taken from stock. If the piece shows 
a rope, you put it on the Gulliver board and then swap one of 
your family members for one of another player, both values 
are named. When the fourth piece is put on Gulliver, the game 
ends; all add the values of their Lilliputians and you win with the 
lowest total.
Version: multi * Rules: de fr hu pl * In-game text: no

Liliput
Designer: Reiner Knizia
Publisher: Piatnik

Logical placement game for 1 player, ages 7+

The basic idea of Logix is taken from Sudoku; but there is only a 
grid of 3x3 squares and you use three different shapes – moon, 
star and a heart. Each of those shapes is available in three colors, 
red, blue and yellow. On 70 objective or task cards some of 
those shapes are pre-positioned. You choose one of those cards, 
place the shapes already depicted there and must then place 
the remaining shapes into the grid so that at the end in each 
row and each column each shape and each color is only present 
once. In the more difficult levels restricting conditions are added 
in relation to rows or columns.
Version: multi * Rules: de en * In-game text: no

Logix
Designer: Linda Wächter
Publisher: IQ-Spiele

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

You hold eleven people and try in each round to send one of 
them to the loo; if you fail, he must retreat flee into the woods 
with his roll of toilet paper! At the start one card sits next to each 
toilet; all place a card and then turn it up; first the lowest card 
is placed, then the highest; all others change to toilet paper! If 
you place the 5th card in a row, you clean the toilet, discard the 
4 previous cards and are awarded a cleaning card; each cleaning 
card neutralizes a roll of toilet paper. After eleven rounds you 
score negative for all toilet paper rolls; after three such turns you 
win with the lowest score.
Version: de * Rules: de * In-game text: no

Lokus
Designer: Reinhard Staupe
Publisher: Nürnberger Spielkarten

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

Looping Louie in his Flying Machine careers in low-level-flight 
over the hen-coops! He is on the hunt for chicken chips that 
he wants to snatch 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

Looping Louie

Publisher: Hasbro

Card game for 9-25 players, ages 8+

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 hu-
mans 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

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

Party deduction game for 4-8 players, ages 8+

Lupusburg - another chapter in the history of Tabula! The little 
village of Tabula has become a rich town, but still the werewol-
ves 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

Lupusburg
Designer: Domenico Di Giorgio
Publisher: dV Giochi

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

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 acquired 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

Macao
Designer: Stefan Feld
Publisher: Ravensburger / alea

Version of Catan for 2-4 players, ages 6+

In the guise of one of the animal heroes from Madagascar you 
want to be first to set up your tents for Traveling Circus. You start 
with two tents, two paths, one sand and one wood. You roll the 
die and take “This and That”, that is, resources according to tents 
already built. You use resources for building tents and paths 
or for penguin cards. If you roll a “six”, you relocate the animal 
tamer and take two resources from her new position. Once in 
the game you can trade a resource from your hand with one of 
the five that are displayed in the market. Penguin cards yield 
resources, free builds or relocate the animal tamer.
Version: de * Rules: de * In-game text: no

Madagascar Catan Junior
Designer: Klaus Teuber
Publisher: Kosmos

Adventure and development game for 1-4 players, ages 14+

As a Mage knight you use your mover, several tokens and a 
Deed deck with 16 actions cards. Each round is either a day or 
a night; a scenario normally starts with a Day. In you turn you 
play cards from hand for actions; if you are out of cards, you can 
announce „end of round“. During the game you improve abilities 
by artifacts, spells and other advanced actions, all by action 
cards, which will remain in your deck for subsequent scenarios. 
At locations you can recruit local units and you win fame for 
some deeds, especially from fighting enemies. When you reach 
certain levels of fame you can again learn new skills.
Version: en * Rules: en * In-game text: yes

Mage Knight Das Brettspiel
Designer: Vlaada Chvátil
Publisher: Pegasus Spiele
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Construction game for 3-9 players, ages 10+

The building cards show constructions you must reproduce. 
You play in two teams; the active team is given the building 
blocks, one member builds, the others describe to him what he 
should build. The other team controls the correct build and the 
timer. The location of your team marker determines the building 
mode: Build according to description or to a description without 
use of taboo words, build blindfold or build a term according to 
a card, e.g. ball pen! You score for cards correctly resolved within 
the time limit. The team that rounds the track first, wins. Variants 
for three and for up to nine players.
Version: de * Rules: de * In-game text: yes

Make ‘n’ Break Party
Designers: A. Steinwender, W. Lepuschitz
Publisher: Ravensburger

Deduction game for 2-5 players, ages 8+

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 “question”. 
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

Mastermind

Publisher: Hasbro

Mind game for 1-4 players, ages 7+

In the first game of the series „Smart & Fun“ in the range of The 
Game Master you alternate to place a tile in any orientation. 
Each tile consists of four colored squares; each of these squares 
is marked with dice pips, according to color: One on red, two on 
yellow, three on green, four on blue, five on purple and a star on 
black for a joker. You place a tile and score all color regions that 
you enlarge with this tile. In the advanced version you multiply 
the pips with the number of colors you extend. When all tiles are 
placed you win with most points. Includes Solo variant.
Version: multi * Rules: de en fr nl * In-game text: no

Match Point
Designer: Hans van Tol
Publisher: The Game Master

Mathematical game for 1 player, ages 8+

Mathematics as a game on calculations. First of all, you roll two 
12-sided dice and multiply the results. This new result is also 
the result which you should arrive at by using mathematical 
operations. You roll three six-sided dice which provide the 
numbers which you must use together with mathematical 
operations to achieve or approximate the result as closely as you 
can. Operations which you can use are addition, subtractions, 
multiplication, division, roots and powers. You need not use all 
of the numbers, but cannot use a number twice.
Version: de * Rules: de en * In-game text: no

Mathe Würfel
Designer: Sam Ritchie
Publisher: Thinkfun

Mathematical game for 2 or more players, ages 6+

Mathematics as a game. Your goal is to be first to cross the 
finish line on the board. To do so, you must solve addition and 
subtraction problems. The 12-sided die provides the number 
you use for a result. Then you roll five six-sided dice; their results 
are the numbers you should use in addition or subtraction to 
achieve the result. Each of you calculates in his head; you need 
not use all five dice, but cannot use a number twice. If you are 
done, you call “math dice” and demonstrate your solution. When 
dice are left over, the others have a second try. Then all who hold 
a die move one step on the board.
Version: de * Rules: de en * In-game text: no

Mathe Würfel jr.
Designer: Sam Ritchie
Publisher: Thinkfun

Game of reaction for 2-6 players, ages 6+

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

Mausgeflippt
Designer: Chislaine van den Bulk
Publisher: Zoch

Memo game with dice for 2-4 players, ages 5+

Goats are planting valuable color roots and mice steal and eat 
those roots. One player, as the mouse, tries to eat the roots and 
protect at least one mouse; the others play goats and try to save 
roots and catch three mice. The mouse player acts below ground 
and starts by hanging colored mice and roots underneath the 
tufts. Then the goat players roll the die and can catch a mouse 
or harvest a root in the color rolled, or in any color for the clover 
leaf, by pulling a tuft out of the ground. Wrong colors are put 
back. When the mouse is rolled the mouse player eats a root, 
that is, pulls a root of his choice from its tuft.
Version: de * Rules: de * In-game text: no

Mausgetrixt
Designer: Karin Hetling
Publisher: Ravensburger

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

Aim of the game are monochromatic Mayan pyramids. You 
switch one level of adjacent towers including all levels on top, 
move the monolith between those towers and adjust the raven 
to the level you switched. The monolith blocks adjacent towers 
and the raven all levels at the height of its wings. Two or more 
levels of the same color cannot be separated. When you create 
several levels of the same color, you place your ladder at that 
tower. If you create a monochromatic tower you set your priest 
on top of it. For majorities of ladders at a tower and priests on to-
wers you score one point each. Special rules for 3 and 4 players.
Version: multi * Rules: de en ru * In-game text: no

Maya
Designers: Andrea Mainini, Alberto Branciari
Publisher: Sirius

Abstract position game for 2 players, ages 6/8+

As a CEO of an Oil Company you buy installations for pumping, 
refining and selling oil and petrol - oil rigs, oil wells, refineries 
and gas stations - in Round 1, using 200 M$ starting capital. 
From Round 2 you buy and sell gas and crude oil in the market 
phase. In the dice phase you roll for row and column of the 
board and use the installations there; your left and right neigh-
bor can use one of the dice results. Then you can buy additional 
installations from the bank or sell productive plants. When you 
own 750 M$ cash you win, if you are not surpassed in the now 
following final round of the game.
Version: multi * Rules: de en * In-game text: no

McMulti
Designer: Frank Stark
Publisher: Pegasus Spiele
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Auction game for 3-6 players, ages 10+

Florence, the trading center of the Renaissance - you need to 
buy commodities cheaply: Each round three cards are turned 
up and auctioned as a packet; you can pass if you want. Storage 
capacity on your ship is limited to five commodity cards. The 
last player, whose ship is not full yet, receives goods that might 
still be available for free, but he must take what is left. When 
all ships are full or the stack of goods cards is empty, you score 
for majorities in commodities and for the most valuable cargo. 
Points for those commodity monopoles are essential! After three 
such rounds you win with the highest total of points.
Version: multi * Rules: de en * In-game text: no

Medici
Designer: Reiner Knizia
Publisher: Rio Grande Games

Counting game for 1-3 players, ages 2½+

Duck Emil has invited ducklings for a swim, but till the pool 
is complete Emil must search for the ducklings that ran off to 
discover the surroundings. The game master lays out three to 
five number tiles. You place Emil next to a tile, roll the die and 
solve the task thus determined: Complete a rhyme and count 
the ducklings on the tile together with the game master; or 
choose a movement that is done for each duckling you count, 
again together with the game master; or count on your own the 
number of chips for the tile, handed to you by the game master; 
if you manage this correctly, you can add a piece to the pool! 
Series: ministeps
Version: de * Rules: de * In-game text: no

Mein Entchen-Zählspiel
Designers: Thomas Daum, Violetta Leitner
Publisher: Ravensburger

Puzzle and agility game for 1-4 players ages 1½+

This game offers first means to support motor skills, observation 
and concentration. Four two-part books show four images with 
a baby animal, one image of the baby with its mother and one 
picture with a removable baby. 16 lotto tiles repeat the small 
images from the books. At the start you talk about the images, 
take the baby animal out of the book and put it back later into 
the picture. For an action game you lay out four tiles per player 
face-down; in turn a card is revealed all players imitate the 
movement on the card. Using the books for boards and the 
lotto cards, you can play a standard lotto. Series “spielend Erstes 
lernen”.
Version: de * Rules: de * In-game text: no

Mein Tier zu mir

Publisher: Ravensburger

Fishing game for 1-4 players, ages 2+

Fishing games are among the first rules-governed games for 
toddlers; in this version fishing is combined with a die and 
placing of parts into slots. The sea creatures are placed face-up 
into the sea, that is, the box bottom. Each player is given a board 
and the loose toys going with it. You roll the die: For a color you 
try to catch the creature of the same color. If you manage it, you 
may place the toy of this color into your board. If your roll the 
glitter fish and catch it, you can place any toy into your board. 
Creatures you fished out are then put back. If you are first to fill 
your board, you win.
Version: multi * Rules: de en es fr it nl * In-game text: no

Meine ersten Spiele Fische angeln
Designer: Kristin Mückel
Publisher: Haba

Placement game for 1-3 players, ages 1½+

Colors and shapes are important topics for toddlers and of 
special interest to them; they need to be recognized and under-
stood and - in a next step of learning - allocated. Familiar animals 
like cat, bunny and monkey assist them. At the start you simply 
sort the colors into the corresponding area of the box and name 
them; then you pick out all shapes of one color and fit them 
into the corresponding gaps on the color board. As a next step 
you can sort the pieces by shape and color into the mixed-color 
boards and finally play a Shape Lotto or Shape Race using the 
shape die. Series “spielend Erstes lernen”.
Version: de * Rules: de * In-game text: no

Meine Farben und Formen

Publisher: Ravensburger

Set collecting game with cards for 2-4 players, ages 8+

You are a member in the „Hunters‘ and Gatherers‘ Club“ and 
compete for unusual exhibits. 4 exhibit cards and 3x3 acquisition 
fund cards are on display. Category cards are laid out between 
players, each player is given a villa. In a turn you take one row 
of means of acquisition from the grid and can then use funds 
to acquire exhibits or, once in the game, to upgrade your villa. 
If you place the 3rd exhibit next to your villa, a round ends. 
After three rounds two players compare their exhibit cards to 
the category card between them - whoever has more exhibits 
in that category gets the card; then you win with most victory 
points on your cards.
Version: de * Rules: de * In-game text: no

Meins!
Designers: Andreas Pelikan, Alexander Pfister
Publisher: Amigo Spiele

Historical simulation WWII for 2-8 players, ages 8+

Historical simulation based on the game system Commands 
& Colors, commemorating the 60th Anniversary of the D-Day 
Landing and the Liberation of France. Aim of the game is to earn 
a number of victory medals in relation to the scenario; each unit 
permanently removed from the board earns a medal. A move 
consists of playing a command card, issuing commands, moves 
and combat. Combats are divided in checking range, checking 
influence of terrain and resolve combat. The move ends with 
drawing of a command card from the draw pile. Lots of expansi-
ons and additions with new scenarios are available.
Version: en * Rules: en es fr * In-game text: yes

Memoir ’44
Designers: R. Borg, P. Kurdivial, R. Grider
Publisher: Days of Wonder

Dice game Roll & Play Nr. 5 for 2-4 players, ages 6+

You want to take your pawns from start to finish as fast as 
possible and kick out as many other pawns as possible on the 
way. Spot A in your color is your starting zone, spots marked a, 
b, c and d in your color are your finish area. You roll all four dice 
and make up sets of two dice. You must move at least one pawn 
and must form sets accordingly, if possible; you can leave one 
set unused. You can use a set for one pawn or for two pawns; 
with a set of value 6 you can enter a new pawn. If you cannot 
enter a free finish spot with an exact number, the pawn must 
take another round. If you are first to have all pawns in the finish 
area, you win.
Version: de * Rules: de * In-game text: no

Mensch ärgere Dich nicht mal anders
Designer: Steffen Benndorf
Publisher: Schmidt Spiele

Spotting and memo game for 2-4 players, ages 5+

The elves want to find all parts of the magical Trumptus to fend 
off Panthea and her Munculus warriors. All tiles are randomly 
stuck into the board. You roll the die - for a number you pull as 
many tiles and place them in front of your elves board. Then you 
can roll and pull again or stop. If you stop, you keep Trumptus 
parts of your color, all other Trumptus parts go back. If you pull 
Munculus you lose all parts not on the board and Munculus is 
placed on his board. If you roll Munculus you hand all pulled-out 
Trumptus tiles to their owners. If you have found all 8 Trumptus 
parts, you win. If Munculus is completed first, all lose together.
Version: multi * Rules: de fr it * In-game text: no

Mia and me Der Magische Trumptus
Designers: Inka und Markus Brand
Publisher: Schmidt Spiele
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Dexterity game for 2-4 players, ages 6+

Four kinds of Micro Monsters go into battle to protect their 
portal. You win if you can keep your portal open. You roll the die 
for the kind of monster to use and then snap one your discs of 
that type or activate the special abilities of your race. Then you 
resolve the results of the move. If your chip tops a monster and it 
is not one of yours, it is taken out of the game; one of yours stays 
where it is. If your chip ends on another portal, you take it back 
end remove an opposing energy marker. When none is left, your 
turn the portal to “damaged”. A damaged portal is broken with a 
second hit and its owner is out of the game.
Version: multi * Rules: cn cz de en es fr it pl pt * In-game text: no

Micro Monsters
Designer: Francesco Mattioli
Publisher: Ares Games

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

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

Mieses Karma
Designer: Matthias Cramer
Publisher: Kosmos

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

As a builder you build roads, houses and market places with 
building materials, money and grain while optimizing the cycle 
of acquiring goods, trade and colonization. In a round you twice 
move your marker on your board and, in relation to the spot 
reached, acquire goods or can do an action. Squares are Worker 
Spaces for goods, Trading House for hiring workers or trading, 
Board of Works for constructing road segments, houses or mar-
ketplaces, Mill for flour delivery and Castle for reducing goods 
and workers. You score for actions and, finally, for majorities in 
worker categories and win with the highest score.
Version: multi * Rules: de en * In-game text: no

Milestones
Designers: Stefan Dorra, Ralf zur Linde
Publisher: Eggertspiele / Pegasus Spiele

Pattern spotting game for 2-4 players, ages 6+

A cardboard box with mirror is used for a camera. You place an 
image card into it and a butterfly becomes visible. If you turn 
the card by 90°, another butterfly appears. All now search for 
the butterfly visible in the camera by turning up one card in the 
display; if you turn up a wrong one, it remains visible. If you find 
the correct butterfly, you get the card and the camera goes to 
the next player. When all image cards have been played one, 
you must not make a butterfly visible which has already been 
found. When all butterflies have been found, you win with most 
of them.
Version: de * Rules: de en fr it* In-game text: no

Mimikry
Designer: Brigitte Pokirnik
Publisher: Zoch

Card shedding and reaction game for 3-6 players, ages 7+

Four dice show one symbol each of ship, sheep, fish and frog 
and two empty sides. 40 cards show those symbols in different 
numbers and combinations. You lay out 6 cards open-faced, the 
rest is stacked open-faced. You roll the dice and all try to discard 
a card to the stack; a correct card shows all symbols of the dice 
result, regardless of what else is on the cards. You place the card 
and name the result of the dice roll loudly and correctly; each 
symbol separately, in any order. If you stop, stutter or make a 
mistake, you keep your card and draw another one from the pile. 
When you are first to discard all your cards you win.
Version: multi * Rules: de fr hu * In-game text: no

MixFix
Designers: Andrew & Jack Lawson
Publisher: Piatnik

Placement and stacking game for 2 players, ages 10+

You start Mixtour on an empty board of 5x5 squares and with 
20 pieces of your color. In your turn you can either enter a new 
piece on the board or move a tower. A new piece is placed on 
any free spot, it is now a tower. If you move a tower the move 
must always end on another tower; the moved tower is stacked 
on top of the target tower; towers can be of any height. A tower 
moves straight ahead orthogonally or diagonally over empty 
spots; the height of the target tower determines the steps a 
tower must take to reach the target tower. If you achieve a tower 
of five or more pieces you win with your color on top.
Version: de * Rules: de * In-game text: no

Mixtour
Designer: Dieter Stein
Publisher: Gerhards Spiel und Design

Placement game for 2 players, ages 8+

Two Maori tribes lay claim to holy ground and decide the issue 
by a confrontation at the beach near the rocks. The starting 
player places the neutral Moeraki marble, then both players 
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. In the master version Warrior pieces are introduced.
Version: de * Rules: de * In-game text: no

Moeraki-Kemu
Designer: Stefan Kiehl
Publisher: Kiehly

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

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

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

Dexterity game for 1 or more players, ages 7+

A real summer hit and 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

Mölkky

Publisher: Piatnik



50

2013

Communication
Interaction

Dexterity
Action

GABIS explanation on page 3Color codes for target groups (Headline Color)
For children + learning
For families

With friends 
For experts

Color codes for features (Bar in Evaluation box)
Chance
Tactics

Strategy
Creativity

Knowledge
Memory

Spotting and placement game for 1-4 players, ages 8+

A game comprises three rounds of 7 minutes each. The land-
scape tiles are heaped in the middle, and all search simulta-
neously for correct tiles adhering to exact rules. The first tile is 
placed anywhere on your board, the next ones edge to edge to 
one already placed. You may place tiles with not-corresponding 
edges, but constitutes a mistake. If you stop placing tiles, you 
get the top bonus chip. When the timer stops, you score features 
on tiles, finished landscapes without a mistake and bonus chips. 
Mondo Sapiens introduces streets and workers, villages in the 
advanced version and buildings in the expert version.
Version: de * Rules: de nl * In-game text: no

Mondo Sapiens
Designer: Michael Schacht
Publisher: Pegasus Spiele

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

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

Monkey Business
Designer: Reiner Knizia
Publisher: Piatnik

Property game with dice for 2-6 players, ages 8+

This is the standard edition of this classic game, more exactly, 
the Austrian Standard edition featuring Austrian cities, roads and 
special places. Monopoly is the ancestor of all games featuring 
property, money, rent, interest 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.
Version: de * Rules: de en and others * In-game text: yes

Monopoly

Publisher: Hasbro

Property game with dice for 2-6 players, ages 8+

Monopoly digital! In this new 2012 edition the popular game on 
real estate comes with special Austria-related features and play-
ers 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. In this new edition you buy again houses or 
hotels, and can be fined for talking on the phone while driving. 
Yet all is at it was, the last player left in the game wins!
Version: de * Rules: de en and others * In-game text: yes

Monopoly Banking

Publisher: Hasbro

Monopoly with a license topic for 2-4 players, ages 8+

Monopoly Cars 2 presents characters and features from the uni-
verse of the racing cars in the Disney film, including Lightning 
McQueen. This special feature edition 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 Cars 2

Publisher: Hasbro

Set collecting game for 2-5 players, ages 8+

In this card game with a monopoly topic the aim of the game 
is to collect three complete sets of property cards in different 
colors. 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

Monopoly Deal Kartenspiel

Publisher: Hasbro

Property game with dice for 2-4 players, ages 5+

The Junior edition of the classic game has been given a new 
topic: You “collect“ parties and receive gifts in the guise of money 
from other players, when they visit your party. You roll the die 
and move your Muffin marker accordingly; on the spot you 
reach you buy the party and mark it as yours or you present the 
owner of the party with the amount named on the party spot. 
Events are resolved; on the Gift Box spot you take all the money 
from the gift box. Experienced players can try to collect party 
pairs of the same color or they can sell parties or trade them. The 
first bankruptcy terminates the game, the richest player wins.
Version: de * Rules: de en * In-game text: no

Monopoly Junior

Publisher: Hasbro

Roll & Move with economy topic for 2-4 players, ages 8+

A new edition of Monopoly with a new condition for winning: 
to be the first to own one Million cash! The board fits the topic: 
cities are marked in jewel colors and building lots have names 
like Diamond Hill or Surfer’s Bay or Glitter Bleach! At the start 
of the game the lots are filled with Fortune cards which you 
turn over and implement, when you finish your turn on a lot; 
Millionaire Lifestyle cards and Chance cards replace the usual 
Event and Chance cards. Basic monopoly rules apply, upgrading 
of movers is a new feature; the income on Go and the result of 
some Fortune cards relate to the status of your mover.
Version: de * Rules: de en * In-game text: yes

Monopoly Millionär

Publisher: Hasbro/Parker

Economics game with a license topic for 2-6 players, ages 8+

Another edition of Monopoly with a license topic - including tin 
figurines of characters and adapted board. Houses and hotels 
have changed into settlements and cities on planets, train sta-
tions and power stations in other editions have been turned into 
space stations and space ships. Chance and Community Cards 
are now Jedi and Sith cards and the lots are regions on planets. 
Rules are those of the standard Monopoly, including rules for a 
short game and suggestions for a game with time limits, supple-
mented by special rules for rolling a Six, they are different for the 
Dark Side and defenders of the Republic.
Version: de * Rules: de en and other languages * In-game text: yes

Monopoly Star Wars The Clone Wars

Publisher: Hasbro
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Property game with dice for 2-6 players, ages 8+

The choice of the entire world! Monopoly in a worldwide 
edition! The rules have stayed the same, the electronic bank card 
reader has been redesigned and the components have been ad-
apted 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

Monopoly World

Publisher: Hasbro

Economics game with app for 2-4 players, ages 8+

Monopoly in the 21st Century! The classic board game on land 
parcels, money and real estate has been combined with an App. 
You play Monopoly as you know it: You roll the dice, move, buy 
lots, build houses and hotels and gain income from rents. If you 
pass Start, you get money and with luck in dice rolls you are 
quickly out of Jail. If you are bankrupt, you are out of the game, 
if you are last in play, you win! The App is downloaded and the 
device placed on the board. The App works as a bank with the 
Touch cards, enables you to act even when you are jail, offers 
mini games for the Chance or Community spaces and adminis-
trates the whole game.
Version: de * Rules: de en * In-game text: yes

Monopoly Zapped Edition

Publisher: Hasbro

Dexterity game for 2-4 players, ages 6+

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

Monster-Falle
Designer: Inka and Markus Brand
Publisher: Kosmos

Placement game for 2-5 players, ages 5+

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 con-
nect 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

Monstermania
Designers: Brad Ross, Jim Winslow
Publisher: Piatnik

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

Trim, trim, trim your cake - this is the motto of this quick reaction 
game; all sugar marbles are poured into the bowl provided 
by the box bottom. Each child is given a spoon and a cake tin 
and and you turn up the top cake card from the stack. Now all 
players try at the same time to fish the colored marbles out of 
the bowl that are pictured on the cake. All players can use only 
one hand, the other hand is put behind one’s back and if you 
take a wrong color you must put back all marbles in your tin. The 
fastest player to collect all necessary marbles gets the card. If you 
collect five cards, you win the game.
Version: multi * Rules: de en es fr it nl * In-game text: no

Monstertorte
Designers: Stefanie Rohner, Christian Wolf
Publisher: Haba

Listening game for 2-6 players, ages 10+

A 3D detection game with a new concept! Game pieces 
representing 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

Mord im Arosa
Designer: Alessandro Zucchini
Publisher: Zoch

Deck building game for 2-4 players, ages 13+

Deck building game featuring Manga art. You are a Lord of the 
Manor employing maids. Maid cards and Love cards are in your 
hand and you play them during the game, they shoe cost, ef-
fects and other information. Preparation cards only yield victory 
points, they are a score marker and you only acquire them by 
playing maids with enough effects. Head maids are unique and 
never rank among the personnel; you choose one and per round 
and it tells you what you can do. Topic of this expansion is a big 
garden party; maids of all houses look after food, decoration and 
cleaning up.
Version: en * Rules: en jp * In-game text: yes

Motto Tanto Cuore
Designer: Masayuki Kudo
Publisher: Arclight

Action game for 2-6 players, ages 5+

Little lady birds want to crawl up the flower stems to the flower 
itself. Players assist with crawl and flight exercises and lay out 
a flower made up from mastered exercise cards. At the start of 
the game you decide on a number of stems for the flowers. You 
draw a card - first stems and then a flower card - and execute the 
exercise: You must stack lady birds, snip them or balance them 
on parts of your body, throw and catch them or move with lady 
birds sitting on parts of your body etc. For some of the exercises 
you have more than one try. If you succeed, you add the card to 
your flower. If you are first to complete your flower, you win.
Version: multi * Rules: cn de en es fr it nl * In-game text: no

Move & Twist
Designers: Kerstin Wallner, Klaus Miltenberger
Publisher: Beleduc

Adventure game for 2-4 players, ages 7+

In a rather gruesome but fantastically equipped castle you must 
chase the ghost back to his coffin. The path leads through the 
hall, the dungeon and the cemetery, You must avoid the axe, 
take care not to be hit by the rolling skull or be caught by the 
branches of the Living Tree. You roll the die and move that many 
footprints forward. Then you turn the spinner and resolve the 
action: Put corpse mask on and pass a round, take mask off, 
roll again, throw skull into coffin - if you are hit by part of the 
building you must go back for part of the way. If you are first to 
reach the stairs, you win.
Version: de * Rules: de nl * In-game text: no

Mr. Creepys Geisterschloss

Publisher: Goliath
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Mind game with labyrinth for 2-6 players, ages 8+

A location is chosen and you look for the shortest way there, 
use up to three meeples, mark the meeples used and the total 
amount of steps on your player board and take the correspon-
ding movement marker. You can only use 10 steps per meeple 
and no more than 24 steps in total. One step is straight forward 
to an obstacle, turning left or right starts the next step. Super 
powers allow exceptions from this rule. All then demonstrate 
their path in order of the number of steps calculated. If you 
manage the shortest path, you take this meeple off the board; it 
is now a team member and no longer available. You win with six 
meeples in your team.
Version: de * Rules: de en * In-game text: no

Mutant Meeples
Designer: Ted Alspach
Publisher: Pegasus Spiele

Spotting game with dice for 2-4 players, ages 4+

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 co-
ver 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: no

My beautiful Pony
Designer: Reiner Knizia
Publisher: Piatnik

Worker Placement game for 2-4 players, ages 10+

Ant colonies fight for dominance, you as the Queen send 
soldiers and drones to reconnoiter the realm, to replenish stores, 
hunt for insects and conquer areas with pheromones. Spring, 
Summer and Autumn comprise: Event according to track, 
larvae, workers with finding prey, place pheromones, remove 
empty pheromones and place special tiles; harvest, studio for 
nurses and end of round. In winter you must discard food or 
lose points; soldiers protect food. Missing food costs you three 
victory points. You score victory points for prey, pheromones, 
nurse actions or harvest. After three years you win with most 
victory points.
Version: de * Rules: de en fr * In-game text: no

Myrmes
Designer: Yoann Levet
Publisher: Ystari / Asmodee

Battle simulation for 2 or 4 players, ages 14+

Battles straight out of ancient Greek myths, players are generals 
in those battles. In your turn you activate your units and use 
their abilities and talents to eliminate opposing units. A general’s 
turn comprises: Draw cards from deck, display them if they are 
art of war cards and take them in hand if they are maneuver 
cards; activate units. Maneuver cards activate units, initiate 
counter strikes and can be swapped for power points. Art of 
War cards provide special actions. Activated units can move and 
attack. When a general has only three units left, he is defeated.
Version: en * Rules: en fr * In-game text: yes

Mythic Battles
Designer: Benoît Vogt
Publisher: play & Win / iello

Memo game on shadows for 2-4 players, ages 4+

The inmates of the Fairy Wood hold a festival in the dark; players 
should recognize them by their shadows. Each player puts a ma-
gic creature at the start; the game is played using 8-10 out of 13 
shadows and the corresponding cards. One player is the dancer, 
he chooses 7 shadows for the slits at the fire; all others close their 
eyes. On a signal all try to find out the missing shadows, while 
the fire turns once. Then all choose a card showing a missing 
shadow or pass. If you chose correctly, you move your creature; 
the dancer moves his creature for each wrong or unrecognized 
shadow. If your creature reaches the finish first, you win.
Version: multi * Rules: de en es fr it nl * In-game text: no

Nacht der magischen Schatten
Designer: Kai Haferkamp
Publisher: Haba

Game of moves and acquisition for 3-5 players, ages 8+

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 accor-
dingly 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

Niagara
Designer: Thomas Liesching
Publisher: Zoch

Dice and card game for 2-4 players, ages 10+

Aim of the game is to collect as many cards as possible by rolling 
dice und using dice combinations. The cards collected have 
different values at the end of the game depending on possible 
combinations. Death cancels points, valuable lemmings 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 asi-
de. 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

Nichtlustig
Designer: Michael Rieneck
Publisher: Kosmos

Roll & Move game for 3-6 players, ages 8+

Mafia lemmings commit collective suicide in the community 
of a Mafia family. Whoever jumps over the cliffs first, wins the 
deadly race. You try to cleverly use dice roll results to influence 
the race. But there is no proper race without bets! So you place 
bets when you meet the bookmaker! Early bets on the favorite 
earn you lots of points. Disagreeable opponents are taken care 
of by being given concrete shoes, which can be removed with a 
hammer drill, should you happen to have one handy. With the 
third concrete shoe a lemmings sinks irrevocably. Let’s hope that 
it was not your own favorite!
Version: de * Rules: de en fr nl ru * In-game text: no

Nichtlustig Lemming-Mafia
Designer: Michael Rieneck
Publisher: Kosmos

Chess variant for 2 players, ages 8+

Ninja Chess is a miniature Chess version originating from Japan. 
You play it on a 6 x 6 board and the starting positions for all the 
pieces are printed on the board. The King is called Tonosama, 
the Queen Okugata, the pawn Ashigaro, the Tower Samurai and 
the Knight is called Ninja. When Ashigaro reaches the opposing 
base line he turns into either Queen or Tower, even if both those 
pieces are still present on the board, you can use the piece as an 
addition. The en-passant-rule, too, is valid in this version and you 
win with defeating the opposing King.
Version: en * Rules: en jp * In-game text: no

Ninja Chess
Designer: Yoshihisa Itsubaki
Publisher: Saikikaku / Japon Brand
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Card placement game for 2-5 players, ages 7+

The Arch must be loaded in three rounds of the game. There 
are eight boats and 47 animals; you must consider weight and 
sex of animals. You play an animal to a boat holding Noah and 
then move Noah according to the card played. In a boat there 
can be only males or females or only pairs. When you cannot 
play a correct card you take all animals in Noah’s boat and then 
play a card. When a boat is full, it leaves for the Arch; a new one 
is placed and all hand their cards to the left. When you are out 
of animals or there are no boats left, you score negative for your 
remaining animals. After three rounds you win with the lowest 
score.
Version: de * Rules: cz de fr * In-game text: no

Noah
Designers: Bruno Cathala, Ludovic Maublanc
Publisher: Bombyx

Development game for 3-5 players, ages 12+

The fight for succeeding of Elisabeth I. has begun. In your turn 
you have one action and can play one scandal card and swap 
tiles. Actions are: Enlarge your dwelling - build real estate - bribe 
Royal family - demand tax - add to your estate - make a donation 
to the church - leisure. When you hold the Queen at the end 
of the turn you receive a victory point and advance the turn 
marker. Once in a decade you score buildings, hand back your 
title at the Costume Ball, calculate prestige, discard all prestige 
and receive a new title according to prestige and victory points 
for the new title. After three decades you win with most points.
Version: de * Rules: de * In-game text: no

Noblemen
Designer: Dwight Sullivan
Publisher: Pegasus Spiele

Position game for 2-5 players, ages 10+

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

Notre Dame
Designer: Stefan Feld
Publisher: Ravensburger / alea

Card placement game for 2-6 players, ages 8+

The game features 90 cards with numbers from 1 to 15, in three 
colors and each number only in one color. You play one of your 
three cards into your own or another player’s display and draw a 
card. You can enlarge your display or cover a card with another 
card of the same color. Two cards or stacks showing the same 
number in a display are combined. With six cards or stacks in 
your display or when the draw pile and card hands are empty, 
you add the values of the top cards in your display, but only 
if you have all three colors in your display. When you top 150 
points, the game ends and you win with the highest score.
Version: multi * Rules: de en fr nl * In-game text: no

Nox
Designer: Steffen Brückner
Publisher: Huch! & friends

Cooperative dice game for 2-8 players, ages 3+

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

Obstgarten
Designer: Anneliese Farkaschovsky
Publisher: Haba

Card game with Alien topic for 3-5 players, ages 12+

We must fend off an Alien Invasion together. So we must enlarge 
the space station and collect weapons for the final battle against 
the Spawn Monster. In your turn you have up to two actions - 
draw a card and and and hand cards to other players. Then you 
can deploy cards to enlarge the station and play weapon cards 
to remove Aliens from the station. When you draw a new Alien 
you can zap it with a weapon card of the same color. Station im-
provements yield additional actions and black weapons can be 
used against any kind of Alien. For the fight against the Spawn 
Monster there are special rules, as it ends the game.
Version: en * Rules: de en fr nl * In-game text: no

Oh no … Invasion!!!
Designer: Joost Das
Publisher: Fable Smith

Deduction game for 5-15 players, ages 12+

Oh, Sultan offers a version of the werewolf games: Sultan 
confronts assassins. The Sultan and his guards must eliminate all 
assassins and there can be no more than two slaves in the game, 
or the Sultan must survive one round after his cover is blown. As-
sassins and slaves must eliminate the Sultan or have three slaves 
with blown cover next to the Sultan. You use one more character 
than there are players, always one Sultan and a minimum of 
three slaves, plus none to four neutral characters. In the winning 
team each blown cover scores one point, each kept cover two 
points; after five rounds you win with most points.
Version: de * Rules: de en * In-game text: yes

Oh, Sultan
Designer: Alex Weldon
Publisher: Heidelberger Spieleverlag

Development game for 3-5 players, ages 12+

In one of the city states rivaling for glory, progress and power 
you look after population growth, culture development, war 
and erecting buildings and temples, because only with favors 
of the gods you become the ruling power on Peloponnesus. 
In the Worship phase you place priests and hold ceremonies 
for favor, always begun by the starting player. In the Upkeep 
phase 6 steps are executed: Resources and population limit, use 
buildings, collect tribute and priests and change starting player 
or end game when four Glory Bonuses have been collected. 
Then you score Victory points for the locations of your progress 
markers.
Version: de * Rules: de en it * In-game text: yes

Olympus
Designers: Andrea Chiarvesio, Luca Iennaco
Publisher: Heidelberger Spieleverlag

Site location game for 2-5 players, ages 10+

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 selecting 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

Österreich Finden Sie Winden?
Designers: Günter Burkhardt, Walter Schranz
Publisher: Kosmos
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Placement game for 2 players, ages 7+

Othello is one of the classic games in the range of abstract 
games for two players. 64 double-faced pieces are black on one 
side and white on the other. Each player is assigned one color 
and, in turn, you place one piece of your color on the board. This 
piece must be placed always adjacent to an opponent’s piece 
and in a way that you enclose one or more opposing pieces bet-
ween the newly placed piece and another piece of your color; 
the enclosed pieces are then turned over to your color. If you 
cannot place a piece in that way, you must pass your turn. When 
nobody can place a piece, you win if you have more pieces of 
your color on the board.
Version: multi * Rules: cz de hu sk * In-game text: no

Othello

Publisher: Piatnik

Memory and spotting game for 2-4 players, ages 3+

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

Otti Panzerotti
Designer: Virginia Charves
Publisher: Piatnik

Cooperative card game for 4-6 players, ages 10+

In the Year 2220 - a rescue team must destroy the Nest of an ext-
raterrestrial Parasite swarm, but one member of the team draws 
the host card, becomes infected and tries to sabotage the team. 
The other players must reach the Nest with a living soldier, not 
an Android and fire the flame thrower with three petrol cards. In 
turn you have a move, followed by another move of the staring 
player and a Parasite phase. Then you switch starting player. You 
can split your action points between your Character and your 
android. The Parasite phase comprises closing of safety doors, 
move parasites and attack characters.
Version: de * Rules: de en fr nl * In-game text: no

Panic Station
Designer: David Ausloos
Publisher: Pegasus Spiele

Party game for 2 or more players, ages 10+

Players sort themselves into teams and draw a peanuts card for 
each team, this card shows the combination you must collect. 
You roll the die and are given a task by the opposing team 
according to the color rolled. If you successfully master the task 
you receive a peanut of this color. There are cards imposing a 
time limit, you must activate the timer. Surprise cards can intro-
duce surprising events. Tasks come in Blue for Quiz & Co, Yellow 
for Psycho & Co, Red for Show & Co, Green for Art & Co. White 
means free choice and Black means that the next team chooses 
a task for the active team.
Version: de * Rules: de en nl * In-game text: yes

Party & Co

Publisher: Jumbo

Party game for 2 or more players, ages 8-14

Sarah will take to Europe that friend who collects four acces-
sories for her, grabs her passport and reaches the airport first. 
Each player or team chooses a task card showing the accessories 
you should collect. You roll the die and move your marker; 
depending on the spot reached you must solve a task according 
to topic - green for Looks, pink for Fashion, yellow for Mixed and 
purple for Leisure. If you manage the task you can roll and play 
again. For a task solved on a big spot you receive the accessory. 
To pass the pilot spot you must have picked up your passport 
from a passport spot. The finish spot must be reached with an 
exact roll.
Version: de * Rules: de en nl * In-game text: yes

Party & Co Girls

Publisher: Jumbo

Card game with a politics topic for 2-5 players, ages 14+

Pax Porfiriana is a card game based on Lords of the Sierra Madre; 
topic is the regime of Dictator Porfirio Diaz in Mexico. In the 
period before the Revolution, you, a rich business man, try to 
set up Mercantile Empires and to overthrow Diaz with enough 
loyalty, anger of the people, command and revolution points, or 
at least to own most gold. After three action phases you remove 
headlines, replenish the market, receive income and pay one 
gold per card in play in times of a recession. You can enter into 
non-binding agreements anytime in the game. When you acqui-
re a “overthrow” card you check for the dispossession of Diaz.
Version: en * Rules: en * In-game text: yes

Pax Porfiriana
Designer: Phil Eklund
Publisher: Sierra Madre Games

Abstract placement game for 2 players, ages 8+

The ingeniously twisted game! The game features 18 black 
marbles, 18 white marbles and four squares showing nine dents 
each; the four squares are combined to a big square showing a 
6x6 grid of dents. Each of the four squares can be individually 
turned on the base. You chose a color and alternate with your 
opponent in placing a marble into any free dent of your choice; 
then you twist one of the squares by 90 degrees; a marble that 
you placed cannot be relocated. Whoever manages to form a 
row of five marbles of his color, wins. At the end of the turn that 
forms this row the twisting of a square is dispensed with!
Version: de * Rules: de en and others * In-game text: no

Pentago
Designer: Thomas Flodén
Publisher: Kosmos

Deduction game for 2-5 players, ages 13+

There is a competition for the best private eye in town. A 
game consists of three mini games, in which you must find 
the suspect, his crime and his hide-out. But, the catch is, you 
always have to solve the case of your right neighbor and a faster 
detective scores higher than a slow one. You draw three cards 
for a case and can in turn place a detective marker, choose an 
evidence card or try to solve. For placing a marker anywhere in 
town you receive information from your right neighbor, repre-
sented by markers of your color on the board. After three mini 
games you win with the highest score.
Version: multi * Rules: de en fr * In-game text: no

P.I.
Designer: Martin Wallace
Publisher: Treefrog Games

Drawing game for 3-6 players, ages 9+

You know what a zebra looks like? Can you draw it? No? Then 
you should play Pictomania! Because in Pictomania it is suffici-
ent to draw it in a way 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. New 
edition 2012.
Version: en * Rules: en * In-game text: no

Pictomania
Designer: Vlaada Chvátil
Publisher: Czech Games Edition
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Card game on numbers for 2-8 players, ages 6+

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

Pig 10
Designer: Ayelet Pnueli
Publisher: Zoch

Placement game for 2 players, ages 4+

Each player has a set of five crabs of a color; in each set one crab 
is marked on the back with a pearl and one with a starfish. The 
crabs are placed on your base line of the 5x5 board and in each 
turn you move one crab as far as you want, but not over occup-
ied spaces. When two of your crabs have one opposing crab in 
a pincer position between them, this crab is turned over. If you 
find the pearl you have won instantly; if you find the starfish, you 
have lost. When the back is empty play goes on. When you find 
pearl and starfish in the same turn, you win. In a version you play 
with both pearl and starfish visible.
Version: en * Rules: en jp * In-game text: no

Pincers
Designer: Mandoka Kitao
Publisher: Japon Brand

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

On their way to the South Pole penguins jump from floe to floe 
and should take care not to land on one already cracked. When 
the Orca is away, they may even swim. If you are first to reach the 
South Pole with your penguin family, you win. You roll and move 
for pips over floes and icebergs. When you overtake penguins 
on cracked floes they go back to the nearest iceberg. If you land 
on a floe with a whale, Orca moves one step. If you roll “blue” you 
jump from iceberg to iceberg, unless the line is blocked by Orca.
Version: de * Rules: de * In-game text: no

Pingi Pongo
Designer: Peter Neugebauer
Publisher: Noris Spiele

Logic puzzle for 1 player, ages 66+

Five penguins sit on ice floes which move and change. You 
should arrange the ice flows so that they fit into the board and 
all penguins are in their correct positions. One of five penguins is 
fixed permanently to each ice flow, all ice floes are pentominos. 
You choose one of the tasks which shows you the position 
of several or all of the penguins, if not all positions are given, 
you can place the remaining penguins according to your own 
choice. Then you change the shape of the ice floes, if necessary, 
to fit them into the board seamlessly while placing the penguins 
as shown. There is only one solution; solutions are included in 
the game.
Version: multi * Rules: de es fr it nl pt * In-game text: no

Pinguintanz

Publisher: Jumbo

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

Big fish eat small fish and Piranhas eat all fish of other colors. All 
play simultaneously: you turn up your top card in the stack and 
put it on the target card if it fits. The card fits if if shows a bigger 
fish of the same color than the target card. A Piranha fits if the 
color of all fish on the card is different from the Piranha’s color 
and fish fit a piranha card when they are all of different colors 
from the Piranha. Cards that do not fit go to your open discard 
pile, or you can keep them till they fit. If necessary the discard 
pile is turned for a new draw pile. If you can shed your last card 
first, you win.
Version: de * Rules: de * In-game text: no

Piranhas
Designer: Reiner Knizia
Publisher: Kosmos

Dice game with cards for 2-5 players, ages 8+

You roll dice for the maximum number of identical symbols, es-
pecially for valuable diamonds and gold. A pirate card is turned 
up and you roll all 8 dice. You can re-roll dice; the pirate card 
influences your rolls and earns you bonus or penalty points. As 
soon as you finish your turn, you note your points. Before re-rolls 
you need not set dice aside and you can re-roll set-aside dice, 
but always a minimum of two dice. Skulls are taboo and must be 
set aside. The third skull ends your turn without scoring. For four 
or more skulls in your first roll there are special rules. After more 
than 6000 points and a final round you win with most points.
Version: de * Rules: de * In-game text: no

Piraten kapern
Designer: Haim Shafir
Publisher: Amigo Spiele

Resource management game for 3-5 players, ages 12+

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 captain. 
The constructor sets up new buildings and the mayor brings 
new settlers and the prospector gets gold from the bank. The ro-
les 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

Puerto Rico
Designer: Andreas Seyfarth
Publisher: Ravensburger / alea

Abstract placement game for 1 or 2 players, ages 8+

25 dented squares form a cross on the board. 25 pieces in five 
colors are put into the bag; in a game for two each player is 
assigned two colors, black is neutral. In each turn you draw 
one piece from the bag and put it on the board; first you fill 
the corner squares, then you must place a new piece next to 
another already on the board. Pieces of the same color must not 
be adjacent in any direction. When a piece cannot be placed 
correctly, the owner of the color has lost the game; in case of a 
black piece you lose if you drew it from the bag. When all pieces 
could be placed you win if you placed the last piece.
Version: de * Rules: de * In-game text: no

Puzzle of Oz
Designer: David Parlett
Publisher: Gerhards Spiel und Design

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

You start with four cubes of your color in the corner diagonally 
opposite to the corner of this color. With a total of nine cubes 
you try to be first to form one of three formations with exactly 
that number of cubes on the board: four cubes in a square, 
eight in a cube or nine in a square. You have one move per turn: 
Move - Relocate a cube within its group, always edge on edge 
and without splitting the group. Tilt - tilt a stack in a straight 
line; if it tilts on opposing cubes, these are removed. Enter and 
move - you add a cube to your group and then relocate another 
cube in the group.
Version: de * Rules: de * In-game text: no

QBQ
Designers: T. Lin, N. Soltani, K. Todorova, Y. Zhang
Publisher: Huch! & friends
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Placement game for 2-4 players, ages 8+

China 2000 years ago - as a Prince you have settled the hinter-
land, founded provinces and swallowed up villages into your 
land, all marked by pagodas. But all your lands can also be taken 
over by others. In your turn you place one of your tiles onto a 
steppe square, adjacent o a tile already placed. The tile you place 
either initiates founding of a province or expanding of a pro-
vince, formation of a large province, connecting of a village or 
taking over a village or taking over a province. When provinces 
are connected the new owner is the player with more pagodas 
in his realm. When you can place your last pagoda, you win.
Version: de * Rules: de * In-game text: no

QIN
Designer: Reiner Knizia
Publisher: Pegasus Spiele

Dice assembling game for 2-4 players, ages 14+

In analogy to deck building games you collect dice for fame. 
Unattached dice sit the Wilderness zone; dice of a player are held 
in a bag, the Ready zone, the Active Pool and the Cemetery. In 
a turn you score creatures for fame, draw dice and roll dice, pre-
pare spells and summon creatures for fame, both in relation to 
power cards; attack opponents, catch prey dice from wilderness 
and place dice on the cemetery. Creatures and spells as dice 
results are placed into the ready zone; creatures are paid for with 
power. With enough fame you win instantly; or else with most 
fame when four creature power cards are empty.
Version: de * Rules: de en it jp * In-game text: yes

Quarriors!
Designers: Mike Elliott, Eric M. Lang
Publisher: Pegasus / WizKids

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

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 pre-
sent 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 necessarily 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

Qwirkle
Designer: Susan McKinley Ross
Publisher: Schmidt Spiele

Placement game with cubes for 2-4 players, ages 6+

Dice version of Qwirkle! 90 cubes show only one color and one 
of six symbols on each face. At the start you draw six cubes, roll 
them once and set them down; the symbol now on top is the 
active symbol. In your turn you can re-roll any number of your 
cubes; then you place one or several cubes to form rows of 
identical symbols of different colors or rows of different symbols 
of the same color to score points; finally you draw cubes up to 
six and roll those once. If you cannot place a cube, you must roll 
your cubes until you can place one. As soon as you place your 
last cube, you end the game, score six bonus points and win 
with the highest total.
Version: multi * Rules: de fr it * In-game text: no

Qwirkle Cubes
Designer: Susan McKinley Ross
Publisher: Schmidt Spiele

Dice game for 2-5 players, ages 8+

In four colored rows you mark numbers from left to right; gaps 
can happen and stay! You roll all dice: First, you add all white 
dice and each player can mark the resulting number in any of 
his rows. Then the active player alone can combine a white die 
with any colored die and mark the resulting sum in the row of 
the die’s color. When he does not mark any row he must mark 
a “failure”. With five marks in a row you can close this row and 
thereby lock it for all other players. With the fourth failure or the 
closing of two rows, regardless by whom, the game ends and 
you add the values of your rows.
Version: de * Rules: de * In-game text: no

Qwixx
Designer: Steffen Benndorf
Publisher: Nürnberger Spielkarten

Card placement game for 2 players, ages 10+

After the sudden death of the King there is unrest in the realm 
but now two princes have presented themselves as potential 
successors. Each of them is in love with the sister of the other. 
You hold 8 cards - Prince, Princess, General, Magician, Minister, 
Assassin, Spy and Jester. You place a card face-down and reveal 
it. The stronger card wins, unless special powers of a card interfe-
re. Then you play a new card next to the first one; in case of a tie 
the round goes to the winner of the next round. If you win four 
rounds, you win the game; if you use up all cards before that, the 
game ends in a draw.
Version: en * Rules: en jp * In-game text: yes

R
Designer: Seiji Kanai
Publisher: Kanai Factory / Japon Brand

Auction game for 2-4 players, ages 10+

In Ancient Egypt you strive for fame and an excellently develo-
ped dynasty. Turn up a tile or call “Ra” or use a God tile. Each tile 
but “ra” goes into the “Play Row” on the board. When Ra is turned 
up or Ra is called, the active player takes the Ra marker and an 
Auction round using suns begins. The Ra tile is put into the “Ra 
Row” on the board. The most valuable sun gets you all tiles in the 
Play Row for your display. God tiles can be used for swapping 
tiles. When the Ra Row is full, you score your tiles by variety and 
epoch, gaps can cost you points. After three epochs you win 
with most points.
Version: multi * Rules: de en * In-game text: no

Ra
Designer: Reiner Knizia
Publisher: Rio Grande Games

Resources management with cards for 2-4 players, ages 12+

Players try to establish the richest and most powerful empire 
among the stars and thus earn victory points. In each turn you 
must decide if you want to explore, develop, settle, trade, con-
sume or produce. All choose simultaneously which phase they 
want to use. All phases not chosen are simply skipped in that 
round, chosen phases earn you a bonus. The cards representing 
developments are used for money and also for goods. You look 
for useful cards, play developments and planets and produce 
goods. These can be consumed for victory points or sold for 
cards.
Version: multi * Rules: de en * In-game text: no

Race for the Galaxy
Designer: Tom Lehmann
Publisher: Rio Grande Games

Placement game for 2-4 players, ages 10+

In the guise of a Guardian Angel or Ragami you walk the streets 
of the metropolis and assist citizen in solving conflicts. Action 
dice are rolled and set on an action spot; for each red 1 you 
place a demon and then turn the dice to any number. In your 
turn you choose a die, reduce its value by one and resolve 
the corresponding action: Move a Saint, Demon or Ragami or 
Draw cards and move Ragami or Solve conflict by discarding of 
Power points and receive virtue points or Move Ragami. To solve 
conflicts you must be on a conflict spot and can invite others to 
help you. Cards can also be played without using an action from 
an action die.
Version: multi * Rules: de en es pt * In-game text: no

Ragami
Designer: Gil d‘Orey
Publisher: Mesaboardgames
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Movement game with magnetic effects for 2-4 players, ages 5+

Treasure hunt in the sky with flying carpets: You must visit all 
treasures as pictured on your treasure card on the tilted, partly 
magnetic board in the order in which they appear on the card. 
You play one of your flight cards, move your carpet as the arrow 
on the card indicates and then let go of the carpet. If it moves, 
you must start your next move where the carpet comes to a 
stop. When other carpets block your path, you move them 
ahead. If you reach a correct treasure, even through sliding at 
the end of a move, you mark it on your treasure card with your 
small carpet. If you manage to visit all treasures first, you win.
Version: de * Rules: de * In-game text: no

Rally Fally
Designers: Michael Schackert, Jürgen Elias
Publisher: Oberschwäbische Magnetspiele / Huch

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

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

Rapa Nui
Designer: Klaus-Jürgen Wrede
Publisher: Kosmos

Card discarding game for 2-5 players, ages 8+

Cards in the five color sets show their number either as a num-
ber, 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

Ratuki

Publisher: Hasbro

Pushing and repelling game for 2-4 players, ages 9+

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

Repello
Designer: Arne Holmström
Publisher: Piatnik

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

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

Rettet die Fische!
Designer: Marion Sandner
Publisher: Piatnik

Maze puzzle for 1 or more players, ages 10+

Four colored robots are placed on the modular board, on which 
target squares in the colors of the robots are marked. For each 
round one target tile is turned up and each player by himself 
tries to figure out the shortest possible way to the target for the 
robot of the same color as the target. The robot moves straight 
ahead until it encounters an obstacle - a wall or another robot 
- and takes a right or left turn. If you find the shortest possible 
way during the runtime of the timer, you get the target tile. As 
each player plays by himself, any number can play and you can 
of course also play alone.
Version: multi * Rules: de en * In-game text: no

Ricochet Robots
Designer: Alex Randolph
Publisher: Rio Grande Games

Balance and dexterity game for 2-4 players, ages 8+

Captain Bullseye stores his cargo in the yardams to protect it 
against pirates. You hold a set of cards and 8 cargo pieces. All 
choose a card and turn it up simultaneously; the highest card 
determines the new captain. He begins, all others follow by de-
scending card value and place a piece in the ship’s area chosen 
by the card value. If you played a card between 5 and 10 and 
a piece of cargo is already in the area, you can place two parts. 
Sliding cargo which you can catch is discarded; dropped cargo 
must be taken and placed again later. If you are rid of all cargo at 
the end of your turn, you win instantly.
Version: multi * Rules: de en fr it * In-game text: no

Riff Raff
Designer: Christoph Cantzler
Publisher: Zoch

Tactical dice game for 2-5 players, ages 10+

The original Risk was the predecessor of all conflict simulation 
games and all strategic position games. In this new edition all is 
different. You need not conquer certain territories 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

Risiko

Publisher: Hasbro

Card game on space cargo, for 2-4 players ages 10+

It is the Rocket Jockeys job to connect and supply the colonies 
in the solar system. As space travel is rather boring, they while 
away the time by competing for valuable deliveries and daring 
flight maneuvers for fame and prestige while trying to deliver 
on time. A move comprises Fuel Up – you draw a maneuver 
card; move freight – you play a maneuver card, or Re-Fuel – you 
draw another card; and finally Layover with replenishing cargo 
and scoring. The game ends when the aliens have reached Earth 
with their new technologies; the planets are scored once again 
and you win with most prestige points.
Version: en * Rules: en * In-game text: yes

Rocket Jockey
Designer: James Spurny
Publisher: Mayfair Games
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Dice game for 1 player, ages 1½+

A first game for the target group of 18 months old toddlers: A 
big die made of cloth has six sides of different colors - in each co-
lor there are task cards from a category: Express feelings, name 
body parts, imitate animal noises, count, recognize colors or 
execute movement or gestures. You can let your toddler roll the 
die or roll it yourself and then you name the color together and 
solve the task from the color category together or let the child 
have a go alone first. The presentation of the task also in written 
form offers first relations between picture, language and text.
Version: de * Rules: de * In-game text: yes

Roll & Play
Designer: Bill Ritchie
Publisher: Thinkfun

Game of Conquest with cards for 2-4 players, ages 10+

War around the Mediterranean is imminent; you want to occupy 
two capitals of your opponents at the same time for two rounds 
or eliminate opposing armies completely in order to win. The 
cities involved are Byzantium, Carthage, Alexandria and Rome. 
For the first part you deploy armies in two rounds, followed by 
alternate turns of securing a card, play one or two special cards, 
move an army and resolve a conflict. For a conflict both parties 
play two cards each, the higher total value wins. Two versions 
are offered, “On equal terms“” and “Fast Conquest”
Version: multi * Rules: de en fr * In-game text: no

Rome & Carthage
Designer: Jean-René Vernez
Publisher: Grosso Modo

Placement game for 2-4 players, ages 8+

On the colored numbers on the board you place stones of the 
same color for victory points. You start the game with two pieces 
and in your turn place any number of pieces and draw one 
piece, or pass on placing and draw two pieces. The first piece of 
a turn must be placed next to one already there; several pieces 
must be placed in a row and you can change direction only 
once. You can also place incorrect pieces face-down without sco-
ring to reach a high-value number. You can also stack identical 
pieces on a number for a multiple score. When all grey squares 
are covered or all pieces drawn, you win with most points at the 
end of the round.
Version: multi * Rules: de fr it * In-game text: no

Rondo
Designer: Reiner Knizia
Publisher: Schmidt Spiele

Sliding puzzle for 2 players, ages 7+

Rubik’s Race is one of the secondary products inspired by Rubik’s 
Cube. You shake the dice box with the 9 color dice and thus 
produce a color pattern. Now you slide the colored pieces in 
your base around until you have reciprocated the color pattern 
set by the Cube Shaker. You may not use the edge squares to 
form the pattern, you must produce the pattern on the nine 
middle squares of the 5x5 grid. Both players must copy the same 
pattern, a mirror image or juxtaposition is not a valid solution. If 
you are the first to imitate this pattern, you close the lid on the 
pattern and have won the race.
Version: de * Rules: de en * In-game text: no

Rubik’s Race
Designer: Ernö Rubik
Publisher: Jumbo

Set collecting game with numbers for 2-4 players, ages 8+

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

Rummikub Original
Designer: Ephraim Hertzano
Publisher: Piatnik

Deck building card game for 2-4 players, ages 12+

In the realms of Runebound, Descent, Runewars and Dungeon 
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 head-on “dog eat dog” confrontation 
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.
Version: en * Rules: en es jp * In-game text: yes

Rune Age
Designer: Corey Konieczka
Publisher: Fantasy Flight Games

Complex development game for 2-4 players, ages 12+

In Ruthenia game play happens simultaneously on two levels. 
On the one hand you are a Head of State on the political level, 
acquire and develop new territories, deploy armies, give orders, 
engage in politics, use the special abilities of your commanders 
and use political action cards. On the military level you are the 
commander of your own army - for each army on the political 
level there is a stack of cards for military actions. Battles do in-
volve moveable units, tactic cards and combat cards. With most 
victory points you create the strongest state and win.
Version: en * Rules: en * In-game text: yes

Ruthenia
Designer: Denys Lonshakov
Publisher: Two Geeks

Bidding and action game for 2-4 players, ages 10+

Players bid for spices or actions by throwing chips onto certain 
areas of the board. Bids of fellow players must be surpassed 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 determines 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

Safranito
Designer: Marco Teubner
Publisher: Zoch

Development game with dice for 2-5 players, ages 10+

The city is empty at the start of the game and needs to be 
developed to yield the maximum number of victory points. You 
roll dice up to three times, can set dice aside and after three rolls 
you decide on a symbol. Then you can spend money to change 
dice results with the exception of the sabers. The result is then 
drawn on your board according to detailed rules, but cannot be 
split. For a saber you tick off boxes on the middle part - it might 
happen that then all have to fend off a pirate attack. When you 
have filled your map, you score points to be had at the end of 
the round and then win with most victory points.
Version: multi * Rules: de en fr * In-game text: no

Saint Malo
Designers: Inka und Markus Brand
Publisher: Ravensburger / alea
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Placement game for 2-4 players, ages 10+

In feudal Japan there were the factions of priests, nobility and 
rice farmers. If you wanted power, you had to control one of the 
factions and have good connections to the other two. You use 
20 tiles to conquer faction markers on the board. In each turn 
you choose tiles and place at least one of them for influence. 
When all positions next to a marker are full, you get it if you 
have most influence on it. In case of a tie the marker is removed. 
When four markers have been removed or one faction is no 
longer available, you win with majorities in two powers or a ma-
jority in one power and most markers of the other two factions.
Version: multi * Rules: de en * In-game text: no

Samurai
Designer: Reiner Knizia
Publisher: Rio Grande Games

Set of rules for Conflict Simulation for 2 or more players, ages 10+

Art of Tactic is a set of rules for simulating battles; in Samurai 
Battles it is implemented for battles in Feudal Japan in the times 
of samurais and daimyos. In each phase of the game all act 
simultaneously, deploy troops and implement orders. Cards 
with characteristics and possible orders are assigned to each 
unit. The rules introduce you to the game in four steps - first to 
movement and combat, followed by morale and honor, in level 
3 terrain is added and exhaustion in level 4. Samurai Battles 
can also be played using the Command & Colors set of rules by 
Richard Borg.
Version: en * Rules: en * In-game text: yes

Samurai Battles
Designers: Richard Borg, Konstantin Krivenko
Publisher: Zvezda

Card game for 3-7 players, ages 8+

Swords instead of Revolvers! In analogy to Bang you secretly 
choose a role (Shogun, Samurai, Ninja or Ronin) and a character 
with special abilities. Shogun + Samurai, Ninjas und Ronin form 
three secret teams with the goal of achieving most Honor points 
or be the last in play. A turn comprises Resilience points, drawing 
two cards, playing cards for yourself or for an attack and discardi-
ng cards. If you lose your last Resilience point, you must give an 
honor point to your attacker. If you are out of Honor Points, the 
game ends and you score Honor, Role Bonus, Daimyo Cards and 
Deadly Strikes.
Version: multi * Rules: en it jp * In-game text: yes

Samurai Sword!
Designer: Emiliano Sciarra
Publisher: dV Giochi

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

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 possible 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

San Juan
Designer: Andreas Seyfarth
Publisher: Ravensburger / alea

Placement and collecting game with cards for 2-4 players, ages 8+

The Island of Santa Cruz is settled in two stages. You build hou-
ses, churches and lighthouses or collect raw materials. You start 
with a building on a free coastal tile, according to building rules. 
Then you play one card each turn, either a building card or a sco-
ring card and place a building accordingly or score; in a scoring 
all players with the scored raw materials participate. After the 
first stage you take back your buildings and choose in ascending 
order of points (the player with the lowest score starts) the deck 
you want to use in the second stage. After two stages the bird 
chips are scored and you win with most points.
Version: de * Rules: de * In-game text: no

Santa Cruz
Designer: Marcél-André Casasola Merkle
Publisher: Hans im Glück

Trick-taking card game for 2-4 players, ages 8+

Three meadow cards form a track, the card with shepherd and 
hut is the finish. In Phase 1 of a round roll the die to determine 
trump; color as a result means this color is trump, for white the 
dealer names the color and for black there is no trump color. 
In Phase 2 you play your cards, following lead color or trump. 
“Lamb’s Head”, a giraffe or an elephant are always trump and are 
augmented by cards in the current trump color. In Phase 3 you 
count your flowers; in case of a trump color you win with most 
flowers, without a trump color with fewest flowers and move 
your sheep one step along the track. The first to finish wins.
Version: de * Rules: de * In-game text: no

Schafköpfchen
Designers: Klaus Miltenberger, Kerstin Wallner
Publisher: IQ-Spiele

Card game on Shadows over Camelot for 1-7 players, ages 8+

Rumors unsettle the land; Sons and Daughters of the Knights 
of the Round Table must try and falsify them and fend off the 
shadows - hopefully without a traitor?! You have one action from 
listening to rumors, Quest or suspicion. When you go on a quest 
you sum the total rumor value of the quest. The result summons 
a number of black or white swords. Once in the game you can 
accuse someone of being the traitor, which again causes swords 
to appear, based on loyalty. You play till there are a minimum of 
seven white or black swords on the table - Camelot is safe or has 
fallen. Includes solo and expert version.
Version: multi * Rules: de en fr * In-game text: yes

Schatten über Camelot Das Kartenspiel
Designers: Bruno Cathala, Serge Laget
Publisher: Days of Wonder

Memo game for 2-4 players, ages 8+

Metermorphosen is a synonym for unusual and fascinating 
memo games. After Gemischtes Doppel there is now Schat-
tenmonster. 72 memo tiles show mythical creatures. You play a 
normal memo game and must pair the monsters with their dark 
shadow. The standard memo rules are extended by so-called 
Scheck Monsters: If you do not immediately turn up the second 
such monster, Lummi causes all your pairs to jump to you right 
neighbor, Schlock causes all pairs of all players to jump to the left 
neighbor and for Alarm the face-down monsters are frightened 
and are shuffled. As usual you win with most pairs.
Version: de * Rules: de * In-game text: no

Schattenmonster

Publisher: MeterMorphosen

Collection of alea games expansions for 2-6 players, ages 9+

On occasion of the 10 year jubilee of alea the company released 
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

Schatzkiste

Publisher: Ravensburger / alea
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Party game for 3-12 players, ages 12+

You explain a word; the others guess it and score. Simple, if it 
weren’t for the Trapper. One player is the Explainer, his neighbor 
the Trapper. The Explainer takes a card, reads it and shows it to 
the trapper who now notes three words, nouns, verbs or adjecti-
ves. During the timer’s runtime the explainer explains the word, 
the others guess. If someone guesses correctly, explainer and 
guesser score. If not, the Trapper names his words and all have 
one more guess. When a word noted by the Trapper is named, 
the trapper comes into play in the same way as he does when 
the word is not guessed.
Version: de * Rules: de * In-game text: yes

Scheibenkleister
Designer: Kristian Amundsen Østby
Publisher: Huch! & friends

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

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 advan-
tages. You win when your personal victory condition is filled at 
the start of your turn: 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

Scheibenwelt Ankh-Morpork
Designer: Martin Wallace
Publisher: Kosmos

Placement and collecting game for 3-6 players, ages 8+

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

Schlacht am Buffet - Uli Stein
Designer: Martin Wallace
Publisher: Kosmos

Quiz game based on the TV show for 2-6 players, ages 12+

In the third game based on the TV-Show one player again em-
bodies Stefan Raab, the others contest him. This edition features 
30 quiz games from the show, comprising a total of 2.000 new 
questions. New games like “Wer lügt?” or “Wo läuft was?” are 
featured as well as the classic games “Blamieren oder Kassieren” 
or “Wer weiß mehr?”, supplemented by the Show Quiz based 
on the show itself. Again you must choose a game master for 
each game, who chooses the game, decides unclear situations 
and allocates points. He must act neutrally! For each game you 
win you score points; if you have the highest score after the pre-
agreed number of games, you win.
Version: de * Rules: de * In-game text: yes

Schlag den Raab Das Quiz
Designer: Max Kirps
Publisher: Ravensburger

Reaction and communication game for 3-8 players, ages 10+

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; 
new design.
Version: de * Rules: de * In-game text: no

Schnapp’s!
Designer: Carlo A. Rossi
Publisher: Zoch

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

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

Schnappt Hubi!
Designer: Steffen Bogen
Publisher: Ravensburger

Dice game for 2-4 players, ages 8+

Highland Games performed with dice, from log lifting to stone 
throwing! A course is laid out with 12 cards; the individual events 
must be completed in order. You roll two dice - if you achieve 
the necessary result you have completed the event, move your 
marker and can roll for the next event. If you finish your turn, 
your pebble piece is moved to your marker and secures the 
position. If you fail to roll the demanded result, you move your 
marker back to your pebble. If you discard one of your three 
risk pieces, you can try again to complete the event. If, in last 
position, you manage five events, you may secure your new 
position and keep rolling!
Version: de * Rules: de * In-game text: no

Schotten Rennen
Designer: Torsten Löpmann
Publisher: Amigo Spiele

Dice game for 2-4 players, ages 3+

Players collect piglets. You roll all three dice – the first determi-
nes the color 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

Schweine-Schwänzchen
Designer: Virginia Charves
Publisher: Piatnik

Card management game with dice for 2-4 players, ages 14+

Magicians select the Arch Magician of Xidit in the Tournament 
of the 12 Seasons. In three levels of difficulty you play with given 
selection of cards. In Phase one you select one of nine cards, 
hand on the other eight, chooses a card, and so on. Then you 
make up three sets of three cards and use them in one each of 
three years. All dice of the current season are rolled and each 
player chooses one; then you can resolve dice actions, activate 
and conjure power cards and spend bonuses. After three years 
you score prestige from crystals and power cards minus power 
cards left in hand and used bonuses and win with most points.
Version: de * Rules: de en es it fr pl * In-game text: yes

Seasons
Designer: Régis Bonnessée
Publisher: Libellud



62

2013

Communication
Interaction

Dexterity
Action

GABIS explanation on page 3Color codes for target groups (Headline Color)
For children + learning
For families

With friends 
For experts

Color codes for features (Bar in Evaluation box)
Chance
Tactics

Strategy
Creativity

Knowledge
Memory

Violence prevention game for 1 or more children, ages 5+

Violence directed at children, danger for children - topic of this 
violence prevention game for all the family aims at playfully 
sensitizing children how to handle contacts with strangers. 
There are questions that need to be answered, terms must be 
illustrated and guessed at, pictures should be remembered and 
there are also exercises, all meant to teach how to protect your-
self in daily life and how to gain self-confidence. For correctly 
answered questions and exercises you are given the card and 
score one point; you win with most points.
Version: de * Rules: de * In-game text: yes

Sei stark. Sag Nein!
Designer: Andreas Büdeker
Publisher: Nürnberger Spielkarten

Resources management game for 2-6 players, ages 8+

In Switzerland in a parallel universe the Dwarves of Shafausa 
have discovered rare resources and the rivalry for their exploita-
tion begins. You represent one of the people in Helvetia and - in 
each round - you can shop for buildings, mines or warehouses, 
swap currency or influence commerce in any other way to 
increase the assets of your people. A round comprises: Mining 
of resources, order of play, buy building and build warehouse; 
husbandry with any number of actions; administration of resour-
ces with sale of surplus, buildings and free market; speculation 
and check for end of game. Playable as a family, geek or Colonial 
variant.
Version: de * Rules: de * In-game text: no

Shafausa
Designer: Christophe Borgeat
Publisher: Helvetia Games

Dice game for 2-6 players, ages 10+

Beach hotels - a shark attack has consequences on the numbers 
of visitors. You roll blue dice for bathers; “Beach party - guests 
only - finishes your turn; other rolls you can accept or roll again. 
But before you can roll again you must roll for an event; this can 
modify the number of dice or result in a shark attack. Shark dice 
are scored according to the number of sharks they show, eating 
bathers accordingly. You score for escaped bathers; should all es-
cape they score triple the normal score. Shark attacks also result 
in warning signs for you and reduce the number of dice you can 
use to roll bathers. If you top 100 points first, you win.
Version: multi * Rules: de en * In-game text: no

Shark Attacks!
Designer: Henning Poehl
Publisher: Sphinx Spieleverlag

Movement and placement game for 3-5 players, ages 10+

In the guise of a sheep dog you should get the sheep up the hill 
to the shepherd; the higher you can get them the more points 
you can score. You play cards from your hand to place sheep 
into a flock, to move a flock, to place a shepherd on the hill or to 
move the wolf. You score points whenever sheep of your color 
meet one of your shepherds. Such pairs are taken off and can be 
placed again. When sheep and wolf meet, one sheep escapes 
downhill. When all cards in the deck and all sheep dog cards 
have been played, you win with most points.
Version: multi * Rules: de en * In-game text: no

Sheepdogs of Pendleton Hill
Designer: Max Michael
Publisher: Stratamax

Placement game for 2-4 players, ages 8+

On a green island sheep migrate cross-country until suddenly 
fences spring up. Now you must secure the best pastures for 
your flock and try to catch the valuable Black Sheep. First you 
roll for the move of the black sheep; then you have three actions 
in any mixture of 1) move your own shepherd, 2) move a sheep 
and 3) buy a landscape tile. The shepherd must be moved bet-
ween two otherwise identical actions. When he leaves a pasture, 
you place a fence there. When all fences have been placed you 
score all sheep on all tiles of all landscape types you own tiles for.
Version: multi * Rules: de en * In-game text: no

Sheepland
Designers: Simone Luciani, Daniele Tascini
Publisher: Cranio Creations

Card game based on Siberia, for 2-4 players, ages 9+

Siberian resources are mined and sold. You start with one worker 
card and five action cards. In a turn you first prospect for resour-
ces and then play cards for an action. Each card can be used for a 
person or a resource action; for each action you need two cards 
showing the corresponding symbol. Investor cards modify the 
number of necessary cards; workers modify resource actions 
and Sales Man cards modify the values of resources; those Sales 
Man cards can be used in the board game as an expansion. After 
revealing the last resource card all have one more turn. Then you 
win with the highest total from resources and person cards.
Version: multi * Rules: de en * In-game text: no

Siberia Das Kartenspiel
Designer: Reiner Stockhausen
Publisher: dlp Games

Crime card game for 1-5 players, ages 12+

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 solution. 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

Sieben unter Verdacht
Designer: Reiner Knizia
Publisher: Gmeiner Verlag

Resources management game for 3-4 players, ages 10+

The 19 land hexes on the island of Catan must be settled. Re-
sources, landscapes, settlements and roads need to be construc-
ted, 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 expansion for a 5th and 6th player.
Version: de * Rules: de en fr it nl jp and others * In-game text: yes

Die Siedler von Catan
Designer: Klaus Teuber
Publisher: Kosmos

Supplement for Die Siedler von Catan for 5-6 players, ages 10+

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 exten-
sion set. The components have different backsides to those of 
the basic game, a very user-friendly way to ensure easy separa-
tion 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

Die Siedler von Catan 5+6
Designer: Klaus Teuber
Publisher: Kosmos



63

2013

Icon explanation

Solo Play Two Players Large Groups Recommended Minimum Age

GABIS explanation on page 3

Expansion for Die Siedler von Catan for 3-4 players, ages 10+

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 provide 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 components 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

Die Siedler von Catan Seefahrer
Designer: Klaus Teuber
Publisher: Kosmos

Supplement for Die Siedler von Catan for 5-6 players, ages 10+

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 scena-
rios 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 Catan.
Version: de * Rules: de en fr it nl jp and others * In-game text: yes

Die Siedler von Catan Seefahrer 5+6
Designer: Klaus Teuber
Publisher: Kosmos

Expansion for Die Siedler von Catan for 3-4 players, ages 12+

Catan is threatened by Barbarians while players rival to expand 
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 core game.
Version: de * Rules: de en fr it nl jp and others * In-game text: yes

Die Siedler von Catan Städte & Ritter
Designer: Klaus Teuber
Publisher: Kosmos

Supplement for Die Siedler von Catan for 5-6 players, ages 12+

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 met-
ropolis. Again, the expansion + extension can be combined 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. In accordance with the other games and expansions, 
this extension has been re-launched, too, for the 15th anniversa-
ry of the core game.
Version: de * Rules: de en fr it nl jp and others * In-game text: yes

Die Siedler von Catan Städte & Ritter 5+6
Designer: Klaus Teuber
Publisher: Kosmos

Expansion for Die Siedler von Catan for 3-4 players, ages 10+

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 und 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 Fishermen 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 expansions. German edition 
re-launch for the 15-Year-Jubilee.
Version: de * Rules: de en fr it nl jp and others * In-game text: yes

Die Siedler von Catan Händler & Barbaren
Designer: Klaus Teuber
Publisher: Kosmos

Extension to Settlers of Catan for 5-6 players, ages 10+

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 exten-
sion for the basic game and the expansion 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

The Settlers of Catan Traders & Barbarians 5+6
Designer: Klaus Teuber
Publisher: Kosmos

Resources management game for 3-4 players, ages 12+

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

Die Siedler von Catan Aufbruch der Händler
Designer: Klaus Teuber
Publisher: Kosmos

Card game for 2-4 players, ages 8+

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 resour-
ces 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

Die Siedler von Catan Das schnelle Kartenspiel
Designer: Klaus Teuber
Publisher: Kosmos

Abstract placement game for 2 players, ages 8+

Shogi is a Japanese Chess version, played on a 9x9 board. Each 
piece has individual movements and the King must be captured. 
Pieces in certain areas can be promoted. Should you capture a 
piece by moving to an occupied piece you can bring it back into 
play as part of your own forces. Simple Shogi offers two quick, 
simple variants of Shogi: Simple Shogi is played on a 3x5 board, 
you start with four pieces and the pieces can only be promoted 
at the outer squares. Rocket Shogi is placed on a 5x7 board, 
using 8 instead of 20 pieces, but using normal Shogi rules.
Version: multi * Rules: en jp * In-game text: no

Simple Shogi
Designer: Yoshihisa Itsubaki
Publisher: Saikikaku / Japon Brand
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Abstract placement game for 2 players, ages 10+

Singapure’s skyline - we should set it up so that we see the 
bigger number of houses from our side of the board. On a 4x4 
board one block of value 1 is placed according to specification. 
Then you draw four blocks, values facing you; each player 
uses both colors. In your turn you place one block and draw 
one block. You place blocks on blocks of lower values and the 
same color; value gaps are allowed. Should no lower value be 
available, you place the block directly onto the board. When all 
blocks have been played or when all squares are filled, you win, 
if you see more houses due to there being are only lower houses 
in front.
Version: de * Rules: de * In-game text: no

Singapur
Designer: Reiner Knizia
Publisher: Intellego Holzspiele

Singing and party game for 3-12 players, ages 12+

You sing songs according to requirements, alone or in a team. 
The mode for the performance is determined by the location of 
the team marker. You turn the spinner to determine a category 
and draw a song card for a cue according to the pre-set level of 
difficulty. The team chooses a song that has not been done yet, 
corresponding either to category or to cue + language. Now 
you sing the song in the valid mode. It is judged by the other 
players - the best vote is annulled in case of more than three 
players - and the marker is moved accordingly. Whoever is first 
around the track once on the Singstar spot or leads at the end of 
the game, wins.
Version: multi * Rules: de * In-game text: yes

singstar Das Brettspiel
Designer: Andrea Meyer
Publisher: Ravensburger

Spatial arrangement game for 2 players, ages 7+

Each player has sets of chips numbered 1 to 5. Those chips 
should be moved through the wheels into the bottom target 
tray. On each side of the device are five wheels with different 
dents. At the start of the game you place your chips into the 
shafts. In your turn you use your key to turn any wheel any 
number of cogs into any direction; the key locks this wheel for 
the opposite player. Depending on the version you should pilot 
through your chips in any order or in number sequence or in 
color sequence or in number + color sequence. New edition in 
a new design.
Version: de * Rules: de en * In-game text: no

Slotter

Publisher: Hasbro/MB

Game of development for 2-5 players, ages 8+

Small World 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

Small World
Designer: Philippe Keyaerts
Publisher: Days of Wonder

Development game for 2-5 players, ages 8+

Small World simulates the rise and fall of civilizations in a fantasy 
land. The land is too small to accommodate them all and you 
fight to keep your civilization alive. You choose a combination 
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

Small World Underground
Designer: Philippe Keyaerts
Publisher: Days of Wonder

Railway game for 1-5 players, ages 8+

Mount Snowdon in Wales: We are entrepreneurs building 
Snowdon Mountain Railways. The track must be freed of detri-
tus, you produce and lay track, build viaducts and stations and 
fight the quirks of Welsh weather. You repeat rounds of: place 
workers - actions like storage, rooms, workshop, place track, 
build, constructor’s office and move surveyor - complete order 
card - update weather forecast - replenish storage, until the end 
of the game is triggered by placing track on the last track card. 
You score for possession markers, applicable bonuses, engine #4 
and surveyor.
Version: multi * Rules: de * In-game text: yes

Snowdonia
Designer: Tony Boydell
Publisher: Lookout Games

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

The board is filled with orange, green and yellow marbles for car-
rots, salad and dandelion as well as hares. The necessary marbles 
are drawn one by one from the bag and placed on the board 
from top left to bottom right. The hares move like a knight in 
chess to occupied dents only and you take the target marble. If 
your hare cannot jump you stop to play. When all have stopped, 
a carrot scores three points, a salad two and a dandelion one 
point. An opponent’s hare in one of your possible target dents 
can be chased away after the first round for four points; the 
marbles of the chased-away hare are not scored.
Version: de * Rules: de * In-game text: no

So läuft der Hase
Designer: Dieter Stein
Publisher: Gerhards Spiel und Design

Placement game for 2-4 players, ages 8+

Four travelling shows journey through the realm earning 
applause or jeers. You sponsor some of them, earn money with 
successful performances and win with most money at the end. 
You have two entertainer actions: Sponsor an entertainer or 
release him from sponsorship; before or after this you must 
place the travel markers in your fist, on free spots next to the 
headquarters of the show or to a travel marker of the same color. 
Finally, you draw 3 travel markers into your fist again. Village tiles 
or the Court trigger instant events which either raise or lower 
the reputation of the show or earn/cost money.
Version: multi * Rules: de en * In-game text: no

Spectaculum
Designer: Reiner Knizia
Publisher: Pegasus Spiele

Memory game for 2-4 players, ages 6+

Three children dress up as ghosts, but suddenly there are four 
of them and they need to identify the real ghost. You roll, move 
a ghost and can take a chip with your own symbol on the spot 
reached. When you roll the ghost you can make a joker move 
or place a ghost of your choice in the middle for a mirror test 
and turn it until it faces a mirror. Now you memorize the ghost’s 
candle color in the mirror or the mirrors disappear and you have 
found the real ghost; a real ghost does not have a mirror image! 
With four of your chips you may reveal the ghost with a mirror 
test – if the mirrors fall and you name the correct candle color, 
you win.
Version: multi * Rules: de en fr it nl * In-game text: no

Spiegel-Spukschloss
Designers: Thomas Daum, Violetta Leitner
Publisher: Drei Magier / Schmidt Spiele
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Area filling game for 2 players, ages 8+

In turn you roll the color die and put one piece of that color into 
your own personal board. As the boards must be filled from 
bottom to top, there are placed with a tilt. The pieces must slide 
down to firmly lock into position as if they had moved vertically. 
Sometimes it is better to pass a turn than to create a gap. You 
win if you can fill your board up to the target line, without gaps. 
Pieces may protrude over the target line. For several games you 
can note gaps in the boards as negative points.
Version: de * Rules: de * In-game text: no

Spiel 40

Publisher: Loquai Holzkunst

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

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 uni-
versity 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

Spiel des Lebens

Publisher: Hasbro

Roll & move game with App for 2-6 players, ages 8+

Already at the start of the game you decide on a fast career or 
prolonged education. Then in turn you advance your marker 
and choose one option at forks in the road and resolve the 
instructions of squares you reach. The App for the iPad replaces 
the Wheel of Life as a randomizer; after a move with your marker 
on the real board you touch spots, marked with the App symbol, 
on the iPad and are given instructions. Stop signs must be 
observed, even if you have to forfeit steps. Squares not marked 
with the App symbol you resolve as stated on the board. When 
all have reached the retirement spot RENTE, you win with most 
money.
Version: de * Rules: de en * In-game text: yes

Spiel des Lebens Zapped

Publisher: Hasbro

Language training game for 1-3 players, ages 1½+

Bello, the little cute naughty dog plays with friends, sniffs, barks 
and and curls up in its basket. First you let the child familiarize 
itself with the dog figure and then you use the finger-play cards 
and the dog figure. The cards feature rhymes on the dog; you 
read them out loud and accompany them with movements 
of dog or hand. The 12 domino cards tell Bello’s story. Some 
domino cards correspond to finger-play cards, you start with 
those and search for identical images on two cards; the straight 
or bent track on the back of the cards can help. Later you use the 
cards for a standard game of dominoes. Series “spielend Erstes 
lernen”
Version: de * Rules: de * In-game text: no

Spiel und sprich mit Bello

Publisher: Ravensburger

Memo game with dice for 2-4 players, ages 6+

The imp has created havoc in the witches‘ kitchen and if you 
remember well where the ingredients are hidden you will earn 
a witch badge and a magic. You move your witch and try to win 
the magic chip next to her. You roll the die once for each hole in 
the chip and must find each ingredient shown. If you succeed, 
you get a badge and put the chip into the cauldron. If a monster 
jumps out you take it, too. If you turn up the imp, you must stop 
and all other players take a badge. When all monsters have been 
created or when only two chips are left on the board, you win 
with most points from badges and monsters.
Version: de * Rules: de * In-game text: no

Spinnengift und Krötenschleim
Designer: Klaus Teuber
Publisher: Kosmos

Placement game for 1-4 players, ages 4+

Spuzzle offers a game and puzzle at the same time! You hold 
four parts each of five different animal images, all with the same 
background color, and you sort the pieces by animal. In your 
turn you turn up the top card from the stack and place a puzzle 
piece of the animal depicted on the card into your puzzle. When 
a monkey appears on the card, you put a piece from another 
player’s puzzle back into his stock, but only from an unfinished 
animal. When a Spuzzle card is turned up, all players shout 
“Spuzzle” and can place any piece of their choice. If you are first 
to complete all your animal images, you win!
Version: multi * Rules: de fr it * In-game text: no

Spuzzle
Designer: GameBrotherz
Publisher: Amigo Spiele

Movement and action game for 2-4 players, ages 4+

Daddy is snoring in his bed and the dear darling children try to 
pass him and grab the cake in the fridge. You turn the spinner: 
1) Color - move to the next free spot of the color; when you hold 
the card of the drawing shown on the spot reached, nothing 
happens; if not, you must press Daddy’s alarm clock as often 
as determined by the number on your spot. If Daddy does not 
wake, nothing happens. If he wakes up, you go back to your 
shoes and can take the card with the drawing. 2) Feet - you 
move your marker into first place. 3) Face - you take a card from 
another player. If you reach the cake, you win.
Version: de * Rules: de en nl * In-game text: no

Sshh … Wecke Papa nicht auf!

Publisher: Goliath

Resources management game for 3-4 players, ages 10+

Catan goes where nobody has gone before. Planets at the 
borders of the Federation, rich in resources, are developed with 
space station and supply routes. The rules of Catan are valid in 
space, too; new support cards introduce characters from the 
Enterprise and bring advantages for players; you can either use 
one, put it back in stock and take a new one, or turn the card 
over and use it again before putting it back. The Robber is embo-
died by a Klingon Ship, winning conditions are 10 Victory Points 
from Small and Large Space Stations, development cards and 
the cards for Longest Supply Route and Largest Star Fleet.
Version: de * Rules: de * In-game text: yes

Star Trek Catan
Designer: Klaus Teuber
Publisher: Kosmos

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

Jedi Knights must defeat the Droid army. In Phase One of each 
of the five rounds three new Threats and one new Mega Threat 
appear. In Phase Two all players roll one of their dice and decide 
together how to place them for the handling of threats, fights, 
special abilities and power generation; this is repeated for all 
dice. In Phase Three and Five Droids appear and in Phase Four 
threats are checked. When the cannon boat moves to the last 
spot of the track, all win together if no Droid Storage is empty, 
the Power Marker is not on Zero and all Mega Threats have been 
handled. Includes a R2D2/C-3PO version!
Version: de * Rules: de * In-game text: no

Star Wars Angriff der Klonkrieger
Designer: Inka and Markus Brand
Publisher: Kosmos
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Sliding and position game for 2-4 players, ages 7+

Between fixed tiles you lay out a labyrinth with tiles. The 
remaining tile is inserted at the end of one row or column. This 
insertion moves all tiles in the row or column and one tile falls 
out at the other end. After inserting a tile you can move your 
space-ship as far as you can or want. With clever use of these 
two moves you try to reach Star Wars characters with your space 
ship. If you reach the current character on your card, you discard 
the card. If you are the first to discard all cards and get back to 
your starting spot, you win. In the Darth Vader Version you must 
reach cards showing his Symbol with the Darth Vader pawn.
Version: multi * Rules: de en es fr it nl * In-game text: no

Star Wars Labyrinth
Designer: Max J. Kobbert
Publisher: Ravensburger

Miniatures game for 2 players, ages 14+

X-Wing is a simulation of the space battles from Star Wars. Each 
round comprises phases: Planning with secret choice of maneu-
ver on the maneuver wheel - Activation with ship movement 
and one action for which you use pilot abilities, enhancement 
and damage cards and also missions - Combat with one attack 
per ship, resolved in descending order of pilot value; you attack 
ships in reach and within the line of fire, using attack and defen-
se dice - End phase with removal of unused action markers and 
resolving end phase cards. You win if you destroy all opposing 
ships or complete the mission goal.
Version: de * Rules: de en es pl * In-game text: yes

Star Wars X-Wing Miniaturen Spiel
Designers: J. Little, A. Sadler, B. Sadler, C. Konieczka
Publisher: Heidelberger Spieleverlag

Expansion for the miniatures game for 2 players, ages 14+

X-Wing is a simulation of the space battles from Star Wars. Each 
round comprises phases: Planning with secret choice of maneu-
ver on the maneuver wheel - Activation with ship movement 
and one action - Combat with one attack per ship on ships in 
reach and within the line of fire - End phase with removal of 
unused action markers and resolving end phase cards. You win 
if you destroy all opposing ships or complete the mission goal. 
This expansion provides a TIE Advanced ship from the TIE/In 
range with features hyperdrive and better weapons systems, 
supplemented by 9 cards, 18 markers and one maneuver wheel.
Version: de * Rules: de en es pl * In-game text: yes

Star Wars X-Wing TIE Advanced Erweiterung
Designers: J. Little, A. Sadler, B. Sadler, C. Konieczka
Publisher: Heidelberger Spieleverlag

Expansion for the miniatures game for 2 players, ages 14+

X-Wing is a simulation of the space battles from Star Wars. Each 
round comprises phases: Planning with secret choice of maneu-
ver on the maneuver wheel - Activation with ship movement 
and one action - Combat with one attack per ship on ships in 
reach and within the line of fire - End phase with removal of 
unused action markers and resolving end phase cards. You win 
if you destroy all opposing ships or complete the mission goal. 
This expansion provides a TIE Fighter and also Mauler Mithel, 
Dark Curse, Bight Beast, 2x Black Squadron Pilot, 2x Obsidian 
Squadron Pilot and 2 x Academy Pilot.
Version: de * Rules: de en es pl * In-game text: yes

Star Wars X-Wing TIE Fighter Erweiterung
Designers: J. Little, A. Sadler, B. Sadler, C. Konieczka
Publisher: Heidelberger Spieleverlag

Expansion for the miniatures game for 2 players, ages 14+

X-Wing is a simulation of the space battles from Star Wars. Each 
round comprises phases: Planning with secret choice of maneu-
ver on the maneuver wheel - Activation with ship movement 
and one action - Combat with one attack per ship on ships in 
reach and within the line of fire - End phase with removal of 
unused action markers and resolving end phase cards. You win 
if you destroy all opposing ships or complete the mission goal. 
This expansion provides an additional X-Wing fighter and Luke 
Skywalker, Biggs Darklighter, one Red Squadron Pilot and one 
Rookie Pilot.
Version: de * Rules: de en es pl * In-game text: yes

Star Wars X-Wing X-Wing Erweiterung
Designers: J. Little, A. Sadler, B. Sadler, C. Konieczka
Publisher: Heidelberger Spieleverlag

Expansion for the miniatures game for 2 players, ages 14+

X-Wing is a simulation of the space battles from Star Wars. Each 
round comprises phases: Planning with secret choice of maneu-
ver on the maneuver wheel - Activation with ship movement 
and one action - Combat with one attack per ship on ships in 
reach and within the line of fire - End phase with removal of 
unused action markers and resolving end phase cards. You win 
if you destroy all opposing ships or complete the mission goal. 
This expansion provides a Y-Wing Space Fighter in use by the 
Rebel faction, plus 10 cards, 17 markers and a maneuver wheel.
Version: de * Rules: de en es pl * In-game text: yes

Star Wars X-Wing Y-Wing Erweiterung
Designers: J. Little, A. Sadler, B. Sadler, C. Konieczka
Publisher: Heidelberger Spieleverlag

Card game for 3-8 players, ages 10+

A card game, as can be deduced from the name; the game 
comprises 6 colors with values 0-14; each player is dealt 15 
cards and chooses his „aggravation“ color based on those cards; 
already the chosen card scores negative. Starting color is the first 
card led on a trick, all others are trump colors. When the trick 
comprises only cards of the starting color, the highest card wins 
the trick. When there are other colors in the trick, those are all 
trump and the highest card in a color other than the starting co-
lor wins the trick. The game ends either after an agreed number 
of rounds or a certain score total.
Version: de * Rules: de * In-game text: no

Sticheln
Designer: Klaus Palesch
Publisher: Nürnberger Spielkarten

Spotting and reaction game for 2-4 players, ages 8+

Creatures are distributed evenly on the board; you pick up the 
Sticky Stick and hold it like a pencil. You roll all three creature 
dice - the Number day for the amount you should catch, the 
color die for the color of the creature and the grimace die for the 
facial expression. All play simultaneously and try to pick up cor-
responding creatures using the Sticky Stickz. When all agree that 
there are no more correct creatures to catch, the round ends and 
creatures are checked. When you caught a wrong one you put 
it back together with one already caught correctly. When five 
spots are empty, you win with most creatures.
Version: multi * Rules: de en fr nl * In-game text: no

Sticky Stickz
Designer: Dave Choi
Publisher: Libellud / Asmodee

Drawing and guessing game for 4-8 players, ages 8+

You take a sketch pad, a pen and a card. Then all decide on the 
side of the cards you want to use and roll for the individual 
word. You write the word selected by the die onto your pad. 
Then the boards are handed on according to the rules, you draw 
and guess = write down your guess in turn, until you get back 
your won pad. When you show how the drawing has changed. 
When first and last word correlate you score a point. If you draw 
a category you can choose your own word, and with some cards 
you can choose a word, too.
Version: de * Rules: de * In-game text: yes

Stille Post Extrem

Publisher: Goliath
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Placement game for 2-5 players, ages 8+

Sink them cleverly and win! The marbles are randomly distribut-
ed on the board. You start in the outer rows and sink one marble 
with your Stomple; from your second turn you sink a marble 
next to your Stomple or jump and sink a marble of your own 
color. If you sink a marble in a chain, you must sink all the chain. 
Chains are orthogonally or diagonally adjacent marbles of the 
same color. If you cannot sink, you are out for the round. The 
last in play scores 3 points plus 3 points per white marble and 1 
point per colored marble. Whoever reaches the score necessary 
for the number of players, wins the game.
Version: de * Rules: de en * In-game text: no

Stomple
Designer: Greg Zima
Publisher: Spinmaster

Position game for 2 players, ages 8+

Each player has 30 pieces with different strength and effects. 
There are one of each Flag, Bomb, Marshal, General and Spy 
as well as two Miners and two Scouts. At the start of the game 
you arrange the pieces to your liking on ten of the forty squares 
in the first four rows of the board facing you. 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 movement of the pieces. The player who conquers the 
opponent’s flag wins the game.
Version: de * Rules: de en fr nl * In-game text: no

Stratego Original

Publisher: Jumbo

Card placement game for 2-5 players, ages 4+

Rain has fallen and the earthworms decide to run their next 
race in the open. The worm heads of all players are placed next 
to each other and you take cards out of play depending on the 
number of players; each player is then dealt three worm part 
cards and six more worm parts are laid out face down. In your 
turn you place a card from your hand into the display, take 
another card from the display and add it to your worm, and then 
you draw a card from the stack. When the stack is finished each 
player has three more turns and then the player with the longest 
worm wins.
Version: multi * Rules: de en fr it * In-game text: no

Streifen Toni
Designer: Carmen Kleinert
Publisher: Zoch

Railway game for 2-5 players, ages 8+

A railway game with strings, tracks, board, mountain ranges and 
river are represented by strings. In your turn you draw a station, 
place one or more stations and one of 5 possible track strings 
and then tally your score. Stations must not touch other stations 
and may not be placed above or underneath strings. A track 
string must be placed within the board and both ends must be 
placed on stations within your own track or one owned by you. 
You score for newly placed stations, lose 1 point for each string 
crossing and adjust the score for station effects.
Version: de * Rules: de en jp * In-game text: no

String Railway
Designer: Hisashi Hayashi
Publisher: Asmodee

Placement game for 1-4 players, ages 8+

From small town to metropolis - we are architects and want 
to create the optimum suburb. In each turn you can take one 
tile, place it and resolve the effects on reputation, population 
and income or special abilities, respectively, or you can place 
an investment marker. Then you pay or earn money in relation 
to your income; adjust population in accordance with your 
reputation and turn up a new tile. After the pre-ordained end of 
the game you score the open goals from the real estate market, 
then the secret goals of the players and then change 5$ for 1 
population each. You win with most population.
Version: de * Rules: de en * In-game text: yes

Suburbia
Designer: Ted Alspach
Publisher: Lookout Games

Dice game for 2-4 players, ages 4+

The bees fly over the flower meadow and collect as many 
nectar drops as possible from the flowers. The wooden tiles 
are distributed flower side up on the mat. You roll the die: For 
a color you take such a flower from the mat, show its back side 
to all players and set the flower down in front of you. If there is 
no fitting glower, you take one from another player. For the rain 
cloud you pass your turn. For the honey pot you take any flower 
from the mat or from another player. So you should remember 
well where you can find the most nectar drops. When all flowers 
have been collected by players, you win with most nectar drops 
under your flowers.
Version: multi * Rules: cn de en es fr it nl * In-game text: no

Sum Sum
Designer: Susanne Gawlik
Publisher: Beleduc

Abstract spotting game for 1 or more players, ages 8+

Have fun stacking cards! Clear plastic cards show colored rings 
and dots; you must stack those cards in a way that each dot sits 
in a ring of the same color. 16 cards are laid out and all search for 
cards, turning them in their mind, until they find a correspon-
ding card or cards. A useful hint: Color always fits position, so 
blue is always in a corner! Do the cards fit exactly? Then you take 
the card, if not, you discard a card. As each card earns a point 
you try to achieve multiple swishes. Gaps in the display are filled 
from the draw pile instantly.
Version: de * Rules: de en * In-game text: no

Swish
Designers: Gali Shimoni, Zvi Shalem
Publisher: Thinkfun

Adventure game for 2-4 players, ages 7+

The volcano is set up and food is distributed on the board; your 
Dinos are placed by roll of the die. Each player in turn has the 
following actions: Roll the dice, execute the resulting actions 
and move his dinosaur or the T-Rex and, if possible, lay eggs. 
Actions are volcano eruption, eruption and food, T-Rex and T-Rex 
or volcano. T-Rex attacks to steal eggs, the better roll of the die 
wins. Other dinosaurs fight for food. Whoever has collected 
three identical food tiles may lay an egg. When the last lava 
stone is placed, the player who was able to save most of the 
eggs wins the game.
Version: de * Rules: de * In-game text: no

T-Rex greift an
Designers: Inka und Markus Brand
Publisher: Kosmos

Creative vocabulary game for 4 or more players, ages 16+

This is the 6th edition of Tabu with yet another 1000 new terms, 
without a board and a completely new feature, the Taboo Die. 
One player of a team describes a term, the other members of 
his team must guess. The opposing team checks adherence 
to the rules. Each player starts his turn with a roll of the taboo 
die for a special rule: Only one player guesses, or both teams 
guess or you have double the time or you must not move at all 
while explaining or you play standard Taboo. Each term that is 
correctly guessed yields a point. Rules violations and cards that 
are set aside earn points for the opposing team.
Version: de * Rules: de en and many others * In-game text: yes

Tabu

Publisher: Hasbro
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Creative definition game for 4 or more players, ages 8-12

Tabu 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. Categories 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

Tabu Junior

Publisher: Hasbro

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

Another version of Tabu, featuring a track showing squares for 
different tasks. You must make your team name the correct term 
by using the means appropriate to the location of the team mo-
ver: 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

Tabu XXL

Publisher: Hasbro

Card and placement game for 3-5 players, ages 12+

Power Struggle in India among Maharajas; you must sort out 
the power structure in twelve provinces. For each province six 
symbols are displayed. In turn you play cards with those symbols 
until you believe to have achieved the optimum result. Then 
you score your cards immediately. If you have a majority with 
one symbol, you take the tile and can now place one palace and 
cash a bonus or take the province tile; both choices score points. 
You also score points for connections to other provinces or 
commodities from bonus and province tiles. After 12 rounds you 
win with the highest score.
Version: multi * Rules: de en * In-game text: no

Taj Mahal
Designer: Reiner Knizia
Publisher: Rio Grande Games

3D placement game for 2 players, ages 8+

Tic Tac Toe in three dimensions! Each player has 13 marbles. A 
grid of three levels can hold 9 marbles in each level. The middle 
position is blocked by a marble in a third color that can be 
included in rows of three. Players alternate in placing a marble to 
form a row of three. Before each move you roll the die. If if shows 
your colour, you get a double move, for white or the other color 
you get a single move. Each row of three is scored immediately. 
If you have placed all 13 marbles, the other player fills all places 
with his marbles and scores rows, when formed. You win with 
the higher score.
Version: de * Rules: de * In-game text: no

tak3tik
Designer: Werner Bäumler Laurin
Publisher: Laurin‘s Spielewerkstatt

Expansion to Talisman for 2-6 players, ages 9+

The 4th expansion for the 4th edition of Talisman! Each player 
guides a character with a basic equipment of talent, luck and 
money; this basic equipment can be enhanced during the 
game. These characteristics, too, and the event cards and the 
reactions of the character to the event card determine the 
flow of the game. Die Drachen expands the game with a new 
double-sided Inner Region: You can either play the Dragon 
Tower ending in a confrontation with Dragon King, or can play 
on the usual Inner Region which now demands new tactics. The 
expansion features 300 ne cards and markers as well as six new 
characters and miniatures.
Version: de * Rules: de en and others * In-game text: yes

Talisman Die Drachen
Designer: John Goodenough
Publisher: Heidelberger Spieleverlag

Assessment and collecting game for 2-4 players, ages 7+

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 shel-
ves 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 seve-
ral purchases be lighter you win with the heaviest of them.
Version: de * Rules: de * In-game text: no

Tante Trudels Trödel
Designer: Steffen Bogen
Publisher: Zoch

Placement and resources management game for 2 players, ages 12+

As leaders of Tuareg tribe you trade dates, salt and pepper for 
gold and privileges and to enlarge the tribe. Goods cards get 
you tribe cards with advantages and victory points. First, you 
move the robber to block a position. Then you place your three 
Targi pieces and place markers on their cross roads; the cards so 
chosen yield actions which you implement in any order. Cards 
underneath tribe markers are replaces, those under Targi pieces 
stay. You can only transfer restricted amounts of gold and goods 
into the next round. After the 4th ambush or if a player has laid 
out the 12th tribe card, you win with most victory points.
Version: de * Rules: de * In-game text:yes

Targi
Designer: Andreas Steiger
Publisher: Kosmos

Placement game for 2-4 players, ages 7+

Canals need to be built from one side of the border to the 
opposite side, ending in the maximum possible numbers of 
estuaries. One player builds in north-south direction, the other 
in east-west direction. 28 tiles are each available four times. Each 
of the pieces shows three estuaries - on one piece all point to the 
same side, on 15 pieces the point to two sides of the tile and on 
12 sides they point to three sides. In each turn you place a tile. 
You start at the center and must then place the new tile adjacent 
to one already in place. In a 3 player version on player takes up 
the role of troublemaker trying to interrupt connections.
Version: de * Rules: de * In-game text: no

Tayü
Designer: Niek Neuwahl
Publisher: Goliath

Development game for 2-4 players, ages 10+

The City State of Tempest is the setting for an epic tale with 
recurring characters of all stations who change and develop, 
come and go. Each game tells part of the saga. In Courtier we are 
brokers of influence and favor at Court and try to control cour-
tiers or factions. You play an influence card or a power card and 
resolve its effects, discard cards and take an influence marker 
from stock; then you can complete a petition. The game ends 
when the Queen is arrested for treason; you score for completed 
petition cards and receive bonuses from cards and abilities.
Version: en * Rules: en * In-game text: yes

Tempest Courtier
Designer: Philippe duBarry
Publisher: Alderac Entertainment Group
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Development game for 2-6 players, ages 12+

The City State of Tempest is the setting for an epic tale with re-
curring characters of all stations who change and develop, come 
and go. Each game tells part of the saga. In Dominare you are at 
the back of a conspiracy which wants to take control of Tempest. 
Agents are the core mechanism and central feature of the 
game; they create income, deliver influence and provide special 
abilities and cause exposure. Phases of a Season are: Conspiracy 
Phase, Event Phase, Canvassing Phase and Action Phase. After 
seven Seasons you score city districts, exposures cost you points, 
and you win with most victory points.
Version: en * Rules: en * In-game text: yes

Tempest Dominare
Designer: Jim Pinto
Publisher: Alderac Entertainment Group

Deduction game for 2-4 players, ages 8+

The City State of Tempest is the setting for an epic tale with 
recurring characters of all stations who change and develop, 
come and go. Each game tells part of the saga. In Love Letters 
we court Princess Annette. She has gone into seclusion after 
the arrest of her mother and we need helpers with the palace 
to make sure that our letters reach her. You play in rounds: You 
draw a card, play a card open-faced and resolve its effect; the 
cards remain visible. When all cards have been used you win a 
marker if you hold the highest-ranked character; you win when 
you have collected 4-7 markers.
Version: en * Rules: en * In-game text: yes

Tempest Love Letters
Designer: Seiji Kanai
Publisher: Alderac Entertainment Group

Development game for 3-5 players, ages 12+

The City State of Tempest is the setting for an epic tale with 
recurring characters of all stations who change and develop, 
come and go. Each game tells part of the saga. In Mercante we 
are Merchants who send out their agents to buy commodities 
from ships and to sell them with maximum profits, but you 
must be prepared for skullduggery and to “entice” senators. The 
turn of the active player comprises administration, auctioning 
a shipment, hire agents and assign agents. Agents in their turn 
can resolve eight possible actions. When one of three end game 
conditions is met you win with most points, 10 crowns buy you 
1 point.
Version: en * Rules: en * In-game text: yes

Tempest Mercante
Designer: Jeff Tidball
Publisher: Alderac Entertainment Group

Complex development game for 2-5 players, ages 12+

The people of Terra Mystica are bound to a certain type of 
terrain, landscape they can set up buildings only in their specific 
kind of landscape. Should other people build or expand buil-
dings in the neighborhood, your power increases. The challenge 
is the best balance between nearness and enough room to 
spread in a game with lots of strategy and little luck. Six rounds 
comprise the phases of Income, Actins and Bonus for Cults with 
preparations for the next round. You score buildings, terrafor-
ming, types of buildings, bonuses, improvements in shipping 
and for city founding and people traits; at the end of the game 
majorities are scored.
Version: multi * Rules: de en * In-game text: yes

Terra Mystica
Designers: Jens Drögemüller, Helge Ostertag
Publisher: Feuerland Spiele

Conflict simulation for 2 players, ages 10+

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 Manassas 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

Test of Fire Bull Run 1861
Designer: Martin Wallace
Publisher: Mayfair Games

Area filling game for 2-4 players, ages 6+

Tetris - well-known for long and a favorite game, now again 
as a board game: The game features 25 Tetriminos, tiles made 
up from four squares in any possible arrangement, and in four 
colors. You roll the die to determine your piece to play, even if 
you cannot do so without leaving a gap, and put the piece into 
the tower at any location. You must arrange three Tetriminos in a 
group to score a point; a connection over corner does not count. 
Additional Tetriminos in a group score one 1 point, too. At the 
same time you should try to isolate pieces of other players. Gaps 
cost you one or two points.
Version: de * Rules: de en * In-game text: no

Tetris Link

Publisher: Asmodee

Historic conflict simulation for 2 players, ages 12+

Teutons has been an ambitious and ongoing project for some 
time - it is a tactical simulation of the conflicts between Poland, 
Lithuania and Novgorod on one side and the Knights of the 
Teutonic Order on the other side. The game is card-driven and 
offers historical leaders, cavalry attacks and counter-attacks, 
infantry defense in fortified terrain, bowmen etc. Four historic 
battles offer lots of variants and scenarios: The battles of Lake 
Peipis, Plowce, Grünwald aka Tannenberg - one of the most 
important Medieval battles, by the way - as well as the battle of 
Chojnice / Konitz.
Version: multi * Rules: de en pl * In-game text: no

Teutons
Designers: J. Andruszkiewicz, W. Gumienny, M. Ozon
Publisher: Diablos Polacos / Phalax Games Poland

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

Between tiles that are fixed to the board you insert mobile tiles 
to complete a labyrinth. One tile is left over and in your turn you 
insert this tile at the end of one row or column of your choice. 
This insertion moves all tiles in the row or column and one tile 
falls out at the other end. After inserting a tile you can move 
your character as far as you can or want. With clever use of these 
two moves you try to form a path for either Spiderman or Lizard 
to the symbol shown on your current symbol card. If you reach 
the symbol, you discard your card. If you are the first to discard 
all cards and get back to your starting spot, you win.
Version: multi * Rules: de en es fr it nl * In-game text: no

The Amazing Spiderman Labyrinth
Designer: Max J. Kobbert
Publisher: Ravensburger

Tactical bluff game for 2-4 players, ages 10+

In several rounds you play cards and each card brings you more 
information on which revenue or sanctions you can expect in 
a city in which you have control due to majorities. If you have 
most gang members in a town, you take the revenue or must 
resolve the sanctions. If you go to Chicago you must share the 
loot with Al Capone, The Boss. The expansion introduces a fifth 
and sixth player; with five you play as you do in the core game; 
in a game of six you play in three teams; play includes the new 
town St, Louis and the use of the new cards for that town.
Version: multi * Rules: de en fr * In-game text: no

The Boss Extension
Designer: Alain Ollier
Publisher: Blackrock Editions
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Card placement game for 2-4 players, ages 8+

Players place cards on locations for gems. One location is laid out 
and you add one or more of your hand cards, on empty spots 
or cards: Any character on Gollum, dwarves on Bilbo, Gandalf 
on Bilbo and dwarves and Gollum on anyone; but always only 
Gollum or dwarf or Gandalf plus any number of Bilbo cards. With 
Thorin you force the next player to lose his turn. When eight 
cards surround the location, you receive gems if you have the 
highest or second highest total of points from visible persons 
at the location. The next location must be placed adjacent to a 
card already placed. After all locations are scored you win with 
most gems.
Version: multi * Rules: de en fr it nl * In-game text: no

The Hobbit Das Kartenspiel
Designer: Reiner Knizia
Publisher: Ravensburger

Adventure game for 2-4 players, ages 8+

The mysterious island is rapidly sinking and you must save your 
adventurers and their treasures. In each turn a part of the island 
sinks, bringing an instant event or one for later use. Adventurers 
go from land into a boat or from land or boat into the water as 
swimmers. You have ten adventurers of different values and 
can allocate three action points per turn. Sea monsters destroy 
ships and swimmers, sharks eat swimmers and whales capsize 
boats but spare swimmers. Adventurers who reach an island in 
the corners of the board are safe. When the volcano erupts, the 
game ends and you win with the highest total from your saved 
adventurers.
Version: multi * Rules: de en es fr gr it nl * In-game text: no

The Island
Designer: Julian Courtland-Smith
Publisher: Asmodee

Card game for 2-4 players, ages 5+

A nice cup of tea, accompanied by a jar of aromatic strawberry 
jam or maybe even Circassian walnuts, not to forget the cherry 
pie! But before we can enjoy those treats, we must go and pick 
berries, make jam and bake pies. Each player is assigned a task 
and scores for jam, pies and completed tasks. You hold four cards 
and eight cards are in the display; in your turn you draw a card, 
swap completed recipes, play cards or discard cards. The lure of 
the game comes from the different demands for the sources of 
cards used to make jam or bake pies. The Bear and Karlsman can 
give you additional points.
Version: multi * Rules: de en fr ru * In-game text: no

The Jam
Designer: Sergej Machin
Publisher: Rightgames

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

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; if you you’re your ship you are out of the 
game. The Combo box includes the Mostly Harmless expansion 
with new docking and mission cards, a new pirate’s nest, the 
spaceship Cobra and double-sides combat card.
Version: multi * Rules: de en * In-game text: yes

The Phantom League Combo Box
Designer: Timo Multamäki
Publisher: Dragon Dawn

Expansion for The Phantom League for 2-6 players, ages 12+

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 Pilot Academy expansion can be 
combined with Mostly Harmless and includes: Extended Battle 
System Module, Surface Mission Module and Galactic Balance 
Module; all are compatible but independent and can be played 
in any combination. Surface Missions and Galactic Balance yield 
Recognition.
Version: multi * Rules: de en * In-game text: yes

The Phantom League Pilot Academy
Designer: Timo Multamäki
Publisher: Dragon Dawn

New series for the deck building game, for 1-5 players, ages 12+

Thunderstone Advance is a new series within the Thunderstone 
range of games, fully compatible with all editions of Thundersto-
ne. The heroes have been catapulted through a portal into this 
new world; terms and wordings have been changed and you 
do no longer quest for Thunderstones, but must win against the 
Thunderstone Bearers or wait until he flees the Dungeon. Prepa-
ration is a new action, Confidantes are a new type of card, Curses 
replace Illness, and there are changes for Dungeon and Villages, 
rules have been streamlined. You can combine Thunderstone 
and Thunderstone cards.
Version: de * Rules: de en * In-game text: yes

Thunderstone Advance
Designers: Mike Elliot, Jason Eagle
Publisher: Pegasus Spiele

Vocabulary and association game for 2-12 players, ages 12+

This game of words offers an attractive combination of associa-
tion 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 “explo-
des” – 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

Tick Tack Bumm
Designer: Los Rodriguez
Publisher: Piatnik

Association game for 2-12 players, ages 5+

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 con-
nected 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

Tick Tack Bumm Junior
Designer: Los Rodriguez
Publisher: Piatnik

Vocabulary and association game for 3-12 players, ages 12+

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“ offers 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

Tick Tack Bumm Party Edition
Designer: Los Rodriguez
Publisher: Piatnik
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Stacking game for 2-4 players, ages 5+

A small disc, a rotary disc on this disc and a crocodile on top: 
You roll the die and either stack animals of your choice or 
animals chosen by others or you choose an animal for a fellow 
player or you turn the rotary disc or reposition the shark fin. 
Stacked animals can only touch the crocodile or other animals, 
never the rotary disc and you stack with one hand. After each 
stacking attempt the turntable is moved to the next buoy and 
you imitate the animal the shark is passing. When you tumble 
the stack you take up to two animals. You win if you manage to 
stack all your animals. In an expert version the turntable rests on 
a hemisphere.
Version: multi * Rules: de en es fr it nl * In-game text: no

Tier auf Tier Jetzt geht’s rund!
Designers: Klaus Miltenberger, Kristin Mückel
Publisher: Haba

Party- and Action game for 2-12 players, ages 5+

Short little tasks using the colorful wooden cubes should be 
resolved quickly and dexterously, for instance: Construct shapes 
on the table or lay them out on the table or balance a tower in 
your palm for a time or run around the table. But beware! The 
random-driven clock rings while you are complying with your 
task: You must take a penalty chip. One player starts, switches 
on the clock, draws a card, resolves the tasks, presses the clock 
and hands it on. The next player draws, resolves, presses, hands 
on, etc. When all penalty chips have been handed out, the game 
ends. The tasks train dexterity, spatial thinking, motor skills and 
balance.
Version: de * Rules: de fr nl * In-game text: no

Time No Time

Publisher: Goliath

Building game for 2-4 players, ages 5+

The crazy gift-vending machine is broken and must be repaired. 
The parts chips are laid out, one of them is turned to its yellow 
side for a start and the same one in white is the target chip. You 
roll the die and place as many domino pieces, the first one onto 
the start chip. You must build around obstacles. When the row 
is complete, all give a guess on the outcome, and the player 
who placed the last piece rolls the coin down the starting ramp. 
When the coin topples all domino pieces in a way that the last 
one falls onto the target chip, you receive a gift for guessing 
this correctly and rolling the coin. After six rounds you win with 
most gifts.
Version: de * Rules: de * In-game text: no

Tims Tüftel-Team
Designer: Gunter Baars
Publisher: Ravensburger

Language learning game for 1 or more players, ages 7+

Basic knowledge in English is the topic of this Quiz FAN, espe-
cially focusing on vocabulary, understanding and pronunciation. 
The Ting Pen together with the Fan offers 45 different tasks 
including pronunciation training, supported by age-based illus-
trations. There is a Discovery Mode and two different variants 
one can play to collect points while observing a time factor. The 
questions come in different levels of difficulty and train different 
aspects of the language. The navigation sheet that is included al-
lows you choice of mode, demanding translations and checking 
on scores; a glossary “English Basiswissen” is included.
Version: de * Rules: de * In-game text: yes

Ting Learning English

Publisher: ASS Altenburger

Educational listening game for 1 player, ages 2+

Ting is Chinese for Listening, and the “Ting Pen” is the third 
commercial variant of the interactive audio and communication 
technology, again with free download of data files for additional 
games and other applications. In this edition of a Quiz Fan you 
can discover rhymes, information, songs and little puzzles and 
spotting tasks on the topic of colors. Eight different colors - 
prime colors as well and secondary colors - are presented and 
taught in an age-based way. The quiz at the end of each chapter 
confirms knowledge learned from the more than 200 audio files 
for discoveries and play.
Version: de * Rules: de * In-game text: yes

Ting Mein Kleiner Brockhaus Die Farben

Publisher: ASS Altenburger

Listening and memo game for 1 or more players, ages 4+

A sound memo featuring animal noises is of course the ideal to-
pic for the read- and listening device “Ting Pen”; the pen makes 
the memo tiles bark, moo, roar and hiss. Five different versions 
of the game and a Discovery Mode use different sides of the 
48 memo tiles. On the back side of the tiles you can discover 
animal noises, animal names and specific hints. The front sides 
of the cards yield information and additional knowledge on the 
animals. You choose the variant via the navigation disc which is 
included.
Version: de * Rules: de * In-game text: yes

Ting Quak & Co

Publisher: ASS Altenburger

Starter set for the tiptoi system for 1 player from ages 4-8

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 individu-
al tempo. The books tell lovely stories and impart profound 
information at the same time.
Version: de * Rules: de * In-game text: yes

tiptoi – Starter-Set Stift + Buch

Publisher: Ravensburger

Device for the tiptoi system for 1 player, ages 6+

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

tiptoi – Starter-Set Stift + Spiel

Publisher: Ravensburger

Adventure non-fiction book for 1 player, ages 7+

Ben and Juli help their friend, Professor Pfeffernuss, with excava-
tions in Egypt. There the stumble on leads to some mysterious 
treasure. Their search leads them from Gizeh to Luxor and into 
the Valley of the Kings. Assisted by the clues and tips of the tiptoi 
Stick the treasure can be found. Besides reading the text the stift 
assists in acquiring information on ancient Egypt. The combinati-
on of narrative adventure story, interesting facts, dodgy puzzles 
and the technical possibilities offered by the tiptoi Pen transfers 
knowledge in a challenging, interesting and interactive way. 
Series Expedition Wissen.
Version: de * Rules: de * In-game text: yes

tiptoi Ägypten
Designers: Annette Neubauer, Michael Bayer
Publisher: Ravensburger
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Interactive adventure book for 1 player, ages 5+

A visit to the pediatrician; there is a rush in the surgery: A scrat-
ched knee must be bound up, someone needs an allergy test 
and one patient is waiting for his inoculation. Too bad, that the 
colleague of Dr. Lindemann is sick in bed himself - children are 
asked to help Dr. Lindemann so that all patients can be treated 
without delay. The puzzle comprises 100 pieces and gives 
information on the human body and how to stay healthy. The 
interactive audio-digital tiptoi Pen lets you help Dr. Lindemann 
with treating patients and assist her with examinations. Series: 
Puzzeln Entdecken Erleben.
Version: de * Rules: de * In-game text: yes

tiptoi Beim Kinderarzt

Publisher: Ravensburger

Game of logic in the tiptoi range for 1-4 players, ages 5-9

Players have found the mysterious underwater city of the Logi-
ans, but to be allowed into the city they must solve 10 puzzles. 
At the start each player chooses his individual level of difficulty 
for his tasks out of a choice of four levels. In turn you place your 
submarine on any square; if an empty square hides a task, “tip-
toi” names the location tile and its number and you score victory 
points for finding the task and again for solving the task. The 
solutions are worked out using animal cards and your cockpit 
board. When the last task is solved the game ends; you win with 
most victory points or if you solved the last task.
Version: de * Rules: de * In-game text: yes

tiptoi Das versunkene Logik-Land
Designer: Ulrich Blum
Publisher: Ravensburger

Interactive adventure book for 1 player, ages 6+

Baby dragon girl Fuega is definitely not in the mood to go to 
school! Who needs dragon runes when you can belch fire very 
nicely already and fly stunning somersaults? Isn’t it much better 
to get some experience under one’s wings and at the same time 
have a real nice little adventure? In the adventure book intended 
for children that are just beginning to read there are more than 
800 sounds and texts to be discovered, for reading to someone, 
joint reading or reading by yourself. The audio-digital tiptoi pen 
offers adventures, information and fun in learning to read in 
three levels of difficulty. Series: Leserabe Lesen lernen mit tiptoi
Version: de * Rules: de * In-game text: yes

tiptoi Der kleine Drache will nicht zur Schule
Designers: Inge Meyer-Dietrich, Almud Kunert
Publisher: Ravensburger

Interactive adventure book for 1 player, ages 6+

Tommi has brought home his first report from school and on 
this happy occasion his Daddy has given him a new football! Of 
course Tommi has to try out this wonderful gift immediately! 
But who is there to play with him? Tommi and his little dog Wolli 
go looking for some friends to join the game. The tiptoi Pen 
in the guise of the Leserabe accompanies first grade students 
through an exciting tale that offers, together with the pen, more 
than 800 sounds and texts; the pen gives advice on reading and 
checks the understanding of words and text by posing difficult 
questions. Series: Leserabe Lesen lernen mit tiptoi
Version: de * Rules: de * In-game text: yes

tiptoi Der neue Fußball
Designers: Erhard Dietl, Wilfried Gebhard
Publisher: Ravensburger

Learning and acquisition game for 1-4 players, ages 7+

Doctor Tempura is looking for test pilots for his time machine 
prototype who will travel to the past and find out contexts. In 
Phase One you travel through time, get clues from the tiptoi 
Pen and must recognize the era and place the corresponding 
boards, both based on these clues. In Phase Two you explore 
the eras, again based on clues from the stick, and touch persons 
or items on the board you identify from the clues you received. 
In Phase Three the time machine is programmed, you combine 
knowledge learned in Phase Two, e.g. “touch two regents you 
met”. For correct answers you collect points and win with most 
of them after Phase Three.
Version: de * Rules: de * In-game text: yes

tiptoi Die turbulente Zeitreise
Designer: Ulrich Blum
Publisher: Ravensburger

Adventure non-fiction book for 1 player, ages 7+

In this book Ben, Juli and Professor Pfeffernuss travel to North 
America, where a new Dino Park is about to be opened. A fresh 
dinosaur track indicates that a Dino species might have survived. 
In the course of their adventurous search across the park the 
children bit by bit find out the secret behind the Dino track. 
The combination of narrative adventure story, interesting facts, 
dodgy puzzles and the technical possibilities offered by the 
tiptoi Pen transfers knowledge in a challenging, interesting and 
interactive way, here also including marvelous sound effects. 
Series: Expedition Wissen.
Version: de * Rules: de * In-game text: yes

tiptoi Dinosaurier
Designers: Thilo und Michael Bayer
Publisher: Ravensburger

Interactive adventure book for 1 player, ages 4+

This edition of Book plus Audio-Digital Pen a topic that is always 
fascinating, not only for children, is featured: Medieval Knights! 
Squire Mathes takes you along an adventurous journey to the 
Court of Castle Falkenhorst. What were the duties and tasks of a 
Knight in those times? What did Knight’s Armor look like? And 
how did a Tournament go? More than 800 sounds and texts 
deliver lots of information on the daily life of knights, featuring 
authentic sounds, dialogs, stories and games that attract 
everybody’s attention and keep them glued to the book! History 
and the past come alive with tiptoi! Series: Wieso? Weshalb? 
Warum?
Version: de * Rules: de * In-game text: yes

tiptoi Entdecke die Ritter
Designers: Guido Wandrey, Sabine Lipan
Publisher: Ravensburger

Interactive adventure book for 1 player, ages 4+

Welcome to a special kind of city tour! There is much to see and 
hear among skyscrapers, pars, museums and shops: Vehicles, 
street musicians, animals, children playing and funny dialogs. 
You can also discover the underworld of canal systems and 
subways beneath the city. Colorful “teeming” pages, lively games 
and lots of interesting detailed information can be found. The 
tiptoi Pen invites you for a walk through the Old Town Center, 
the shopping mall, the Football Stadium and other interesting 
locations, offering funny dialogs, thrilling sounds and informati-
ve texts. Series: Wieso? Weshalb? Warum?
Version: de * Rules: de * In-game text: yes

tiptoi Entdecke die Stadt
Designers: Lila L. Leiber, Daniela Betz
Publisher: Ravensburger

Interactive adventure book for 1 player, ages 4+

Who lives on the savannahs, in the deserts and in the rain 
forests? What are Great Apes? Why do Gnus live dangerously? 
Elephants, giraffes, zebras, great apes and many more inmates of 
Africa come to life on this safari with the help of more than 800 
real-life sounds, songs and texts. Facts and reports on personal 
experiences inform on environments, habitats, behavior and 
special characteristics of animals. Many authentic sounds make 
us believe to be on a safari ourselves! Quiz and spotting games 
deepen the experience and test acquired knowledge in a playful 
way. Series: Wieso? Weshalb? Warum?
Version: de * Rules: de * In-game text: yes

tiptoi Entdecke die Tiere Afrikas
Designers: Constanze Schargan, Inka Friese
Publisher: Ravensburger
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Interactive adventure book for 1 player, ages 5+

Animal keeper Oscar needs assistance to catch the monkeys! The 
100 parts of the puzzle take us along to the zoo and offer a jour-
ney of discovery with the interactive digital tiptoi Pen: Using the 
“Entdecken” operation you touch animals, keepers and visitors 
on the puzzle to learn interesting facts about them. And you can 
also play a challenging game: The new animal keeper Oscar has 
left open the door of the Spider Monkey compound, all eight 
monkeys have escaped! You collect clues and solve puzzles and 
tasks and thus try to catch all Spider Monkeys. Series: Puzzeln 
Entdecken Erleben.
Version: de * Rules: de * In-game text: yes

tiptoi Im Zoo

Publisher: Ravensburger

Interactive information book for 1 player, ages 4+

This book for use with the tiptoi Pen is meant for children in 
nursery school and features the topics of Farm, Fire Fighters, 
Building Site, Train Station, Airport, Supermarket and Hospital. 
With the pen operations of “Discover”, “Knowledge”, “Narration” 
and “Play” you can discover sounds, facts and information on 
those seven topics. The more than 600 sounds and texts answer 
questions, for instance Which animals live on a farm? What does 
a Fire Fighter Station look like? Who works on a building site? 
Which wards are there in a hospital? Funny songs that are also 
included offer additional fun to discover and try out!
Version: de * Rules: de * In-game text: yes

tiptoi Mein großes Bilderlexikon

Publisher: Ravensburger

Audio adventure game for 1-4 players, ages 7+

As an adventurer and venture deep into the jungle to complete 
challenging missions - hunting for the legendary ruby of the 
Maharaja or the search for the rarest animals in the world intro-
duce new challenges. But you do not only need concentration, 
listening closely to the tiptoi pen or exact reading and under-
standing of the cards, but also agility and dexterity for the action 
tasks demanded in some missions. You need to cooperate to win 
together and choose one mission from 15 missions, available in 
three levels of difficulty. If you have successfully completed all 
tasks of a mission, all of you win together.
Version: de * Rules: de * In-game text: yes

tiptoi Mission im Lesedschungel
Designer: Kai Haferkamp
Publisher: Ravensburger

Quiz and activity game for 1-3 players, ages 4+

Knowledge also helps to fight off boredom; this is easily proved 
with this knowledge quiz. You need not be bored during a long 
drive in a car - the interactive, audio-digital tiptoi pen gives you 
lots to do, keeps you entertained and also relates lots of interes-
ting facts on the topic of traffic and even takes the surroundings 
into account, for instance the traffic signs and letting you 
observe or count things that you see while driving by. You solve 
tasks posed by the pen and move forward on the speed-scale 
for a correct solution. If you reach the red area on the scale, you 
touch it with the pen - one last round is played and then you win 
with most points.
Version: de * Rules: de * In-game text: yes

tiptoi Ratespaß auf Reisen
Designers: R. Hofstätter, A. Steinwender
Publisher: Ravensburger

Audio adventure game for 1-3 players, ages 7+

In the 2nd audio adventure game using the tiptoi pen you go 
treasure hunting with Tom and Tina in the Mexican jungle. Tom 
and Tina want to meet their uncle in Mexico, who is exploring 
old temple pyramids. On their journey into the Valley of the 
Temples the hints intensify that there might be a hidden treasu-
re of the Mayas waiting to be discovered. Therefore Tom and Tina 
need to get to their uncle quickly can to start their search for the 
treasure. But there are some bad guys who want to beat them to 
the treasure. A thrilling race begins in which you must use your 
brains and skills to solve tasks which lead you to the treasure.
Version: de * Rules: de * In-game text: yes

tiptoi Tom & Tina Das Tal der Tempel
Designers: H. Glumpler, M. Teubner
Publisher: Ravensburger

Acquisition game for 2-4 players, ages 7+

The witch in the magic wood you will brew the mightiest potion 
will be the new Head Witch. Players help to find the ingredients 
with their imps and deliver ingredients to the witches and the 
coming Head Witch for training points and bonuses. You win 
with most training points. If you deliver ingredients to the Evil 
witch, you lose training points. In your turn you can travel, 
question witches on the same spot with you, send imps to spots 
without imps or deliver ingredients or brew your own potion for 
a special ability. Tiptoi assigns ingredients, moves the witches, 
answers questions and administrates deliveries and training 
points.
Version: de * Rules: de * In-game text: yes

tiptoi Wettstreit im Hexenwald
Designer: Ulrich Blum
Publisher: Ravensburger

Placement game for 2-5 players, ages 8+

As hotel manager you need attractive personnel and good am-
bience for your guests, the better the more victory points! Four 
attractions - animator, GoGo dancer, deck chairs and sun-shades 
- are available four times each in five colors. You have three ac-
tions - choose, place and replenish an attraction. You either place 
different attractions with the same frame or identical attractions 
in different colors. The last attraction you placed determines 
the starting card rule for the next player. When the last joker is 
placed or the stop card appears, you win with most points.
Version: de * Rules: de * In-game text: no

Titten, Ärsche, Sonnenschein
Designer: Walter Schranz
Publisher: Heidelberger Spieleverlag

Game of treasure acquisition for 2-4 players, ages 10+

Players search and find treasures on a variable board, different 
for each game. They play clues for paths to the treasures and 
thus narrow down the number of possible treasure locations. 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 com-
prises 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

Tobago
Designer: Bruce Allen
Publisher: Zoch

Strategic “Zen” travel game for 2-5 players, ages 8+

We travel trough the feudal Japan of old, using the reputed 
Tokaido, the old road leading from Kyoto to Edo, through 
magnificent landscape and enjoying culinary specialties and 
unforgettable encounters. The player in last position is the active 
player for a turn, moves any distance and resolves the effects of 
the spot where he finishes his move. When all have arrived at 
Edo, you score for donations to temples and achievement cards 
for Gourmet, Bather, Encounters and Souvenirs; on the road 
you can acquire an achievement card for Panorama. The game 
includes variants for a simple game, a return journey or a more 
tactical arrival at the Inn.
Version: en * Rules: en * In-game text: no

Tokaido
Designer: Antoine Bauza
Publisher: Funforge
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Party game for 3-6 players, ages 6+

Each player is dealt six round cards, face down. In turn each play-
er turns up his top card and puts it in the middle of the table: All 
players must instantly and simultaneously react to the image on 
the card - clap, say the name of the game, say Hello and imitate 
using a phone, name the nickname or name of the one who tur-
ned up the card, and so on and so on. If you make a mistake, you 
take all cards from the middle. If you are the first one to be out of 
cards, you win. Depending on the color of their frames the tasks 
on the cards are easy, medium hard and difficult to execute.
Version: en * Rules: en pl * In-game text: no

topAtop plus
Designer: Agnieszka Migdalska
Publisher: Kuźnia Gier

Deck building railway game for 2-4 players, ages 12+

Rail road companies in the 19th and 20th century - you are 
managing them, You build up your personal stock, that is, a deck 
of trains, personnel and facilities. Then you use those cards to 
build railways in the vicinity of Tokyo and Osaka, expand the 
towns and build real estate. The challenge is to get the cards you 
need and to get to use them. In a turn you play and buy cards in 
any order and as often as you want, but separately, as you do in 
other deck building games. When four stacks are empty or if you 
have used up all track markers or when all station markers have 
been placed, you add your bonuses for track and the points on 
cards.
Version: multi * Rules: en jp * In-game text: yes

Trains
Designer: Hisashi Hayashi
Publisher: Okazu Brand / Japon Brand

Card game with a railway topic for 3-5 players, ages 10+

Railway companies are the topic of this trick-taking card game. 
You start with an ordained display for the companies and with 
9 cards in hand. The starting player leads a card; if possible you 
add a card of the same company, or any card, you cannot pass. 
The highest card of the company led wins the trick and the win-
ner resolves the card in 1st position on the trick row. Depending 
on the card you take a share or place an engine or city next to 
the company. Cards played in the trick are disposed of as stated 
in the rules. When all cards have been played, you determine the 
value of the company and score accordingly for its shares.
Version: multi * Rules: en jp * In-game text: no

Trick of the Rails
Designer: Hisashi Hayashi
Publisher: Okazu Brand / Japon Brand

Placement game for 1-6 players, ages 7+

Triovision Master trains spatial orientation: Round the board 
cards are on display showing positions of the colored pieces of 
different shapes. All players try simultaneously to relocate one 
piece in order to create one of the patterns shown on the cards. 
The snag is that you can only relocate the piece that is visible 
on the top of the draw pile. If you see a solution, you stop the 
search, point out the card and relocate the piece. When you are 
correct, you take the card and a new one is displayed. Mirror-
image solutions do not count! If you own 12 cards, you win!
Version: multi * Rules: de en fr nl hu * In-game text: no

Triovision Master
Designer: Susanne Galonska
Publisher: IQ-Spiele / Huch! & friends

Trivia quiz game for 2-6 players, ages 8+

This edition features a complete game, with movers and board. 
Categories are blue for Geography, pink for Entertainment, yel-
low for History, brown for Art & Literature, green for Science and 
Technology and orange for Sports & Leisure. The question cards 
are separated into blue cards, for players aged 14 and up, and 
yellow cards for younger players. General Rules and mechanisms 
correspond to those of a standard Trivial Pursuit edition, for 
movement you use a die and can jump to any corner spot if you 
roll the joker symbol. New edition with a new design.
Version: de * Rules: de and many others * In-game text: yes

Trivial Pursuit Family

Publisher: Hasbro

Trivia quiz game for 2 or more players, ages 16+

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 diffe-
rent 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

Trivial Pursuit Master Edition

Publisher: Hasbro

Logic puzzle for 1 player, ages 7+

The city must be protected by walls. You choose one of the 60 
puzzles and place your own blue and the red enemy knights as 
pictured, depending on the level of difficulty there are different 
numbers of knights and there can also be different numbers 
of your own and enemy knights in a puzzle. Then you place 
the wall parts into the indentions on the board so that all your 
own knights are completely surrounded by walls and all enemy 
knights are outside the walls. There is only one correct solution 
for each puzzle, and solutions are included in the game.
Version: multi * Rules: de es fr it nl pt * In-game text: no

Troja

Publisher: Jumbo

Finance simulation for 3-6 players, ages 12+

No end to the crisis! In the role of a state, a bank or a conglome-
rate you are involved with bonds and shares in the global finan-
cial market. If you squander your trust for your credit rating, this 
will be reflected in the debts of the Bad Bank and in the Rating 
by Premium & Ritch. At the start you choose a protagonist plus 
privilege, consolidation cards and special privilege. With seven 
cards you start the economic cycle, which comprises transaction 
phase, rating phase and consolidation phase. When the rating of 
any player has been reduced to D = Trash in the rating phase, the 
game ends and you win with the lowest amount of debts.
Version: de * Rules: de * In-game text: yes

Trust
Designer: Thomas Müller
Publisher: Heptagon

Building game for 2-4 players, ages 8+

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

Turmbauer
Designer: Matt Mette
Publisher: Kosmos
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Zombie adventure game for 2-6 players, ages 10+

Hickville has been overrun by Zombies. Some humans are moo-
red in the attic of the manor and must escape! Four cards with 
escape plans are laid out and equipment is prepared. In a turn as 
an uninfected human you have four action points, as a Zombie 
only one. Human actions are: Move to the next room (1 AP), look 
for equipment (2) , swap tile (1), make noise (1), use tile (0). This 
is followed by a Zombie attack on the active human player and 
a move for him, if he is infected now. When a human can comply 
with an escape card for himself, he wins. When all are infected all 
win together but the player who was infected last!
Version: en* Rules: en pt * In-game text: yes

Turned

Publisher: Runadrake

Mind game for 1 player, ages 8+

A new mind and logic game with a clear beautiful and functional 
design: The corners of the board showing a 3x3 grid are marked 
with one of four colors. Aim of the game is to get the pawn of a 
color into the corner of the corresponding color through a maze 
of turnstiles and barriers. This is not an easy task, as the board 
changes with each move. You set up one of the 40 puzzles, 
which come in ascending levels of difficulty. Turnstiles and 
barriers turn by 90° when a pawn crosses them, but this turning 
results in blocking of other paths. As additional obstacles you 
need to detour around gray barrier pawns.
Version: de * Rules: de en * In-game text: no

Turnstile
Designer: Steve Hayton
Publisher: Thinkfun

Resources management game for 3-6 players, ages 14+

Final Days of an Empire: To take control of Metabol City you take 
on one of the great races with their unique economic, military, 
strategic or treacherous advantages for control or victory. In 
each round you move units to acquire influence or to control 
areas of Metacol City. The focus of the game lies on diplomacy, 
treachery and brittle alliances. Each round comprises the phases 
Influence, Bidding, Recruitment, Maneuvering, Battle, Collection 
and Bombardment. If you control the necessary number of 
strongholds either alone or in an alliance or comply with one of 
the victory conditions after 8 rounds, you win.
Version: de * Rules: cn de en es pl * In-game text: yes

Twilight Imperium: Rex
Designers: Konieczka, Goodenough, Eberle, Kittredge, Olotka
Publisher: Heidelberger Spieleverlag

Drawing game for 4 or more players, ages 7+

Yet another drawing game? Not really - but yes, you draw what 
the members of your team should guess, but if you draw you 
wear glasses with special lenses which distort your sight in three 
degrees of difficulty. Categories for your drawings are objects, 
entertainment and locations and are stated on the back of the 
cards for a bit of help. You roll the die and move your marker to 
the next such spot, put the necessary lenses into the glasses, 
draw a card and roll to determine the image. You may not talk 
or gesture while drawing, cannot use letters or numbers and 
must remain seated. If the guess is correct you may roll the day 
and advance.
Version: multi * Rules: de nl * In-game text: yes

Twisted Eyes

Publisher: Goliath

Agility game for 2 or more players, ages 6+

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

Twister

Publisher: Hasbro

Dancing and agility game for 1-2 players, ages 8+

Twister Moves Britney Spears provides four discs in four different 
colors for each player; you place them according to the song you 
want to use. Then you can dance to the music you chose from 
five different songs provided by the unit or connect the unit to 
your own Mp3 Player and dance to your own music; the unit can 
be used as a loudspeaker. When the left side of the unit flashes 
you move your left foot to the disc of this color; the same goes 
for your right foot and the right side of the unit; when both sides 
light up you move both feet at the same time to the discs of the 
flashing colors. The game comes with a song by Britney Spears.
Version: de * Rules: de en * In-game text: no

Twister Dance Britney Spears

Publisher: Hasbro

Game of accordance for 2-8 players, ages 16+

Women and men form teams and play against each other a 
number of rounds depending on the number of players. You de-
cide 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

Typisch Frau typisch Mann
Designer: Reiner Knizia
Publisher: Kosmos

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

Five Mayan cities are represented by the big Tzolk’in wheel and 
five small cog-wheels connected to it; players are Mayan tribes 
you use the wheels to develop their civilization. You either place 
workers on the wheels or take them off again to resolve the 
action which they have reached. At the end of a round Tzolk’in 
moves by one day and thereby moves all workers on all wheels 
by one Position. Corn is food and currency; actions are Pro-
duction, Resources, Buildings and Technologies; some actions 
influence one of the three Gods. Gods award victory points, as 
do buildings and crystal skulls in Chichen Itza.
Version: en * Rules: de en * In-game text: no

Tzolk‘in: The Mayan Calendar
Designers: Simone Luciane, Daniele Tascini
Publisher: Czech Games Edition

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

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 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 color wins the game.
Version: de * Rules: de en fr it kr nl and others * In-game text: no

Ubongo
Designer: Grzegorz Rejchtman
Publisher: Kosmos
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Card game on symbols for 2-4 players, ages 8+

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 correctly: 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

Ubongo Das Kartenspiel
Designer: Grzegorz Rejchtman
Publisher: Kosmos

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

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: de en gr kr fi no * In-game text: no

Ubongo extrem
Designer: Grzegorz Rejchtman
Publisher: Kosmos

Placement game for 2-4 players, ages 5+

The junior version of the colorful placement game features only 
nine geometrical shapes in nine colors, each illustrated with an 
animal that fits the shape. As in the core game you draw a board, 
take the animals shown on it from your stock and try as fast as 
you can to place the animals correctly on the white square spots 
of the board, no empty spots are allowed and no sticking out 
of any shape across the border lines. If you manage to place 
your animals within the time set by the timer, you draw jewels 
from the bag. When all boards have been played, you win with 
most jewels. You can combine Ubongo and Ubongo junior for 
a family game.
Version: de * Rules: de * In-game text: no

Ubongo Junior
Designer: Grzegorz Rejchtman
Publisher: Kosmos

Card placement game for 2-5 players, ages 14+

As the Head of your Family you develop the town. You start 
with 5 cards, which can be used for resources, actions or order. 
First you place cards used in your previous turn into the Forum, 
then you can Command or Plot. To Command you play a card 
as an order for Production, Exploration, Draconians, Trade or 
Construction. Buildings yield special abilities for the rest of the 
game. To Plot you first copy the activity of another player and 
then craw two cards. The interactions and effects of the cards 
modify those basic rules in each turn. You win with 14-20 victory 
points, depending on the number of players, from buildings and 
monopolies.
Version: en * Rules: en fr jp * In-game text: yes

Uchronia
Designer: Carl Chudyk
Publisher: iello

Party game for 5-68 players, ages 8+

The little village suffers an invasion of werewolves! Will the 
villagers be able to fight off the plague? As a villager you want 
to hunt the werewolves. As a werewolf you want to convince 
the villagers of your innocence and at the same time make sure 
of your nightly prey. There are dozens of special characters from 
which you can choose and who help the villagers as well as the 
werewolves to obtain their goal. The game comprises 40 role 
cards and 18 different scenarios for groups of different sizes and 
playing experience as well as a booklet full of hints, tips and 
strategies.
Version: en * Rules: de en jp * In-game text: yes

Ultimate Werewolf Ultimate Edition
Designer: Ted Alspach
Publisher: Bezier Games

Placement game for 1-5 players, ages 8+

At night animals fly as dream birds around the Sacred Mountain 
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

Uluru
Designer: Lauge Luchau
Publisher: Kosmos

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

As Urban Planner you must re-develop a city, assisted by 
specialists. You have two actions per turn, chosen from: 1) Draw 
two cards in any combinations from resource pile, project pile or 
resources pool. 2) Renovate a building by playing cards. 3) Hire a 
specialist, either an unclaimed one from beside the board or one 
employed by another player. 4) Submit a project by playing a 
project card face-down. At the end of the turn you score specia-
lists in your employ. When a district has 2 or fewer un-renovated 
buildings or if there are 3 specialists worth 5 or more, you score 
your submitted projects after one final round for all.
Version: en * Rules: en * In-game text: no

Urbania
Designer: Simone Luciani
Publisher: Mayfair Games

Logistics game for 3-5 players, ages 10+

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

Valdora
Designer: Michael Schacht
Publisher: Abacusspiele

Game of dexterity for 2-4 players, ages 8+

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 hig-
her. 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, other-
wise 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

Villa Paletti
Designer: Bill Payne
Publisher: Zoch
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Worker Placement game for 2-4 players, ages 12+

Village Life and careers as churchmen, administrators or 
travelers! Family members in the village chronicle earn family 
fame. Plague and action cubes on action spots are taken for one 
action for influence on different areas, sometimes at cost of time. 
Plague pieces reduce life expectancy. After a mass at the end of 
the round rises in the church hierarchy and fame are resolved. 
When the time marker passes the bridge, one of the eldest 
characters dies and is placed in the chronicle or an anonymous 
grave; when one of these locations is full you score travels, coun-
cil chamber, church, chronicle, customer tiles and coins.
Version: multi * Rules: de en * In-game text: no

Village
Designers: Inka und Markus Brand
Publisher: Eggertspiele / Pegasus Spiele

Fantasy adventure game for 2-5 players, ages 13+

One player is the Keeper; the others are Investigators, who 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. Each faction wins by achieving individual goals. 
Verbotene Alchemie introduces new investigators, trauma, 
mythos and combat cards and three new stories of Scientific 
Horrors; in new rooms you meet new monsters, items, clues, 
keys and puzzles.
Version: de * Rules: de en es fr jp pl * In-game text: yes

Villen des Wahnsinns Verbotene Alchemie
Designer: Corey Konieczka
Publisher: Heidelberger Spieleverlag

Assessment game for 2-7 players, ages 8+

From the categories This & That, Geography, History, Sports, 
Technology and Entertainment you choose four for your game 
and assign them to a section of the board. In your turn you 
choose a category, move the category marker and read out a 
question. The answer is always a number between 1 and 99. 
Now all can lay down an answer with their number cards or 
pause and bluff using number cards with their Pause card. If you 
made the best guess, you move one step ahead and discard 
the number cards. If you hit the mark with a correct answer, you 
keep the cards. Bull’s Eye version with task cards as regards to 
categories.
Version: de * Rules: de * In-game text: yes

Voll ins Schwarze
Designer: Touku Tahkokallio
Publisher: Huch! & friends

Card game for 3-4 players, ages 8+

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

Volle Scholle – Uli Stein
Designer: Martin Wallace
Publisher: Kosmos

Trading game with cards for 2-4 players, ages 10+

As traders in the heart of Africa you buy fruit, furs, salt, tea, cloth 
and jewelry for your village. The shaman of the village demands 
discarding of certain combinations of wares for status gain. You 
start with 6 cards, in your turn you can play 0, 1, 2 or 3 cards; 
then you take supplements, cards and /or gold, the more cards 
you played the fewer supplements you get. Several cards are 
played and implemented one by one. Actions are buying wares, 
selling wares and raise status, there are also cards marked with 
gold and “fire of the shaman” cards. If you are first to reach the 
highest status level you win the game.
Version: de * Rules: de * In-game text: yes

Waka Waka
Designer: Rüdiger Dorn
Publisher: Kosmos

Dice game for 2-4 players, ages 8+

Each card shows tasks that must be completed by rolling dice. 
You roll and can – for the penalty of a baby bug – reroll all dice 
just rolled or set aside any number of dice. This is repeated until 
you have set aside all dice. A task that now is completed is co-
vered with a chip and you can stop your turn or roll again for the 
next task. If you must end your turn without completing a task, 
you take two baby bugs. If you complete the last task on a card, 
you take the card. For the 5th baby bug you take the top penalty 
card and all players return all their baby bugs. When task cards or 
penalty cards are used up, you win with most points.
Version: de * Rules: de * In-game text: no

Wanzen tanzen
Designer: Reiner Staupe
Publisher: Amigo Spiele

Role Play campaign for 2-4 players, ages 12+

„Ein Sturm zieht auf“ is a complete campaign for the Role Play 
game of Warhammer Fantasy. Players must confront a series of 
mysterious events in which they must prevail against dangerous 
opponents, make morale decisions and withstand nature’s 
forces. Besides the campaign book there is detailed information 
on the village of Stromdorf and her funny villagers, supple-
mented by 40 cards in different sizes comprising action cards, 
locations, items, magic failures or mental illnesses - and then 
there is the weather, on top of all other adversities.
Version: de * Rules: de en * In-game text: yes

Warhammer Fantasy Ein Sturm zieht auf

Publisher: Heidelberger Spieleverlag

Material for the Warhammer fantasy for 2-6 players, ages 12+

All kinds of nasty beasts, monsters and miscreants inhabit the 
Old World and threaten its righteous inhabitants. Equipped with 
the Kreaturen-Handbuch, game masters can now make those 
bad guys and dangerous creatures come alive! More than 100 
pages of this handbook provide lots and lots of information; 
dozens of new enemies are introduced and detailed descrip-
tions and guides to the different creatures are provided to make 
sure that you can involve them effectively into adventures and 
campaigns. Clear-structured diagrams and tables facilitate the 
incorporation into adventures.
Version: de * Rules: de en * In-game text: yes

Warhammer Fantasy Kreaturen Handbuch

Publisher: Heidelberger Spieleverlag

Material for the fantasy role play for 2-4 players, ages 12+

The stability of the Empire is threatened, but a few courageous 
individuals confront the danger, others have been involved by 
Fate into dangerous adventures - all you might need to cope 
you will find in this neat Adventurer’s Toolkit, and maybe try 
out an interesting or unusual profession - would you like to be a 
Combat Dancer of the Wood Elves or a suppressed Pied Pieper 
with a nasty little dog - 50 action cards, 30 talent cards, 10 new 
professions, 4 new group sheets, character holders and markers 
provide the necessary basis for all this.
Version: de * Rules: de en * In-game text: yes

Warhammer Fantasy Werkzeuge des Abenteurers

Publisher: Heidelberger Spieleverlag
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Fantasy card game for 2 players, ages 13+

A living card game is a new kind of card game, based on the 
system of collectible card games, but with the claim not to be a 
collectible card game. The Core Set holds four ready-to-play pre-
constructed decks for the „good“ races of Empire and Dwarves 
and the „evil“ fractions of Orks and Chaos. You are able to adapt 
these core decks with Battle Packs to your individual preferences 
and strategies. The different card types are called Unit/Einheiten, 
Tactics/Taktik, Quest, Support/Hilfskarten und Draftkarten/Draft 
cards. The aim of the game is to set fire to two of three regions of 
the opposing capital to win.
Version: de * Rules: de en and others * In-game text: yes

Warhammer Invasion Living Card Game
Designers: Eric W. Lang, Nate French
Publisher: Heidelberger Spieleverlag

Fantasy card game for 2 players, ages 13+

In Warhammer Invasion you play a meta plot on tactical 
warfare, clever administration of a kingdom and quests. The 
pre-constructed decks for Empire, Dwarves, Chaos and Orcs are 
adapted with Battle Packs to individual preferences and strate-
gies. The different card types are Unit, Tactics, Quest, Support 
und Draft cards. The aim of the game is to set fire to two of three 
regions of the opposing capital to win. “Der Racheschwur” is a 
Battle Pack in the “Endloser Krieg” cycle offering 20 new cards to 
improve your decks. Storyline: The High Elves of Ulthuan hunt 
their enemies and patrol the Shadows.
Version: de * Rules: de en and others * In-game text: yes

Warhammer Invasion: Der Racheschwur
Designers: Eric W. Lang, Nate French
Publisher: Heidelberger Spieleverlag

Fantasy card game for 2 players, ages 13+

In Warhammer Invasion you play a meta plot on tactical warfare, 
clever administration of a kingdom and quests. The pre-const-
ructed decks for Empire, Dwarves, Chaos and Orcs are adapted 
with Battle Packs to individual preferences and strategies. The 
different card types are Unit, Tactics, Quest, Support und Draft 
cards. The aim of the game is to set fire to two of three regions of 
the opposing capital to win. “Omen des Unheils” is a Battle Pack 
in the “Bloodquest” cycle offering 20 new cards to improve your 
decks. Storyline: Deadly assassins strike out of the Shadows and 
Death is lurking in the hand of each warrior.
Version: de * Rules: de en and others * In-game text: yes

Warhammer Invasion: Omen des Unheils
Designers: Eric W. Lang, Nate French
Publisher: Heidelberger Spieleverlag

Fantasy card game for 2 players, ages 13+

In Warhammer Invasion you play a meta plot on tactical warfare, 
clever administration of a kingdom and quests. The pre-const-
ructed decks for Empire, Dwarves, Chaos and Orcs are adapted 
with Battle Packs to individual preferences and strategies. The 
different card types are Unit, Tactics, Quest, Support und Draft 
cards. The aim of the game is to set fire to two of three regions 
of the opposing capital to win. “Schild der Götter” is a Battle Pack 
in the “Bloodquest” cycle offering 20 new cards to improve your 
decks. Storyline: A shield forged among the stars awaits a hero 
who carries it into battle.
Version: de * Rules: de en and others * In-game text: yes

Warhammer Invasion: Schild der Götter
Designers: Eric W. Lang, Nate French
Publisher: Heidelberger Spieleverlag

Fantasy Role play system for 2-6 players, ages 12+

Dark Heresy is - like Warhammer Fantasy - a role play system 
in the Warhammer 40.000 universe. Players are acolytes in the 
employ of the inquisition and fight heresy, Xenos and chaotic 
influence in the Calixis sector; they investigate openly and 
secretly, in the guise of many characters and careers. The rules 
are based on Warhammer Fantasy. There are Psi abilities, an 
abstract combat system, more equipment, alternate careers and 
simplified rules. “Das Blut der Märtyrer” introduces new rules, 
new background and careers or equipment as well as a detailed 
history of the Ecclesiarchy and the Daughters of the Empire.
Version: de * Rules: de en * In-game text: yes

Warhammer Schattenjäger Blut der Märtyrer

Publisher: Heidelberger Spieleverlag

Quiz game based on the books, for 2-4 players, ages 4+

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

Was ist Was Junior Mein erstes Quiz
Designer: Anja Wrede
Publisher: Kosmos

Allocation game for 1-2 players, ages 2+

Sorting, allocating and placing correctly are the tasks and also 
the ability targets for this game in the series “spielend Erstes 
lernen”. Naming and allocating the colorful images to tree, mea-
dow and lake enhance the knowledge of daily life and support 
logical thinking and use of knowledge. To place the image pins 
on the tree also needs some motor skills. The box bottom serves 
as lake and meadow, the tree is set up on top. Then in turn you 
pick up one item and put it in its correct place or, in a somewhat 
more difficult game, try to be the first to fill all four spots on your 
side of the tree with correct pins.
Version: de * Rules: de * In-game text: no

Was passt wohin?

Publisher: Ravensburger

Cooperative assembling game for 2-4 players, ages 4+

Water voles are after the treasure hidden on Wally’s Island, the 
lighthouse keeps them away. But now it is broken and you 
need to build new ones on the neighboring islands as quickly 
as you can. A finished lighthouse shows both island colors and 
is topped by a small yellow light. You roll the dice - for boat(s) 
the rats move one position toward the island. For color(s) you 
take the respective disc(s) and place it on a lighthouse where 
they fit. If you cannot use color(s), you move Wally; if he reaches 
his starting island, you can place a disc that fits. When all light-
houses are finished before the voles reach the island, all have 
won together.
Version: multi * Rules: de en es fr it nl * In-game text: no

Wasserratten in Sicht
Designers: Carmen & Thorsten Löpmann
Publisher: Haba

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

Wok cuisine at the Wok festival with Wok musicians! No wonder 
that ingredients have gone missing. You collect coins to buy in-
gredients which you then use to acquire Woks. Ingredients, Woks 
and coins are laid out in rows and groups; you can take one 
action - coin, buy row of ingredients or take a Wok card. Empty 
rows of ingredients are refilled, coins get back to the display due 
to buys. Wok cards are acquired by discarding the ingredients 
listed on them; you keep the ingredients ! When two rows of 
ingredients are empty, you assign your ingredients and maybe 
the Man-at-Wok (Cook) to your Woks and win with most points.
Version: de * Rules: de * In-game text: no

We will wok you!
Designer: Sebastian Bleasdale
Publisher: Pegasus Spiele



81

2013

Icon explanation

Solo Play Two Players Large Groups Recommended Minimum Age

GABIS explanation on page 3

Logic question game for 2 players, ages 6+

Each player looks at a gallery of portraits, but in this version they 
are not the familiar faces with beards or hats, but characters from 
Star Wars, Yoda or Sidious, Patme or Jabba or Anakin. Now you 
must find the portrait on the card chosen by your opponent. You 
ask questions and close the portraits excluded by the answers 
of the opponent. Who finds the correct portrait faster by asking 
the right questions? All portraits are depicted on the top of the 
board to facilitate asking questions, for instance on the color of 
the Light Swords. Three different versions of the game.
Version: de * Rules: de en * In-game text: no

Wer ist es? Star Wars

Publisher: Hasbro

Development game for 2-4 players, ages 12+

1864, in the Dakota Territories; players are Marshals in one of the 
towns. In each turn you can give three orders which correspond 
to the activities of three building inmates. With new buildings 
you acquire new action options. You need not only to keep an 
eye on the other Marshals but also keep an eye on the political 
developments in Washington, defend the town against Indians 
and also develop your town! Round comprise: Preparation of 
cards - play two cards - Use and play a third card - revenues - Lin-
coln visit. When the Lincoln cards are gone, you score for houses, 
buildings in town and symbols of Lincoln cards in the town.
Version: multi * Rules: de en fr * In-game text: no

Western Town
Designer: Olivier Warnier
Publisher: Whyme

Soccer simulation for 2 or more players, ages 6+

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 edi-
tion; 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

WeyKick 7500
Designer: Ralph Kuhl
Publisher: Ulrich Weyel

Dexterity game for 2 players, ages 8+

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 at-
tack 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

WeyKick Kubbolino

Publisher: Ulrich Weyel

Sport simulation for 1-5 players, ages 6+

WeyKick is renowned for very beautiful sport simulations which 
work as well as they are simple, ranging from Soccer to Ice 
Hockey! Now there is a new range of games, WeyKick miniature 
Games, which offer small, cute game ideas and also sport 
simulations for fast and easy play at home. The latest addition to 
the range is Minigolf. The golf course is mounted on a wooden 
board; five holes offer interesting challenges; balls and clubs 
are made from stainless steel and you play just as you would on 
a real course: Sink the ball in the hole with the fewest possible 
strokes.
Version: de * Rules: de * In-game text: no

WeyKick Minigolf

Publisher: Ulrich Weyel

Race game with dice and cards for 2-6 players, ages 8+

Players control rafts going over rapids; each raft is controlled 
by two players and each player influences two rafts, in one of 
them for double points. You have action cards and energy cards 
for one action point each. Event hexes on the board and dice 
introduce hazards on the way. Action cards are assigned to 
rafts; they can only be used for such a raft and are available in 
each turn. Energy cards can be used on any raft, but need to be 
regenerated with an action card. Problems like loss of a paddle 
can block action cards. When three rafts have crossed the finish 
line, you score placement and secret scoring markers.
Version: en * Rules: en * In-game text: no

Whitewater
Designer: Fréderic Moyersoen
Publisher: Mayfair Games

Race game with cards for 2-6 players, ages 8+

This is a game that needs reasoning, but not reason! You want 
to score points, but not too many points, because you want to 
come in on second place. You place your marker at the start and 
are given five cards. Those cards show a number , marked with 
+ or -,  and an Icon in the top-left corner. You play five races with 
five rounds each: Choose a card, fix order of play, turn up cards in 
order and give them to a player, who moves his marker forward 
or backwards accordingly. After five rounds you win if you are in 
second place; the number of your location is noted as your score 
and after five races you with with the second biggest total score.
Version: multi * Rules: de en es fr pt * In-game text: no

Why First?
Designer: Simon Havard
Publisher: Runadrake

Game Collection for 2-4 players, ages 3+

The clever and courageous little Viking invites his friends with 
this collection to play four different games with him; first of all 
a puzzle depicting the mighty Viking ships riding the stormy 
waves, made with parts fitting the age of the target group! With 
2x 24 picture tiles showing images from the series you can play 
two classic children games: a memo according to standard rules 
or a game of Lotto; each player is given a board showing six 
different images. For the domino the game features 28 double 
picture tiles; Lotto and Domino, too, are played according to 
standard rules.
Version: multi * Rules: de fr it nl * In-game text: no

Wickie 4-in-1 Spielesammlung

Publisher: Studio100 Media

Memo and set collection game for 2-4 players, ages 5+

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

Wickie und das Rätsel von Flake

Publisher: Studio100 Media
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Roll & move game for 2-5 players, ages 6+

Wickie needs help to salvage the treasures from Sven’s Island. 
One player guides Sven, all others Vikings. You win if you coll-
ected 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

Wickie und der Piratenschatz

Publisher: Studio100 Media

Collection game for 3-5 players, ages 9+

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 a kind 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

Wie verhext!
Designer: Andreas Pelikan
Publisher: Ravensburger / alea

Party and communication game for 2-8 players, ages 7+

You sit - evenly spaced - around the ghostly Magic Hand and 
hold one joker card. The hand is switched on, marches around 
in a circle and then halts and points to a player. If you are chosen 
you decide on Truth or Duty from the card drawn. If you master 
the task, you take the card; if you fail or refuse, you incur the 
penalty noted on the card. If you again refuse or fail, you lose 
one action card. Use of the joker card frees you from task and 
penalty: You choose another player who earns two cards with 
successful execution of the task. If you are first to collect six 
action cards, you win.
Version: de * Rules: de en fr hu * In-game text: yes

Wie von Geisterhand

Publisher: Megableu

Auction game for 4-8 players, ages 8+

You set up a town in the Wild West together, but try to achieve 
your personal goals, too! If you are first to build four of the six 
buildings on your card, you win. To earn money you employ 
tradesmen. A card is turned up; depending on the card it is auc-
tioned in an open or a closed bid; the highest bid wins you the 
tradesman who can be activated for 1$. You can only have two 
tradesmen active at any point in the game. Builds are auctioned 
openly in groups, the building receiving the highest bid is built! 
Each active tradesman created income for his owner and the 
player to the left of the owner.
Version: en * Rules: en * In-game text: yes

Wild Fun West
Designer: Andrej Novac
Publisher: NSKN Legendary Games

Conflict simulation for 2-4 players, ages 8+

Air combat in WW1 and WW2 - Wings of Glory is a game system 
which simulates those confrontations. The game comprises 
miniatures of planes and cards for their maneuvers. The WW1 
Wings of Glory Rules and Accessories Pack contains everything 
you need for the WW1 version of the game, without the planes. 
For those you need one or two WW1 Airplane Packs or one of 
the complete starter sets. You hold a maneuver deck for each of 
the planes you command; a turn comprises planning and three 
actions, split into movement and firing. The rules take line of 
sight, damage etc. into account and there are Basic, Standard 
and Advanced Rules.
Version: en * Rules: de en it * In-game text: no

Wings of Glory
Designers: Andrea Angiolino, Pier Giorgio Paglia
Publisher: Ares Games

Worker Placement game with dice for 2-4 players, ages 12+

In a parallel universe you represent a consortium that was 
dispatched by Queen Victoria II to develop a newly discovered 
valley comprising 22 territories. You draw energy from controlled 
territories, roll the dice and use them to conquer territories, for 
protective dice or modifications with resources, building of real 
estate or invention, stealing of an item, getting a marker from 
the Machine Graveyard or spend Somnium on additional tiles 
for the active territory. You roll six-sided dice for the territories 
where you can be active. You win with four relics from the ruins 
of Wiraqocha or a load of Somnium crystals if building the 
Leviathan.
Version: multi * Rules: de en fr nl jp * In-game text: no

Wiraqocha
Designer: Henri Kermarrec
Publisher: Sit Down!

Trick taking card game for 3-6 players, ages 10+

In each round each player must predict the number of tricks he 
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 Magician card in the 
trick. In the first round each player holds 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 predictions score 20 + 
10 points per trick, for a wrong prediction you lose 10 points per 
deviation. Can be played in four variants.
Version: de * Rules: de * In-game text: no

Wizard

Publisher: Amigo Spiele

Word game for 2-10 players, ages 6+

Out of a bag holding 72 letter tiles you draw two or three tiles, 
one by one and lay them out in a row in this order. Now all 
players try to find words which contain those letters in exactly 
this order; for H-E-R you could say “where” or “there”. After the 
agreed time span is over you compare your words and score 
for each word that you have found alone. Words with the same 
root are considered to be the same.  If all decide that a sequence 
is not feasible is returned to bag. You can adapt the game to 
the abilities of players, so you can use the theme cards that are 
included.
Version: de * Rules: de * In-game text: yes

Wordwizz
Designer: Gerd Janzen
Publisher: Loquai Holzkunst

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

Clueless researchers play around with molecules. A starting mo-
lecule of discs and hexagons is set out on the table. In your turn 
you can spend four energy units for actions: Take a disc off the 
molecule - place discs on the molecule - relocate disc - relocate 
hexagon, but not the blue one - discard card. Once in the game 
you can use “Restartium” to recreate the starting status of the 
molecule. When a molecule is created that you hold as a card, 
you discard the card. If the draw pile is empty, you score played 
molecules and sequences of numbers of elements and win with 
the highest total.
Version: multi * Rules: de en fr + 12 more languages * In-game text: no

Wrong Chemistry
Designer: Toni Cimino
Publisher: Mage Corporation
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Dice game for 2-5 players, ages 10+

Bean farming by dice! You have two face-up harvest cards – one 
is always used for marking orders on the other card – with 6 
orders each, you complete them bottom to top. Not every kind 
of bean is on each die, but dice of the same basic color are iden-
tical. You roll and must set at least one die per roll onto the bean 
field; you can use each die for several orders. After each roll the 
others check if this roll completes one of their own orders. After 
completing order #3 you can exchange the order card any time 
for money and draw a new card; the marker card becomes the 
order card. If you are first to earn 13 Bohnentaler, you win.
Version: de * Rules: de * In-game text: no

Würfel Bohnanza
Designer: Uwe Rosenberg
Publisher: Amigo Spiele

Party game with dice for 2-6 players, ages 12+

More than 100 dice for a party game played over three different 
regions on the board: Quizville, Knobelfeld and Actionland. You 
take a card from the region where your marker is standing and 
try to complete the task. If you succeed, you move your marker 
forward, if not, you remain put or move backwards. In Quizville 
the color die determines the question; in the Knobelfeld you 
must roll dice on demand with additional tasks, maybe name 
terms starting with a letter you rolled; and Actionland can bring 
you anything from drawing something to constructing a dice 
stack. If you are first to complete a master task in the finish area, 
you win.
Version: de * Rules: de * In-game text: yes

WÜRFELmania
Designer: The Haywire Group
Publisher: Amigo Spiele

Dice game for 2-4 players, ages 8+

Quails, bugs, wasps, worms, raccoon and weasel do not want 
to come in last due to the sausage symbol! But don’t look down 
your nose, four sausages are the jackpot! Each player has one 
chip of each kind of animal. You roll all dice, set aside at least 
one die per roll and cannot roll set-aside dice again. At the end 
of your roll you score an animal of your choice, you multiply the 
number of animals with the lowest number on the black dice. If 
up to three black dice show a sausage, you multiply the animals 
with 1, but if you rolled four sausages, you multiply the animals 
you want to score by 7!
Version: de * Rules: de * In-game text: no

Würfelwurst
Designers: Inka und Markus Brand
Publisher: Kosmos

Historic simulation for 2 players, ages 12+

This is another implementation of the Art of Tactic series. Art of 
Tactic is a set of rules for simulating battles. In each phase of the 
game all act simultaneously, deploy troops and implement or-
ders.  Cards with characteristics and possible orders are assigned 
to each unit. The rules introduce you to the game in four steps 
- first to movement and combat, followed by morale and honor, 
in level 3 terrain is added and exhaustion in level 4. You can 
create your own scenarios or download scenarios. Blitzkrieg as a 
stand-alone game is compatible with other WWII games of the 
series, it introduces British ground troops and airplanes.
Version: en * Rules: en * In-game text: no

WWII Blitzkrieg 1940
Designer: Konstantin Krivenko
Publisher: Zvezda

Dice game for 2-4 players, ages 8+

Yay is a dice game of a different kind - you throw three dice into 
a wooden frame with a grid at the bottom. You sum the values 
of the dice and enter the sum into one of the spots in the grid 
that is touched by one of the dice. But you can never enter a 
smaller sum next to bigger one that is already there. When the 
new sum is bigger than an adjacent sum, you can erase the 
smaller one. Aim of the game is to fill one row and one column 
with numbers in your color. If you do so, the game ends and you 
add numbers in your color and win with the highest total.
Version: de * Rules: de * In-game text: no

Yay
Designer: Heinz Meister
Publisher: Noris Spiele

Worker Placement game for 2-5 players, ages 12+

Hidetada Tokugawa inherits the position of Shogun from his 
father; and we are clan chiefs trying to win his favor and collect 
prestige. For this you must complete mission cards and resolve 
tasks from bonus cards and also activate minions in town. The 
seven phases of a round are: Preparation - Auction - Events 
- Place minions in district and extensions - Guardian with 
arresting minions in a district - Trade with other players - Minion 
actions. After 11 rounds or when the mission “Kill the Shogun” 
has been completed, you win with most points after the action 
phase. Two versions, Geisha and Samurai, offer different levels 
of difficulty.
Version: de * Rules: de en * In-game text: yes

Yedo
Designer: Thomas Vende Ginste
Publisher: Eggertspiele / Pegasus Spiele

Drawing and guessing game for 3-6 players, ages 6+

The boards are laid out in ascending order of the dice values 
around the zebra-pig. An animal tile is displayed on each of the 
boards; the other tiles are stacked face-down. You roll the dice 
and look at the result; if you roll a double you must show it and 
roll again. Then you draw a mix of the animals determined by 
the dice, maybe a hedgehog-snail. If you think you know the ani-
mal that is drawn, you hit the zebra-pig so that it grunts. If your 
guess is wrong, you are out for the round; if you guess correctly, 
you take one of the two tiles; the other is given to the artist. If 
you cannot re-fill the boards you win with most tiles.
Version: multi * Rules: de en fr it nl * In-game text: no

Zebra-Schwein
Designers: Emely & Lukas Brand
Publisher: Schmidt Spiele

Card placement game for 2-6 players, ages 10+

The subtitle of the game promises us a trip through the ages! 
In each round you end up on another location or in another era 
and can discard cards from your hand that fit the requirements. 
If you can place your last card you take all cards. You should 
collect one card for each place in the grid made up from con-
tinents and eras. You can place joker cards to stay in the game. 
They can be placed in the grid and can be retrieved later with a 
correct card. You can block the matrix or block the board; in each 
round both blockade pieces are handed to the neighbor of the 
last owner.
Version: de * Rules: de * In-game text: yes

Zeitmaschine
Designers: Gerhard Grubbe, Björn Hölle
Publisher: Grubbe Media

Card game for 2-5 players, ages 4+

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

Zicke Zacke
Designer: Marek Zoschl
Publisher: Zoch
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Game of moves and memory for 2-5 players, ages 4+

In the chicken coop the hens try to steal feathers from each 
other when overtaking in a race. The hen collecting all feathers 
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. 10 Year Jubilee Edition.
Version: de * Rules: de en fr it nl jp and others * In-game text: no

Zicke Zacke Hühnerkacke
Designer: Klaus Zoch
Publisher: Zoch

Game of racing and acquisition for 2-4 players, ages 4+

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

Zicke Zacke Igelkacke
Designer: Klaus Zoch
Publisher: Zoch

Word game for 1-6 players, ages 10+

Card texts describe two commonplace terms, but description 
do not follow one another, but are interwoven in short scraps of 
text like the cogs of the zipper. You hold 10 chips, 8 Zipper cards 
are stacked and the answer card is laid out, as are the Separator 
cards- You place a chip in the middle, the “Headzipper” reads out 
the text of the upper half - if you are first to realize which terms 
are hidden in the text, you put your hand on the answer cards 
and receive chips for a correct solution. You need to think like 
zipper or, better, like an open zipper!
Version: de * Rules: de * In-game text: yes

Zippers
Designer: Klaus Altenburger
Publisher: Heidelberger Spieleverlag

Dice game for 2-4 players, ages 7+

Dice game based on the Zooloretto board game. Again you 
must fill enclosures with animals by taking transporters. In your 
turn you roll 2 dice out of 6-10 dice – depending on the number 
of players – and distribute them on the transporters. On each 
transporter is room for 3 dice. Instead of rolling two dice you can 
take a transporter and mark the symbols on your sheet. Then 
the transporter is free for new dice. When each player has taken 
a transporter, the round ends. When after taking a transporter a 
player has only room in one enclosure the game ends with the 
end of the round and the sheet is scored; you win with most 
points.
Version: de * Rules: de * In-game text: no

Zooloretto Würfelspiel
Designer: Michael Schacht
Publisher: Abacusspiele

Abstract position game for 2 players, ages 6/8+

A double pack of abstract position games: Beginning with a star-
ting position at the outside you try to get four marbles arranged 
in a square in the inner grid. You move a marble one straight 
ahead over any distance, also over any number of outer spots 
before turning inwards. You cannot go back to the outer row. 
In TriHop you alternate to place marbles on the 15 inner spots; 
then you do a TriHop - jump over three empty spots and change 
direction once or twice, your goal is to take all marbles into the 
outer spots. By “sandwiching” an opposing marble between two 
of your own you can return this marble to an inner spot.
Version: multi * Rules: de en * In-game text: no

Zoom
Designer: Frank Stark
Publisher: Pegasus Spiele

Placement game for 2-5 players, ages 8+

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 carriage cards, take possession of a track between cities by 
placing one of your carriages 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 destination cards and the longest unin-
terrupted track. You win if you achieve the highest score.
Version: de * Rules: de en es fr it nl and others * In-game text: no

Zug um Zug
Designer: Alan R. Moon
Publisher: Days of Wonder

Rail placement game for 2-5 players, ages 8+

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 carriage 
cards, build a track by placing carriages 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, tunnels and ferries. Sta-
tions allow you to use tracks of other players, 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

Zug um Zug Europa
Designer: Alan R. Moon
Publisher: Days of Wonder

Placement game for 2-5 players, ages 8+

Ticket to Ride Noridc Countries is a stand-alone game on a map 
featuring Denmark, Finland, Sweden and Norway. The basic ru-
les apply, but there is no restriction to the engine cards you can 
take. The rules include ferries and tunnels. For ferries you must 
play one engine card per engine symbol, plus the necessary 
carriage cards. Any three cards replace an engine card. For a 
tunnel you play the necessary carriage cards, then turn up cards 
and must play additional cards of the color you used if you turn 
up cards if this color.
Version: de * Rules: de and others * In-game text: no

Zug um Zug Skandinavien
Designer: Alan R. Moon
Publisher: Days of Wonder

Party game for 2 or more players, ages 16+

As the title tells us, there is inflammable stuff in the game, that 
is, explosive questions on the topics of Daily life, Fiction, Sex, 
Culture, Macabre, Philosophy and Progress. Basically, there are 
no rules for the game, players are tasked with finding good use 
for the questions themselves. You can roll dice for the categories 
or choose them at the start, demand truthful answers, vote for 
best answers or judge answers of others. But you can also take 
the questions and, without answering, use them as a starting 
point for hot discussions, for instance on “What is innocence”. A 
version “Zündstoff Girls” is available.
Version: de * Rules: de fr * In-game text: yes

Zündstoff
Designer: Franz LeJeune
Publisher: moses. Verlag
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2f-Spiele 
www.2f-spiele.de 
Abacusspiele 
www.abacusspiele.de 
Alderac Entertainment Group
www.alderac.com 
Alea 
www.aleaspiele.de  
Amigo 
www.amigo-spiele.de 
Arclight Games 
www.arclight.co.jpag 
Ares Games 
www.aresgames.eu 
Argentum 
www.argentum-verlag.de  
Asmodee 
www.asmodee.de
Ass Altenburger 
www.ass-spiele.de 
Backspindle 
www.guardsguards.com 
Beleduc 
www.beleduc.de  
Bewitched 
www.bewitched-spiele.de  
Bezier 
www.beziergames.com  
Blackrock Editions 
www.blackrockeditions.com  
Bombyx 
www.studiobombyx.com  
Brettspielprofi 
www.brettspielprofi.at 
Cranio Creations 
www.craniocreations.com  
Czech Games Edition 
www.czechgames.com  
Days of Wonder 
www.daysofwonder.com  
Diablos Polakos 
www.phalanxgames.pl
Dlp games 
www.dlp-games.de  
Dragon Dawn 
www.tuonelaproductions.com

Drei Magier 
www.dreimagier.de  
dV Giochi 
www.dvgiochi.com  
Fable Smith 
fablesmith.com 
Feuerland Spiele 
www.feuerland-spiele.de 
Franjos 
www.franjos.de  
Fujimi Shobo 
www.fujimishobo.co.jp 
Funforge 
www.funforge.fr 
Gerhards 
www.spiel-und-design.eu  
Gigamic 
www.gigamic.com  
Gigantoskop 
www.gigantoskop.se 
Gmeiner 
www.gmeiner-verlag.de  
GMT 
www.gmtgames.com  
Goliath 
www.goliathgames.nl  
Grosso Modo 
www.gm-editions.fr 
Grubbe 
www.grubbemedia.de 
Haba 
www.haba.de  
Hans im Glück 
www.hans-im-glueck.de  
Hasbro 
www.hasbro.com  
HCM Kinzel 
https:shop.hcm-kinzel.eu 
Heidelberger 
www.hds-fantasy.de  
Helvetia 
www.helvetia-games.ch
Heptagon 
www.heptagon.de  
Huch 
www.huchandfriends.de  

Hurrican 
www.hurricangames.com  
Hutter 
www.hutter-trade.com  
Iello 
www.iello.fr 
Intellego 
www.intellego-holzspiele.de  
IQ Spiele 
iq-spiele.de  
Japon 
japonbrand.gamers-jp.com  
Jumbo 
www.jumbo-world.com  
Kanai Factory 
kanaifactory.web.fc2.com 
Kiehly 
www.kiehly.de  
Kosmos 
www.kosmos.de  
Kuznia Gier 
www.kuzniagier.pl  
Laurin  
www.laurinonline.de
Lautapelit 
www.lautapelit.fi
Lego 
games.lego.com  
Libellud 
www.libellud.com  
Lookout 
www.lookout-games.de  
Loquai 
www.loquai-holzkunst.de 
Ludibay 
www.ludibay.net
Ludically 
www.ludically.com  
Madoka Kitao 
shop.nekomado.com 
Mage Corporation 
www.magecompany.com 
Mattel 
www.mattel.com  
Mayfair 
www.mayfairgames.com  
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Mesaboardgames 
www.mesaboardgames.pt
Metermorphosen 
www.metermorphosen.de  
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www.moses-verlag.de
Noris 
www.noris-spiele.de  
NSKN 
www.nskn.net
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www.nsv.de  
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RBG 
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www.rprod.com  
Revision Games 
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www.riograndegames.com 
Runadrake 
www.runadrake.com  
Saikikaku 
www.k221.com
Sandtimer 
www.sandtimer.be 
Schmidt 
www.schmidtspiele.de  
Show Enterprise 
show-e.jp 
Sierra Madre 
www.sierramadregames.com  
Sitdown 
www.megalopole.com 
Sphinx 
www.sphinx-spieleverlag.de  
Spielfunke 
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SpinMaster 
spinmastergames.com 
Stratamax 
www.stratamaxgames.com  

Studio100 
www.studio100.be  
Tactic 
www.tactic.net 
Tamakonnyaku label 
www.card-of-the-dead.com
The Game Master 
www.thegamemaster.nl 
Treefrog 
www.treefroggames.com  
Two Geeks
www.two-geeks.com 
US Games Sytems 
www.usgamesinc.com 
Wattsalpoag 
wattsalpoaggames.com 
Weyel 
www.ulrich-weyel.de 
Whyme 
de.ulule.com
Ystari 
www.ystari.com  
Z-Man 
www.zmangames.com 
Zoch 
www.zoch-verlag.com  
Zvezda
www.zvezda.org.ru  





Roll the LEGO® Dice to select one of four exciting 
building categories: vehicles, buildings, nature or 
things. With three levels of diffi  culty you can show 
off  your building skills, while the others guess 
what you are creating. A great game for family 
and friends to test your imagination, creativity, 
building and guessing skills to the max.A great game for 

family and friends.

LE
G

O
, t

he
 L

E
G

O
 lo

g
o 

an
d

 t
he

 m
in

ifi 
g

ur
e 

ar
e 

tr
ad

em
ar

ks
 o

f t
he

 L
E

G
O

 G
ro

up
. ©

20
12

 T
he

 L
E

G
O

 G
ro

up
.

READ ME:
min size 6pt, icon 5mm Height
max size 12pt, icon 10mm Height
white outline around icon is only to be used on dark backgrounds


