Spielspaß à la Catan
Die Siedler von Catan entführen Sie auf eine Entdeckungsreise durch Wien und das Wiener Umland. Hier gilt es nicht nur Straßen
zu bauen und Siedlungen zu gründen, sondern auch berühmte Wiener Wahrzeichen zu errichten. Wer wird der schnellere Straßenbauer sein und die richtigen Rohstoffe für den Bau von Schloss Schönbrunn zur Hand haben?
Entdecken Sie den Spaß am Siedeln in der Metropole Wien!

Inserat
KOSMOS
english
Folgt mit Email

3–4 Spieler | ab 10 Jahren

201 4

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 archive 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 parameters 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.

Many new games

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

Dagmar de Cassan, Editor-in-Chief

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)

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)

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

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

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“

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

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

IMAGES
(Shows additional images of the game)

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

When Autumn arrives and we assemble 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 we have 652 games from 135
publishers. 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 comprehensive information.
And we try again to answer your most important question: How do I find the right game for
my games evening?
For the 4th time our Games Companion is released in October at Spiel in Essen, in both a
German and an English edition.
Furthermore, we publish WIN The Games Journal, 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 Museum
anytime.
Info: http://www.gamesdatabase.at
We do more than publishing a compendium
and a journal: We are Stiftung Spielen in Österreich. Visit us on the web.
Info: http://www.spielen.at

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

Golden Horn
Designer: Leo Colovini
Publisher: Piatnik

8

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!

As a Venetian trader you sail from Venice via Mordone to
Constantinople and back. In your turn you can play pirate cards
to rob a ship on the high seas and you must move one of your
ships. In the starting harbors you can load all commodities of
one color on your ship; when the ship reaches the other end you
unload the commodities to your store and draw cards; en route
you can play wind cards for additional ship movement. A ship
cannot change direction unless is is empty after a pirate’s attack.
At the end you score commodities in storage and sets of 4, 5 or
6 different commodities; one commodity can only be scored
for one set.
Version: de * Rules: de * In-game text: no
Placement and collecting game for 2-4 players, ages 8+

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 knowledge of the language
IMPRESSUM
Hersteller und Verleger: Verein Interessensgemeinschaft Spiele (e.V.)
Game by Game 2014 Games Companion * ISBN 978-3-950739-07-2 Obmann Mag. Ferdinand de Cassan, 2285 Leopoldsdorf, RaasdorferPublished annually since 1988, English Edition from Oktober 24, 2013
strasse 28, Österreich, http://www.spielefest.at.
Die Interessensgemeinschaft Spiele (IG Spiele) ist ein gemeinnütziger
Verkaufspreis: € 10.00 (inklusive aller gesetzlichen Steuern)
Verein mit der Aufgabe, die Verbreitung der Idee des Spielens im Familienkreis durch Veranstaltungen und Publikationen zu fördern.
Anfragen zum Spielehandbuch richten Sie bitte per Email an:
office@spielemuseum.at, mehr Spiele: http://www.spieledatenbank.at
Druck: Donau Forum Druck, Walter-Jurmann-Gasse 9, A-1230 Wien
Medieninhaber: Verein Österreichisches Spiele Museum (e.V.)
Redaktion: Alle Texte von Chefredakteur Dagmar de Cassan.
Obfrau Dipl.Ing. Dagmar de Cassan, 2285 Leopoldsdorf, Raasdorferstrasse 28, Österreich, http://www.spielemuseum.at. Das Österreichische Kontrollredaktion: Hugo Kastner und Maria Schranz
Titelgrafik und Layout: Andreas Resch. Bildbearbeitung: Walter
Spiele Museum ist ein gemeinnütziger Verein, der sich zur Aufgabe
Schranz. Satz und Endredaktion: Ferdinand de Cassan und Bernhard
gesetzt hat, das zeitgenössische Spiel zu dokumentieren und zu kommunizieren. (Archivstand: mehr als 24.000 Spiele)
Czermak. Koordination der Arbeiten: Stiftung„Spielen in Österreich“
(tätig durch viele ehrenamtliche Mitarbeiter), http://www.spielen.at
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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 Vervielfältigung, Mikroverfilmung und die Einspeicherung und Verarbeitung in
elektronischen Medien sowie jede Art von Verwertung verboten. Das
Bildmaterial wurde von den Verlagen zur Verfügung gestellt.
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4 gewinnt

4 zu mir!

Publisher: Hasbro

Designer: Heike Baum
Publisher: Noris Spiele

6

7 Wonders

5

Designer: Antoine Bauza
Publisher: Repos Productions / Asmodee

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

24 animals are hiding in the jungle; players need to find out
where they are hiding. Each player secretly draws between 4 and
8 animals and places them behind his screen; then all players
draw two cards. When you now already have one or two groups
of animals fitting your card(s) you show both animals and card,
lay down the card, keep the animals and draw a new card. In
your turn you ask another player for an animal you need – if he
has it you get it and have another turn. If not, your turn passes to
your left neighbor. If you can complete a card you show animals
and cards, as before. When all cards are taken you win with most
cards.
Version: multi * Rules: de en fr it * In-game text: no

For each of three eras players receive seven cards from a special
era 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. Expansions
Leaders, Cities and Wonder Pack are available.
Version: de * Rules: de en fr it nl and others * In-game text: yes

Placement game for 2 players, ages 6+

Memo and set collecting game for 3-6 players, ages 5+

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

12 Realms

12 Realms Buildings

Designer: Ignazio Corrao
Publisher: Mage Company

Designer: Ignazio Corrao
Publisher: Mage Company

8

12 Realms Dark Lords

8

Designer: Ignazio Corrao
Publisher: Mage Company

8

Famous heroes of the Twelve Realms meet for a final adventure
to vanquish the Dark Lords. Invaders can be defeated with
talents, but against a Dark Lord you need three artifacts of the
kingdom. Each round comprises Invasion, Action phase and
Recreation. When in the Invasion phase the invasion marker
reaches spot 20, all have lost together; otherwise you implement
invader abilities and new invaders appear. Actions are move,
attack invaders, find treasure or artifact, visit town or travel. All is
resolved by employing talents of heroes or comparing them to
those of invaders. Expert rules are included.
Version: de * Rules: de en * In-game text: no

Three buildings are provided to expand the Twelve Realms: Inn,
Stable and Bazaar. You place one building in a realm, should you
play with more than three realms, and the remaining realms stay
empty. Buildings work as an additional source for cards, which
are different from the cards that you can acquire in town. Each
building offers six cards. To acquire a card you must move your
hero to the region where the building is situated and spend
gold. You draw a card and might have acquired additional talents or extra moves or defense against curses and other things.
Version: de * Rules: de en * In-game text: no

The Dark Lords spruce up their personal appearance and
presence for attacking the Twelve Realms. This expansion comprises the miniatures for Jack Rackham, Titania, Von Rothbart,
Tamamo No Mae, Mouse King, Pirate King, Bakeneko und Snow
Queen, who confront the heroes of the Twelve Realms. Each
Realm is connected to two Dark Lords, you decide which one
you want to use. When the invasion marker for a realm in the
game reaches spot 16 the Dark Lord of this realm appears and
the game becomes more difficult. This expansion only holds the
miniatures, other components for the Dark Lords are included in
the core game.
Version: de * Rules: de en * In-game text: no

Cooperative miniature game for 1-6 players, ages 8+

Expansion for 12 Realms for 1-6 players, ages 8+

Expansion for 12 Realms for 1-6 players, ages 8+

30 Carats

A Distant Plain

A Study in Emerald

Designer: Fabien Chevillon
Publisher: Grosso Modo Éditions

Designers: Volko Ruhnke, Brian Train
Publisher: GMT Games

Designer: Martin Wallace
Publisher: Treefrog Games

8

You start with five gems each in the colors of all playes, five
gold and a Secret Value card. The Morning card is used first. One
Secret Value card is revealed and all are seller once: You lay out
a transaction card and offer a corresponding combination; all
others offer gold and gems according to the card (simultaneously or secretly). You accept an offer or pay 1 gold and sell to
the bank. To look at Secret Value cards has a different price in
relation to the current time of the day. Then you play Noon and
Evening in the same way and then you score gems and gold in
relation to all accumulated Secret Value cards. The richest player
wins!
Version: multi * Rules: de en es fr it nl pt * In-game text: no

A Distant Plain is the latest volume in a series of games called
COIN series - COIN means Counterinsurgent - on the topic of the
Afghanistan conflict. Two COIN factions must reconcile competing visions for Afghanistan in order to coordinate a campaign
against a dangerous twin insurgency situation, providing new
strategic challenges. Multiple scenarios illustrate the different
motives and interests, ethnic currents and Pakistan‘s volatile
point of view on the Afghanistan conflict. You face difficult
tactical and strategic decisions using easily mastered game
mechanics with cards.
Version: en * Rules: en * In-game text: yes

Based on a background story in which the universes of Sherlock
Holmes and H.P. Lovecraft were combined, you are either Restorationist or Loyalist. You use your own deck of cards, have two
actions and re-fill your hand to five cards. You can place influence cubes, buy them or take them back; you may move agents
or markers, discard cards, play a card and implement its action,
unmask a double agent or reveal your identity. Should one of
the game-end conditions happen, victory points are scored in
relation to identity; the faction who did worse is eliminated and
you win, if you have the highest score among the survivors.
Version: en * Rules: en * In-game text: yes

Barter game for 3-6 players, ages 8+

Conflict simulation for 1-4 players, ages 12+

Deck-building adventure game for 2-5 players, ages 13+

Icon explanation
Solo Play

GABIS explanation on page 3
Two Players

Large Groups

Recommended Minimum Age

5

201 4
Ab in die Tonne

Abalone

Designer: Carlo A. Rossi
Publisher: Abacusspiele

Designers: Michel Lalet, Laurent Levi
Publisher: Piatnik

6

ABC Bär Kartenspaß mit ABC

7

Designer: Erika Bruhns
Publisher: Piatnik

6

Stack trash instead of taking it away! The bin is filled as demanded; you always have three cards of your set in hand and lay
out one card face down. Then cards are revealed and players
stack – in ascending order of their card number – that many
garbage pieces of one kind, using one hand only. You can shift
garbage using the current piece, but not rearrange it with your
hand. When you place the last piece you earn the top chip for
positive points. When something tumbles, you take the top chip
for negative points. In both cases the bin is emptied and refilled.
After ten rounds or when the last chip is taken you win with the
highest total.
Version: de * Rules: de + nine more languages * In-game text: no

A game of many uses: At first glance it is an enormously decorative 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

ABC Bär offers two card games: In Magische Wörter you form
words with letters and then change them to a new word by
swapping, adding, inserting, removing or relocating letters. If
you cannot do any of this you draw a card; if this does not help
you lay out a new word and score the number of letters in it. For
altering a word you score 3 points. ABC Bär is a card shedding
game. You put a card on top of the stack if it shows one character more often than the card on top of the stack: for instance,
3x Mona Muh on top of 2x Mona Muh; the other characters are
disregarded. If you cannot place a card, you draw one. You win, if
you can shed all cards.
Version: de * Rules: de * In-game text: no

Dexterity game for 2-5 players, ages 6+

Pushing game for 2 players, ages 7+

Two card games for 2-6 players, ages 6+

ABC Bär Meine erste Spielebox

Absolutely English!

Publisher: Piatnik

Designers: Fay MacSween, Kelly James
Publisher: Piatnik

3

Activity Club Edition

12

Designers: Paul Catty, Ernst Führer
Publisher: Piatnik

18

TV characters from okidoki, ABC Bär, Mona Muh, Box the Beaver,
Iggy the Hedgehog and girl penguin Pim as well as the three
Platscho frogs are frolicking on the components for memo and
classic card games. Memo is played according to the standard
rules, using 36 tiles with a blue backside. The 44 cards with a
red back side are used for Schnipp Schnapp or Happy Families.
Der Goldene ABC Bär, a version of Schwarzer Peter or Old Maids,
is played with 29 cards with a golden back side and you try to
own the golden bear at the end of the game. In turn you draw
a card from your right neighbor; if you can make up a pair you
discard it.
Version: de * Rules: de * In-game text: no

The game comprises Challenge cards and Question cards on
Grammar, Vocabulary, Phrases, This & That and General Knowledge. 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

While the first edition of Activity Club Edition still featured some
terms that were taken from the original Activity Edition the new
edition of this adult version of Activity contains new terms. The
topics are pertinent and you should only play this game if you
are adult and do not mind the topic. Each of the cards features
two terms and both terms must be represented and guessed
at within a minute. When a team guesses the erotic question
correctly within 30 seconds it earns bonus points. As usual, the
winner is the team that reaches the finish first with their marker.
Version: de * Rules: de * In-game text: yes

Game collection for 2-6 players, ages 3+

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

Communication game for 3-16 players, ages 18+

Activity DieOktonauten

Activity Franz Ferdinand

Designers: Paul Catty, Ernst Führer
Publisher: Piatnik

Designers: Paul Catty, Ernst Führer
Publisher: Piatnik

4

Activity Junior

8

Designers: Paul Catty, Ernst Führer
Publisher: Piatnik

8

One more new edition of Activity, based on a TV series: Together
with Käpt´n Barnius, Sanitäter Peso and Piraten-Kater Kwazi
players wend their way along the underwater paths of the
Octonauts. To advance your marker you must, as is the rule for
all editions of activity, explain a term to your team by drawing,
describing or pantomime so that the team members can guess
and name the term. All terms are taken from the series. When
the guess is correct, the team marker advances. In analogy to
the “grown-up” games the location of the marker determines
the method of description; the board has also been adapted to
the topic.
Version: de * Rules: de * In-game text: no

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

In this version of Activity the mechanics of the game are adapted for school children. As usual, you must communicate a term
to your team members by drawing, explaining or pantomime. If
the team names the term correctly, the pawn of the team moves
forward on the board. The color of the pawn’s location determines the method of communication you must use to explain the
term. The board has been adapted to a playing time suitable for
children and the graphics suit the intended age group, too. This,
of course, also goes for the terms used in this successful adaptation of a game mechanism to another target group.
Version: de * Rules: de * In-game text: yes

Communication game for 4-16 players, ages 4+

Communication game for 4-12 players, ages 8+

Game of creative communication for 3-16 children, ages 8+

6

Colour codes for target groups (Headline Colour)
For children + learning
With friends
For families
For experts

Colour codes for features (Bar in Evalution box)
Chance
Strategy
Knowledge
Tactics
Creativity
Memory

GABIS explanation on page 3
Communication
Interaction

Dexterity
Action
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Activity Original

Africana

Designers: Paul Catty, Ernst Führer
Publisher: Piatnik

Designer: Michael Schacht
Publisher: Abacusspiele

Alle meine Entchen

8

Designer: Heinz Meister
Publisher: Amigo Spiele

3

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

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

All the ducks swim in circles and are lined up in a row, Mama
Duck heads the queue at the start of the game. 20 tiles showing
five ducks of each of the four colors are shuffled and spread out
face down. In your turn you try to turn up a tile in the color of
the duck that is currently last in line. If you turn up the correct
tile you take and and put the duck at first place in the queue
and you can take another turn. If the tile does not fit, you put it
back face-down. When all tiles have been taken you win with
most tiles.
Version: de * Rules: de * In-game text: no

Communication game for 3-16 players, ages 12+

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

Memo game with a race topic for 2-4 players, ages 3+

Alle meine Tiere

Alles Kanone!

Designer: Reinhard Staupe
Publisher: Amigo Spiele

Designer: Reiner Knizia
Publisher: Zoch Verlag

6

Alles Käse!

6

Designer: Meelis Looveer
Publisher: Abacusspiele

6

The game comprises 42 animal cards showing information on
size, weight, endangered species – yes/no and social animal –
yes/no as well as two arrow cards for each category. Nine cards
are placed in a 3x3 grid; you turn up an arrow card and place it
correctly next to a row or column – for „weight“ the three animals in row or column must get heavier in direction of the arrow.
The cards are revealed and checked – if you are correct you
take one of the three cards; if not, the arrow is handed to next
player who tries for a solution. New cards are placed according
to whether a solution was found or not. Whoever collects five
cards first, wins.
Version: de * Rules: de * In-game text: no

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 memorize 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

Mice want cheese! But here there are traps nicely smelling of
cheese, so take care! As a mouse you should collect most cheese
holes to win! 36 cards show dice pip symbols from 1 to 6, six
times each, representing cheese holes; in the front 18 cards
show cheese and 18 cards show a trap. You roll the die: Is there
now card with the result in the display you can look at any card
there. If there is at least one card corresponding to the die result
you can take the card open-faced or discard it. If you turn up
your third trap card you have lost the game; all others add their
pips for cheese-holes.
Version: de * Rules: de * In-game text: no

Assessment game for 3-6 players, ages 6+

Memo game for 2-8 players, ages 6+

Card game with dice for 2-6 players, ages 6+

Alles Tomate!

Alliances

Android: Netrunner

Designer: Reiner Knizia
Publisher: Zoch Verlag

Designer: Elad Goldsteen
Publisher: Golden Egg Games

Designers: Richard Garfield, Lukas Litzsinger
Publisher: Heidelberger Spieleverlag

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

Control the world by a trick-taking card game! Each trick represents a conflict on about control over a country. Four play in two
teams, there are three suits for political, economic and military
power. In the State of Nations Phase you bid for the number of
controlled countries (=number of tricks taken) and dominant
color of the campaign. In the Conflict Phase you play one trick
for each targeted country; you follow suit or play a special card
or any card. After 12 tricks the team that took more tricks wins
the campaign; with two won campaigns you win the game.
Version: en * Rules: en * In-game text: no

A Living Card Game, set in the Android universe – Runner versus
Corporation. Both have their own deck of cards and goals.
The Corporation can spend three Clicks per turn for actions; to
install server protection or to trace the runner. The Runner can
spend four Clicks; for instance for a Run – a hacker attack on
Corporation with different targets; when he manages to get
into a server he might find something valuable or just destroy
the Corporation project. If you collect seven points, you win.
Core Set, with deluxe expansion “Kontrolle und Schöpfung” and
Datensatz-Packs, z.B. „Genesis Zyklus. “
Version: de * Rules: de en es fr pl * In-game text: yes

Memo game for 2-8 players, ages 6+

Trick-taking card game for 2-4 players, ages 8+

Card game for 2 players, ages 14 and up

Icon explanation
Solo Play

GABIS explanation on page 3
Two Players

Large Groups

Recommended Minimum Age

7
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Antike Duellum

appCards

Designer: Mac Gerdts
Publisher: PD-Verlag

Publisher: Jumbo

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

Aqua Belle

8

6

Publisher: Jumbo / Smartgames

appCards are new combinations of „analogous“ card games
with the new digital technology of smart phones and tablets, in
travel-friendly covers and suitable for the whole family. The box
always holds the necessary playing cards, the corresponding
app is available as free download. PimPamPet is a variant of the
well-known Stadt-Land-Fluß quiz games, for players of ages 8+,
Color Slam is a card game on speedy reactions, also for players of
ages 8+, and Sound Bingo is a game of combining sounds with
pictures, already suitable for players of ages 4+.
Version: de * Rules: de * In-game text: yes

There is a legend that mermaids guard the world’s oceans and
catch monster fish in air bubbles. In 48 puzzles in four levels of
difficulty you must always enclose the monster fish in air bubbles without any other kind of fish in the bubbles. You choose
a puzzle and then you place six puzzle parts of different shapes
onto the grid so that the monster fish are caught in the bubbles.
The puzzle parts are of different shapes and are transparent.
For each puzzle there is only one solution and the solutions are
included in the game. Puzzle cards and parts can be stowed in
the drawer beneath the grid.
Version: de * Rules: de * In-game text: no

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

Logic puzzle for 1 player, ages 6+

Strategy game for 2 players, ages 12+

Aquileia

Arche Noah

Designer: Pier Volonté
Publisher: Zoch Verlag

Designer: Christoph Behre
Publisher: Amigo Spiele

Are you joking?

8

Designer: Gerhard Grubbe
Publisher: Grubbe Media

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

You bid chips for animals, but may not check your stack during
the game. In each round one card per player is laid out and you
make one open bid with purple chips. Then you take one card in
descending order of bids and if you discard a green chip you can
choose to take zero or two cards. When the draw pile is empty
the round ends and each animal pair scores positive; each
quartet earns you a bonus of 3 and each single animal scores
negative. Each pair of purple chips left scores 1 point. For the
second half you get new purple chips and at the end also score
for remaining green chips. At the end of the second half you win
with most points.
Version: de * Rules: de * In-game text: no

Learning English is fun! In turn players read out a funny story; the
others listen and check their tiles for words from the text. They
have 10 seconds to check, lay out tiles they find and draw new
tiles. Instead of drawing new tiles you can swap a tile with another player, even with different point values. If you manage not
to laugh till the end of the search you earn an extra tile. When
all laugh, the extra tile goes to the speaker. Whoever has the
highest score after a predetermined number of cards, wins. In a
variant you roll a die to determine the kind of text presentation
and how to find words in a certain kind of presentation.
Version: de * Rules: de * In-game text: yes

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

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

Language learning game for 3-8 players, ages 12+

Arkham Horror

Armadöra

Designers: Richard Launius, Kevin Wilson
Publisher: Heidelberger Spieleverlag

Designer: Christwart Conrad
Publisher: Blackrock Editions

Artifact

8

Designers: Jeffrey D. Allers, Bernd Eisenstein
Publisher: White Goblin Games

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, for instance Miskatonic Horror, provide many additional
elements based on Lovecraft’s “Call of Cthulhu”.
Version: de * Rules: de en and others * In-game text: yes

In the guise of an orc, elf, mage or goblin you want to acquire
dwarf gold by staking claims. You either place two fences or one
character tile; a claim must have a minimum size of four squares.
If you are out of tiles, you can still place fences and vice versa. If
you cannot or do not want to place something, you pass. When
the last player has passed, the game is scored: If you have most
points on characters in a claim, you win all gold in it. You win
with the highest total of gold. This new edition of Nuggets introduces advanced rules with reinforcement markers for improving
a warrior already placed and special abilities for use before your
standard turn.
Version: multi * Rules: de en fr it nl * In-game text: no

Archeologists dig for artefacts and send them to museums
for exhibitions. The game is split into a core game and two
expansions which can be combined for the Complete Game. In
the core game a round comprises Income, Actions with one or
two actions or Pass and take action marker or End of Round with
replenishing of action markers. Possible actions are research, hiring workers, ship artifacts, buy or sell artifacts and exhibition. At
the end of the game you score prestige points from exhibitions
and money and win with most points. Expansion I introduces
Research & Special Artifacts, Expansion II Cities & Archeologists.
Version: multi * Rules: de en fr nl * In-game text: no

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

Placement game for 2-4 players, ages 8+

Collecting game for 3-5 players, ages 12+

8

Colour codes for target groups (Headline Colour)
For children + learning
With friends
For families
For experts

Colour codes for features (Bar in Evalution box)
Chance
Strategy
Knowledge
Tactics
Creativity
Memory

GABIS explanation on page 3
Communication
Interaction

Dexterity
Action
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Asante

Ascension Unsterbliche Helden

Asgard’s Chosen

Designer: Rüdiger Dorn
Publisher: Kosmos

Designer: Justin Gary
Publisher: Asmodee / Gary Games

Designer: Morgan Dontanville
Publisher: Mayfair Games

As a trader in Africa you want to to good business, offer goods
on your stall and can buy additional stalls. In a turn you have
five actions for drawing cards and playing cards. You draw a card
which costs one action; when you keep the card the draw phase
ends and you play cards; again for one action per card; there are
exceptions. With commodities cards you buy and sell, item cards
are used or help to acquire Holy Places for free actions; persons
and animals give you advantages and inflict disadvantages on
your opponents. When you own 60 gold your opponent has
one final turn and then whoever has most gold wins. Can be
combined with Jambo.
Version: de * Rules: de * In-game text: yes

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 heroes discover the source for the Storm of Souls.
New elements of the expansion are Soul Gems with powers and
characteristics of heroes from other sets as well as Permanent
trophies from defeated monsters. Can be played stand-alone
with one and two players.
Version: de * Rules: de en it jp * In-game text: yes

As a tribe leader at the end of the Bronze Age you use favors of
the gods for your tribe and need to appease them with sacrifices. In rounds you play four phases each with individual moves
for all players in turn; the 5th phase is played simultaneously
by all players. In Phase 1 you play God from your hand for his
favor, in Phase 2 a charm. In Phase 3 you move your heroes
individually and resolve resulting attacks. In Phase 4 you expand
your deck. In Phase 5 the starting player token is handed on,
you discard and draw cards and revive heroes. Gods can be
appeased in Phases 1 to 3. If you appease a pre-set number of
gods, you win.
Version: en * Rules: en * In-game text: yes

Trade game for 2 players, ages 12+

Expansion for the deck building game for 1-2/4/6 players, ages 14+

Development game for 1-4 players, ages 14+

Auf der Flucht

Auf die Birne

Designer: Sonja Klein
Publisher: Gmeiner-Verlag

Designer: Manfred Reindl
Publisher: Zoch Verlag

Auf die Weide, fertig, los!

7

Designer: Kirsten Hiese
Publisher: Haba

3

Both players simultaneously investigate a case - you are investigator 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

You count apples, pears and maggots on cards and name the
correct number when necessary, your reward is a harvest card.
Two versions: 1) Off the Top of our Head: Cards are turned up.
When a harvest card appears players grab chips and then can
answer in order of the chips. Apples, pears and maggots on harvest cards do NOT count. 2) You are supposed to be 11 Friends:
You play as in 1). But if you think that there are 11 pieces of a
kind in the stack, you hit the stack. The fastest who is correct gets
a harvest card or loses one if he is wrong. You always win with
most harvest cards when all windfall cards have been played.
Version: multi * Rules: de en fr it * In-game text: no

The farmer is sick and players look after the animals – they
search for food baskets, collect food and set out a path to the
meadow! At first, one turns up two flower cards per turn, and
when both cards show the same amount of baskets you take
that many food pieces for your animal. One of the cards is set
next to the meadow for a part of the path, the other one is
turned back over. When you have 10 food pieces you give away
surplus baskets, if any, and now only roll the die. For a flower
your animal goes to the next flower of this color, for a star it
advances by one flower or enters the meadow. The first animal
on the meadow wins.
Version: multi * Rules: de en es fr it nl * In-game text: no

Crime puzzle with cards for 2 players, ages 14+

Counting game for 2-5 players, ages 7+

memo and dice game for 2-4 players, ages 3-10

Auf Teufel komm raus

Augen auf - Augen drauf!

Designers: Tanja and Sara Engel
Publisher: Zoch Verlag

Designer: Katrin Feller
Publisher: MeterMorphosen

10

Augustus

6

Designer: Paolo Mori
Publisher: Hurrican Games

8

48 coal pieces with devils and numbers are lying face down in
the oven. All bid secretly on the highest sum in coals that will be
revealed by any player without the devil making an appearance.
Then you turn up coal until you stop or the devil appears. If
you stop you name the sum of coals; devils means a sum of 0. If
your bet was lower or equal to the highest coal sum your stake
is doubled or trebled; if your bet was lower you lose your stake.
Then all add their chips and place their marker: In last position
or when on area 0-50 you get 50 per turned-up devil. If you
reach a chips sum of 1600, the game ends and you win with the
highest total.
Version: multi * Rules: de en fr it * In-game text: no

In reality this is a book, but it is also something to join in, and
in times where our city centers become playgrounds for Street
Runners & Co we can and should declare the city to be a game
board. Everybody has once seen animals in cloud formations - in
this book/game you look for such random shapes everywhere,
on the pavement, in alleyways, in grooves in the tarmac. If you
give them wobbly eyes to bring them to life, you will provoke
some very surprised and surprising reactions and results; suddenly a manhole cover is grinning up at you. Eyes to experiment,
empty pages for your pictures, eyes into your imagination,
playful fun!
Version: de * Rules: de * In-game text: no

You control countries and senators with legions. On your three
cards you place legions on symbols according to discs drawn
from the bag, or pass or relocate legions if necessary. For a joker
you cover any symbol, then all discs go back into the bag and
the turn passes to the next player. When you have covered all
symbols on a card you call “Ave Caesar”, take back your legions,
earn instant bonus, move the card into the “completed” row and
replace it with a card from the open display, trying to optimize
use of bonuses from cards already completed. When you complete seven cards, the game ends and you win with most points
from cards and bonuses.
Version: multi * Rules: de en fr it * In-game text: no

Bidding game for 2-6 players, ages 10+

Join-me-in-play book for 1 or more players, ages 6+

Placement game for 2-6 players, ages 8+

Icon explanation
Solo Play

GABIS explanation on page 3
Two Players

Large Groups

Recommended Minimum Age

9
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Avanti

Aztlán

Balamari

Designer: Heinz Meister
Publisher: Zoch Verlag

Designer: Leo Colovini
Publisher: Ares Games

Designers: Peter Joppig, Helmut Punke
Publisher: Beleduc

10

4

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

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

To escape Shark Hugo, fishes must slip into the colored holes
on the cloth and avoid falling into the black holes. Four fish are
placed on the cloth; two players lift it and try to let one fish slide
into each colored hole. When all fish are gone, you turn over as
many cards as fish slid into colored holes. Players take each fish
from a hole that corresponds to a color on a card; all other fish,
including those in black holes and those that fell off the cloth,
are taken by Hugo. In case of four players, each team plays twice.
When all fish have been distributed the winner is the player or
team with the highest number of fish or Hugo, if he has most
fish.
Version: multi * Rules: cn de en es fr it nl * In-game text: no

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

Placement game for 3-4 players, ages 13+

Cooperative dexterity game for 2 or 4 players, ages 4+

Bamboleo

Banana Matcho

Designer: Jacques Zeimet
Publisher: Zoch Verlag

Designer: Thilo Hutzler
Publisher: Zoch Verlag

6

Bang!

6

Designer: Emiliano Sciarra
Publisher: dV Giochi

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

High up in the tree bananas taste best, but Head Monkey Banana 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

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

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

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

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

Bang The Dice Game

Baobab

Designers: Michael Palm, Lukas Zach
Publisher: dV Giochi

Designer: Josep Maria Allué
Publisher: Piatnik

8

Battlestar Galactica

6

Designer: Corey Konieczka
Publisher: Heidelberger Spieleverlag

Shootout with dice in the Wild West! As sheriff, outlaw, deputy
or renegade you have the same goals as in the card game
and roll five dice, maximum three times. You can set aside and
reroll dice. Dice show symbols with different effects, which are
implemented in the order of Arrow, Dynamite, Bull‘s Eye 1 and
2, Beer and Gatling - for yourself, your neighbor or all players.
For arrow, bull‘s eye, dynamite or Gatling you lose a life, for
beer you win one. Dynamite cannot be rerolled and arrows are
implemented after each roll. When you lose your last life, you are
out of the game.
Version: en * Rules: en it * In-game text: no

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

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

Dice game for 3-8 players, ages 8+

Dexterity game for 2-4 players, ages 6+

SciFi board game for 3-6 players, ages 10+

10

Colour codes for target groups (Headline Colour)
For children + learning
With friends
For families
For experts

Colour codes for features (Bar in Evalution box)
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Bausack

Beeren klau‘n

Designer: Klaus Zoch
Publisher: Zoch Verlag

Designer: Jacques Zeimet
Publisher: Noris Spiele

8

Bejeweled

4

Designer: not named
Publisher: Hasbro

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

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

Bejeweled, the app-game, as a board game: 64 colored jewels
are randomly placed on a 8x8 board, the remaining pieces are
put into the bag. You interchange two adjacent jewels to form
a horizontal or vertical chain of three, four or five jewels of the
same color. If you manage this, you take the jewels off and are
given one, two or three coins of the same color. Remaining
jewels are pushed away from you to close a gap; if this results
in a new chain, you take it too, and push, and so on. Finally, you
refill the board. A special jewel in a chain earns you an additional
coin. Three coins are a scoring set and you win if you hold three
such sets.
Version: de * Rules: de * In-game text: no

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

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

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

Bend it

Bennis bunte Blumen

Publisher: Jumbo / Smartgames

Designers: Thomas Daum, Violetta Leitner
Publisher: Haba

7

Billy Biber

4

Designer: Kai Haferkamp
Publisher: Ravensburger

4

Black and white marbles sit in 6x6 dents of the little game board.
60 puzzles in five different levels of difficulty show different
arrangements of those marbles. Six puzzle parts consist of
six marbles each, always in a different sequence of black and
white and different numbers of each color in a piece. You must
bend those pieces so that they result in the necessary pattern
when placed into the grid. Should the puzzle demand six white
marbles in a row than you must bend away the black marbles
from the white ones in at least two pieces and then place them
so that the white marbles are aligned. Solutions are included!
Version: de * Rules: de * In-game text: no

Squirrel Benny and his friends want to have the most beautiful
flower garden in the Squirrel Wood, so they need to sow and
water. Flowers are distributed leaf side up on the board. You roll
the green pip die and the blue symbol die. First you move your
squirrel according to the pips on the green die; if it ends next to
an item or a hole you can sow; for the symbol die you can either
turn over leaves and keep a flower of your color that you find or
water the seed so that it grows a plant or put a flower on a plant.
When all you your plants are flowering you run to the treehouse;
if you are first to reach it you win.
Version: multi * Rules: de en es fr it nl * In-game text: no

The logs are stacked between the river banks and you set Billy
on top of the stack. In turn you use the wooden stick to push
a log out of the stack in a way that the stack moves as little as
possible. You cannot take logs from the top row! When Billy does
not complain you keep the log. If he complains you must put
back a log into the top row and replace Billy. In this new edition
the woodworms have gotten into the stack: You will only win if
you collect two logs of each color that only show stars and rings.
The symbol on the front of a log becomes visible when touched
with a finger for a few seconds. New edition 2013.
Version: de * Rules: de * In-game text: no

Logic puzzle for 1 player, ages 7+

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

Dexterity game for 1-4 players, ages 4+

Bim Bamm!

Blocco

Designers: Michael Palm, Lukas Zach
Publisher: Drei Hasen in der Abendsonne

Designer: Wolfgang Günter Urban
Publisher: Gerhards Spiel und Design

6

Blocks in the West

8

Designer: Emanuele Santandrea
Publisher: VentoNuovo

Uncover animals and count them! 16 double-sided tiles show
animals in characteristic color and background color; one side of
the tiles shows a white frame, the other a black frame. The action
tile decides which side is used. In your turn you can either turn
over an animal tile or use the action tile. Depending on its visible
frame color you swap a card with your draw pile or with another
player and turn over the action tile. If you see five animals as
depicted on your card, you call „Bim Bamm“ and put down the
card for a victory point and draw a new one. In case of a mistake
you lose a card and if you collect cards, you win.
Version: multi * Rules: de en fr it * In-game text: no

To move is the goal! You start on the marked positions and move
all pawns into the board in the first turns. Then you roll two dice,
choose one result in case of different ones and move one pawn
orthogonally. In case of a double you can also move diagonally.
You put a blockade piece on the square you just vacated. You
cannot enter the square anymore. You can pass other pieces
or your own, opposing pieces can be defeated and taken off
by moving onto the same square. Blockade pieces cannot be
passed or defeated and you cannot change direction in front of
them. Several end-of-game conditions are listed.
Version: de * Rules: de * In-game text: no

Blocks in the West is, after Blocks in the East, the second
simulation of WWII battles, from 1940 to 1945. Based on
historical events, you can change the course of the war on the
Western front. You can play with up to four players as Allies and
Germany/Italy, but also very well alone. The different scenarios
use more than 300 unit markers and resources markers, feature
different playing times from one hour to more than four hours,
different victory conditions, different numbers of turns and also
several levels of difficulty.
Version: multi * Rules: de en es fr it * In-game text: yes

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

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

Historic conflict simulation for 1-4 players, ages 14+

Icon explanation
Solo Play

GABIS explanation on page 3
Two Players

Large Groups

Recommended Minimum Age

11
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Blocky Mountains

Blokus

Designer: Gerhard Junker
Publisher: Juhu Spiele

Designer: Bernard Tavitian
Publisher: Mattel

6

Blood Bound

7

Designer: Kalle Krenzer
Publisher: Heidelberger Spieleverlag

An adventurous path leads up to Blocky Mountains peak; you
must build and climb it. You turn up a route card and build the
route, taking note of the additional task. Then you move trapper
and bear with sticks, food is pushed. If you succeed you move
your marker forward as indicated on an owl tile that you draw;
if you fail you move as far back. Mastered additional tasks earn
you squirrels. If you fail, you can try again if you discard a squirrel.
The next player can use the same route or change it; this costs
squirrels. Whoever reaches the peak on the board first with his
marker, wins the game. Includes team and advanced versions.
Version: de * Rules: de * In-game text: no

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

A long time after the War of the Vampires the Clan Elders search
for survivors for the Last Stand. As a clan member you attack
others to gain information on their identity. The active player
passes or attacks another player who takes damage. For damage
you must place a marker from stock next to your face-down
character card; the marker must concur in one symbol with the
character card. The attacked player can ask if another player will
take the attack instead. Players with unrevealed rank can offer to
take the attack instead. If you take your fourth damage, you are
overwhelmed. If you are the clan leader, the others win; if not,
your clan wins.
Version: de * Rules: de en jp * In-game text: yes

Stacking and dexterity game for 1-4/7 players, ages 6/8+

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

Bluff and deduction game for 6-12 players, ages 14+

Blue Max

Boggle

Designers: Phil Hall, John Harshman
Publisher: Heidelberger Spieleverlag

Publisher: Hasbro

Bohn to be wild!

8

Designer: Uwe Rosenberg
Publisher: Amigo Spiele

In this simulation of the aerial battles in WWI you try to score as
many hits as possible as pilot for either Entente or Mittelmächte. The phases of a round – up to eight when using optional
rules – are: Tailing, Planning of Maneuvers, Movement, optional
Fuel, Combat (option Lewis Gun and Ammunition supply),
Damage and Special effects on planes (option flying altitude),
Recreation and Accidents. A machine I shot down when the fuel
tank explodes, the plane maneuvers off the map or you cannot
correct a stall.
Version: de * Rules: de en fr jp * In-game text: yes

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

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

Conflict simulation for 2-21 players, ages 12+

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

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

Bongo!

Bop it!

Designer: Bruno Faidutti
Publisher: Heidelberger Spieleverlag

8

Bop it! Smash

8

Publisher: Hasbro

8

Publisher: Hasbro

Seven dice show numbers and African animals. They determine
which animal you can photograph, that is, must name. Bamboo
dice determine the number – in case of a double it is this
number, otherwise the missing number. When now the animal
dice show exactly that number for one kind of animal, you name
this animal; when two kinds are visible in this number you name
the missing animal. When no animal is present in the necessary
amount you say nothing. Yes, NOTHING! Don’t be silent! If you
are correct, you take an animal chip, for a mistake you give one
away. You win with two chips of each kind or six of one color.
Variant with a Game Keeper die.
Version: de * Rules: de * In-game text: no

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 Professional Level. In those levels spoken orders are mixed with sound
orders. You can play alone or hand on the unit to other players or
play in party mode.
Version: de * Rules: de en * In-game text: yes

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

Reaction game with dice for 2-12 players, ages 8+

Reaction game for 1 or more players, ages 8+

Reaction and dexterity game for 1 or more players, ages 8+
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Colour codes for target groups (Headline Colour)
For children + learning
With friends
For families
For experts

Colour codes for features (Bar in Evalution box)
Chance
Strategy
Knowledge
Tactics
Creativity
Memory

GABIS explanation on page 3
Communication
Interaction

Dexterity
Action
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Bop it! Tetris

Bora Bora

Brändi Dog

Publisher: Hasbro

Designer: Stefan Feld
Publisher: alea / Ravensburger

Publisher: Stiftung Brändi

8

9

One more new member of the Bop It! family, again using light,
but this time shapes come into play, too. A display shows a
pattern, called Tetrimino, which must be placed within the
matrix. To achieve this you can use three kinds of action – turn
the Tetrimino, slide it or push it into the matrix. You can play
alone or compete against other players. The aim of the game is
always to find a spot for the Tetrimino within the matrix. For each
puzzle you solve you score a point, for each unsolved one you
lose one of four lives in the Marathon variant or drop out of the
game in the “hand on” variant; in both variants you can activate
Challenge rounds.
Version: de * Rules: de en * In-game text: no

The islands around Bora Bora are explored and settled, you
collect shells and discover fishing grounds, collect sacrifices and
send priests to temples. In six stages you play three phases each:
Phase A - Roll dice, place dice on action cards and implement
action; the dice result determines the scope of the action. Phase
B - use Men and Women, one kind, cumulatively, for one action.
Phase C- Evaluate right-hand half of board - status track, temples, jewelry and task tiles. After a final scoring of sets of tiles for
jewelry and tasks and for unused main gods, huts and building
lots you win with most points.
Version: multi * Rules: de en fr * In-game text: no

Dog is a Swiss movement game in the tradition of Pachisi; you
want to get your own marbles to the finish; you are assisted by
your partner and sent home by your opponents. Four people are
playing: Pawns are moved by playing cards, the number of cards
changes in every round. Team members swap one face-down
card in every round. If you cannot move a pawn, you drop out
for the round, your cards are forfeit. You may jump over pawns
and oust pawns on occupied target spots or by overtaking them
using a Seven. A Seven can be split to get the last marble home.
For two, three and five players there are special rules.
Version: multi * Rules: de en fr * In-game text: no

Logic and reaction game for 1 or more players, ages 8+

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

Movement game with cards, for 2-6 players ages 9+

Brautkraut

Brawling Barons

Bremerhaven

Designers: Anja Wrede, Christoph Cantzler
Publisher: Zoch Verlag

Designers: Benjamin and Jonathan Fryxelius
Publisher: FryxGames

Designer: Robert Auerochs
Publisher: Lookout Spiele

10

Cards show two of four images from the tongue twister „Blaukraut bleibt Blaukraut und Brautkleid bleibt Brautkleid“, the arrow indicated how to read the card: Brautkraut, not Krautbraut.
You hold 11 cards. The first player turns up two cards slowly
and stacks them; his neighbor names the double word for the
covered card, says “wird” and the double word of the visible card,
e.g. „Kleidkraut wird BlauBraut“. In case of identical terms you
say “bleibt” instead of “wird”. If all is correct, this player now lays
down a card, his neighbor names both double words, and so on.
If you stumble, you take the stack. Whoever is out of cards, wins.
Version: de * Rules: de * In-game text: yes

The King encourages his lieges to expand to conquer new
lands. To win the King’s Favor, each baron must enhance the
magnificence of the kingdom by constructing buildings or
support the king with military units. You hold five cards, three
are displayed for the market. In turn you have one action: collect
resources, draw a card, take a card from the market, recruit,
upgrade units, move military units, attack or play an action card.
Card costs must be paid and you cannot pass. When the last
card of the draw pile is taken the game ends instantly and you
win with most victory points from buildings and military units
contributed to the royal army.
Version: en * Rules: en * In-game text: no

Harbor management and expansion, settling industry ... all for
prestige and money. A round comprises bids, boards 1 to 4 and
reading newspapers for events and progress. Board 1 - City: use
building card and building permit, raise prestige, set new prices
and change ranking, all for the highest bid. Board 2 and 3 - Sea
and Land: Take ship or order, place it and put time markers and
goods on them. Board 4: Your own harbor: Production, goods
processing, prestige, time marker with ship departure and order
evaluation. When the end of the progress track is reached, you
win with the most valuable combination of prestige and money.
Version: de * Rules: de * In-game text: yes

Tongue twister game for 2-6 players, ages 10+

Card game for 2-3 players, ages 10+

Development game for 1-4 players, ages 12+

Brügge

Bruxelles 1893

Burg Klettermax

Designer: Stefan Feld
Publisher: Hans im Glück

Designer: Etienne Espreman
Publisher: Heidelberger Spieleverlag

Designer: Gunter Baars
Publisher: Haba

4

Merchants in Bruges strive for influence with those in power,
rival among each other and guard against outside events. One
round comprises: Phase One – draw cards; Phase Two – roll
dice and distribute threat markers, Phase Three – play cards for
actions; Phase 4 – check majorities and change of starting player.
In Phase Three you place four cards one by one and use it for one
of six actions – take 2 minions, take 1-6 guilders, discard one threat marker, build 1 canal tile, build 1 house or display 1 person.
You score for persons, houses, advantages, majority markers,
canal tiles and advancement when one draw pile is empty.
Version: de * Rules: de * In-game text: yes

1893 – In Brussels architects construct the first Art Nouveau
buildings. As such an architect you build buildings, create works
of art and see to your master piece, fame and influence. The
starting player determines the available part of the Art Nouveau
board, the Brussels board is always available. Then all choose an
action for money on the Art Nouveau board – the highest bid in
a column wins that bonus card – or for free in Brussels – if you
use most assistants there you lose one at the end of the round.
After four rounds bonuses are scored for architectural ability,
bonus cards, completion of work and money and you win with
most points.
Version: de * Rules: de en fr * In-game text: no

Knights want to get their treasures back from the greedy
king. You place your tower building tile in front of a treasure
chamber. Then you roll dice – for each coat of arms you stack
the corresponding knight on your tile; a second knight of a
color is given to your neighbor who stacks him or hands him on.
Two jesters allow you choose a knight. When five knights are
stacked on your tile you snip the top one into the castle and take
the treasure tile from the chamber he reaches. Your tile is then
relocated and the knights are given back. If someone has five
treasure tiles all count their treasures on the tiles and you win
with most treasures.
Version: multi * Rules: de en es fr it nl * In-game text: no

Development game for 2-4 players, ages 10+

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

Dexterity game for 2-4 players, ages 4+

Icon explanation
Solo Play

GABIS explanation on page 3
Two Players

Large Groups

Recommended Minimum Age

13
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Byzantio / Nekken

C. C. Higgins Rail Pass

Designers: L. iroglidis, A. Boucharelis, A. Iroglidis
Publisher: LudiCreations

Designer: Patrick Stevens
Publisher: Numbskull Games

Café Melange

8

Designer: Stephan Riedel
Publisher: Clicker-Spiele

Intrigues for succession to the throne. Secretly you note seven
cities in different provinces that you aim to control. In 30 rounds
you have one each of limited actions and note its implementation. In some rounds events and cataclysms are implemented
and you tick off an action of your choice. You can only score
for cities you control that you have also listed and for correctly
deduced opposing target cities as well as espionage points. With
some modifications you can use rules and components to play
Nekken, a fight for dominance over a newly forming society
after a massive volcano eruption.
Version: multi * Rules: de en fr * In-game text: no

You collect sets of Rail Passes and travel on historically and
geographically correct railway tracks of companies in North
America in the 1920ties of the last century. The first train moves
out of Chicago the the next city; the next train travels one city
further, the next train travels three cities, and then all other trains
can cover a distance of four cities in a turn. Ferries are considered
to be rail track; trains aren‘t obstacles for each other and several
trains can stand in a city. Rail Passes allow you free travel. If you
do not travel, you still pay for Food, Lodging and telegraphs.
Payday Spots release money for you and if you are first to reach
your destination, you win.
Version: en * Rules: en * In-game text: yes

Rush hour at Café Central in Vienna, meeting point of celebrities
from Art, Literature, Politics and Science. Clever seating for
guests and celebrities earns you victory points, but before that
you must reserve seats according to preferences, for instance
shape or color of furniture. You place reservation cards and
markers and additional means to reduce the selection, until only
one seat remains which is possible and thus reserved. Now you
can seat your guest or celebrity. Action cards influence seats or
trigger additional scorings. When a total of 21 guests has been
seated, the game ends with a final scoring of additional points
for combinations of your own guest and celebrities.
Version: de * Rules: de * In-game text: no

Game for majorities for 2-4 players, ages 10+

Railroad game for 3-6 players, ages 8+

Placement game for 2-4 players, ages 10+

Call to Glory

Canterbury

Cappuccino

Designer: Michael Schacht
Publisher: White Goblin Games

Designer: Andrew Parks
Publisher: Quixotic Games

Designer: Charles Chevallier
Publisher: Pegasus Spiele

8

8

You collect different kinds of Japanese personalities and draw
two cards from two different stacks. Then you must either lay
out cards or discard a card. When you lay out cards you must
put down at least two cards, only cards of one kind in one turn
and also more cards than your opponent has on display for this
personality; he must discard his cards for that personality. When
you have six kinds of cards on display or a total of nine different
cards or if there is only one draw pile available, you score: each
player notes the value of his kinds of personalities, not their
number. After four rounds you win with most points.
Version: multi * Rules: de en fr it nl * In-game text: no

The ancient Roman town must become the new residence of
Saxon King Ethelbert and at the same time the center of Christianity in Britain. Players are Saxon princes who are tasked with
rebuilding Canterbury and supply her citizen with water, food,
religion, defense, commerce and culture in the guise of structures that need to be built, Each structure results in prosperity
points for town and prince; if prosperity reaches 300, there is a
final round and the richest prince is the winner. You start with a
building action and then you choose between Levy Funds, Full
Build or Tax & Build with corresponding costs and rewards.
Version: en * Rules: en * In-game text: no

You own 16 coffee cups of one color. All cups are placed in an
even color distribution and without gaps. In a turn you move
one of your cups or stacks onto an adjacent cup or stack,
provided that his stack is lower or maximum the same height
as yours. Whenever you cannot move, because you are out of
stacks or your stacks have no neighbors, you pass. When nobody
can move anymore, you combine your stacks and win with the
highest stack. In the advanced versions you place 1-2-3 …cups
at the start, in turns, and with at least two edges touching those
of cups already in place. In a game of two you play two colors,
but score only one.
Version: de * Rules: de en fr * In-game text: no

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

Development game for 2-4 players, ages 10+

Placement game for 2-4 players, ages 8+

Carcassonne

Caro

Designer: Klaus-Jürgen Wrede
Publisher: Hans im Glück

8

Cars

Publisher: Noris Spiele

7

Designer: Vitaly Silaev
Publisher: Zvezda

6

Landscape tiles are laid out to form a South Seas island archipelago. Runways connect islands and yield shells, the islands
yield bananas and fish come from the ocean. Four ships are
on display. In your turn you draw a landscape tile and place it
next to at least one already in place, landscape features must
correspond! Then you can place an islander on it or take back an
islander. Completed runways, islands, ocean regions or markets
are scored and you get the goods. Finally, you can deliver goods
to a ship for points. When the last tile is placed or the last ship
taken you win with most points after a final scoring.
Version: de * Rules: de en es fi fr nl * In-game text: no

Building blocks, but only seemingly! In the elegant box of
abstract design you find a number of squares made out of highquality 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 combination of colors is allowed. And of course, the other players, too,
have a piece to place!
Version: de * Rules: de * In-game text: no

Featuring characters from the Disney Pixar Car license, the new
Car Game System for playing car racing games, is available; this
is the Starter Set featuring two miniatures, Lightning McQueen
and Francesco, well-known from the film. Each car has a special
ability that you can use during the race. You assemble the track
and want to be first across the finish line after three laps. Movement is governed by dice; there are some tokens on track spots
which you can take for further use if you reach such a spot, but
you can as easily slip on spilled oil.
Version: en * Rules: en ru * In-game text: no

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

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

Car racing game for 2-6 players, ages 6+
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Colour codes for target groups (Headline Colour)
For children + learning
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For families
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Catan Explorers & Pirates

Catan Explorers & Pirates 5+6

Caverna Die Höhlenbauern

Designer: Klaus Teuber
Publisher: Mayfair Games

Designer: Klaus Teuber
Publisher: Mayfair Games

Designer: Uwe Rosenberg
Publisher: Lookout Spiele

Expansion for Die Siedler von Catan; in several scenarios you
discover unknown oceans and build settlements on newly
discovered islands. This basic task is supplemented by missions:
Conquer pirate lairs, catch fish and deliver them to the Catan Senate or acquire spices from the inhabitants of Spice Islands. New
components are settlers, ships, harbor settlements, units as well
as pirate ships, schools of fish and bags of spices. Victory points
are accrued from building settlements and harbor settlements
and from completing missions. The „Land in Sicht“ scenario
explains the first part of the rules; in each scenario or mission
new rules are added.
Version: en * Rules: de en * In-game text: no

Extension for the expansion for Die Siedler von Catan; in several
scenarios you discover unknown oceans and build settlements
on newly discovered islands, supplemented by missions: Conquer pirate lairs, catch fish and deliver them to the Catan Senate
or acquire spices from the inhabitants of Spice Islands. New
components are settlers, ships, harbor settlements, units as well
as pirate ships, schools of fish and bags of spices. Victory points
are accrued from building settlements and harbor settlements
and from completing missions. The „Land in Sicht“ scenario
explains the first part of the rules; in each scenario or mission
new rules are added.
Version: en * Rules: de en * In-game text: no

In analogy to Agricola dwarves dig for ore and rubies and furnish
living and working space in caves. Ore is used for weapons on
outings searching for rewards, provisions come from grubbing
woods, agriculture and husbandry; rubies are bartered for
goods and landscapes. 12 rounds comprise revealing of action
area, fill aggregation areas, work time with one action for each
dwarf, returning home and harvest with feeding your family
and animal propagation. At the end you score gold for animals,
grain, vegetables, rubies, dwarves owned, cave furnishings,
pastures, mines, parlors, stores and chambers. Missing animals
and beggar markers cost you gold.
Version: de * Rules: de en it * In-game text: yes

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

Supplement for Catan for 5-6 players, ages 12+

Development game for 1-7 players, ages 12+

Ciao, ciao

Citrus

Designer: Alex Randolph
Publisher: Drei Hasen in der Abendsonne

Designer: Jeffrey D. Allers
Publisher: dlp Games

10

City Council

10

Designer: Elad Goldsteen
Publisher: Golden Egg Games

Three of your markers need to be led across the bridge to the
winner’s rostrum; the die determines the number of steps a
marker can take; you name it and your opponents can believe
you or not. When a player is caught lying his marker falls into the
swamp and is out of play; when a player told the truth one of
the doubter’s markers falls off and out of play. If you manage to
get three markers across, you win, or if you manage the highest
score on the rostrum from the position of your markers when
nobody managed to get three markers across. If you arrive later,
you score higher! If you have only markers on the rostrum you
can still doubt – and fall!
Version: multi * Rules: de en fr it nl * In-game text: no

You are a plantation owner and must build or harvest, followed
by special action governed by landscape tiles, in any order and
number. To build you buy all plantations of a market row and
place them immediately, adhering to the building rules, either
next to your own areas of the same kind, or next to a path area
at a finca and placing of a worker and maybe with acquisition of
a landscape tile or triggering a finca scoring. If you harvest, you
remove the worker and score points and money for workers on
the tableau. When all plantations have been built, you win after
a final scoring of fincas, plantations and landscape tiles, with the
highest score.
Version: multi * Rules: de en * In-game text: no

As a member of the city council in a newly founded city you
win support = victory points from political groups by doing
them small favors. You propose plans; they are voted on and
implemented if accepted. Buildings and zones are activated, unemployment is reported and actions are implemented, adhering
to detailed rules. Finally, the consequences of your work are monitored and will bring or lose the city residents/workers. When
someone has acquired 11 VP you win at the end of the round
with most VP. Should at any time all crime and pollution markers
be on the board the city is closed down by the government.
Version: en * Rules: en * In-game text: no

Bluff game with dice for 2-4 players, ages 10+

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

Worker placement game for 2-5 players, ages 12+

Civilization: Das Brettspiel

Cluedo Die nächste Generation

Designer: Kevin Wilson
Publisher: Heidelberger Spieleverlag

Publisher: Hasbro

Coloretto Jubiläumsausgabe

9

Designer: Michael Schacht
Publisher: Abacusspiele

8

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

Cluedo Die nächste Generation - CLuedo as we know it and yet
it is different! This development of the classic detective game introduces 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

Players in turn draw a card from the pile and place it in one of
the rows, maximum three cards in a row, or take a card, quit
for the round and lay down the cards, sorted by color. When all
rows have been taken a new round begins. When “Last Round”
appears the round is completed and then the game is scored:
Jokers you collected are assigned to a color and you score three
colors and bonus cards for points, cards of additional colors
that you have laid out score negative points. You win with the
highest total of points. New edition for the 10 Year Anniversary,
featuring a new design and an additional rule for a Golden Joker.
Version: de * Rules: de en * In-game text: no

Historic simulation for 2-4 players, ages 13+

Deduction game for 3-6 players, ages 8+

Card collecting game for 3-5 players, ages 8+
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Command & Colors: Ancients Expansion 1

Concept

Concordia

Designer: Richard Borg
Publisher: GMT Games

Designers: Gaëtan Beaujannot, Alain Rivollet
Publisher: Repos Productions

Designer: Mac Gerdts
Publisher: PD-Verlag

Epic confrontation in ancient times. Counters in the game represent different unit sizes of troops, depending on the battle; the
components allow you to play ten different battles. Units move
based on commands from command cards, which introduces
a certain chance element. Battles are decided by dice roll. A
player‘s turn comprises playing a command card, orders for
units, move, fight and draw a new command card. Depending
on the scenario you must conquer different numbers of banners
to win. The expansion introduces more than 20 scenarios for
historic conflicts in the ancient Mediterranean.
Version: en * Rules: en * In-game text: yes

Pictograms are part of our daily life and in Concept we are
asked to use them to explain terms by combining pictograms.
Two players choose a term, discuss possibilities and then place
markers on selected pictograms. The other players guess and
the first one to guess correctly scores two points, the presenters
score one point each. An Ear, scissors, a palette and human
result in Vincent van Gogh! Markers in several colors allow
sub-categories, for instance markers of one color on a building
and a piece of metal, markers in another color on a globe and on
red, white and blue mean a building made of iron in a country
connected to blue, white and red - Eiffel Tower!
Version: de * Rules: de en fr kr ru * In-game text: no

Fame and Fortune in the Roman Empire. As a colonist you go on
the modular board into one of the provinces in the Empire or in
Italy to produce brick, food, cloth, wine or tools. All begin with
an identical set of cards and acquire additional cards, which are
used for actions and victory points. The Tribune lets you take
up spent cards again, which results in an intermediate scoring.
If you build the last house or buy the last character card, you
take Concordia, followed by a last turn for each player. Then you
score Gods on character cards in relation to buildings, goods,
colonists, etc. Concordia gives you 7 points.
Version: multi * Rules: de en * In-game text: yes

Expansion for the conflict simulation for 2 players, ages 12+

Association game for 1-4 players, ages 10+

Development game for 2-5 players, ages 12+

Cornish Smuggler

Cosmo

Designer: Henry Jasper
Publisher: Grublin Games

Designer: License INTEX
Publisher: Huch! & friends

Cowboy Schreck

6

Publisher: Hasbro

4

You embody a smuggler who buys and sells illegal goods. You
play in rounds, which are split into a sequence of actions, which
are implemented one after the other. Actions cost god, influence
or reputation. In order to win you must acquire gold and
reputation. Reputation generates influence at the start of each
turn and you need influence for smuggling. In order to smuggle
successfully, you need smugglers, too, so you must hire a few.
The game ends when the Customs marker reaches the end of
the track or when the last goods shape has been bought. You
win with most gold from selling illegal goods.
Version: en * Rules: en * In-game text: yes

One ball shows 12 holes in a symmetrical arrangement. Eleven
of those holes are surrounded by a ring in one of eleven different colors. To start the game you push the marbles into the ball,
that is, shuffle or rearrange them, and then you must push and
slide the marbles to get them back into the holes surrounded by
the color ring matching the color of the marble. There is always
only one empty hole available that you can use for a temporary
storage spot.
Version: de * Rules: de * In-game text: no

Buckaroo, terror of cowboys, is back. The obstinate mule must
be made to carry a cowboy’s equipment. First you must put the
saddle on the mule and then load the other items in any order
onto the saddle. Each item must touch the saddle, you cannot
fasten anything to ears or tail and you may not touch or hold the
mule while you load something onto the saddle. If one or more
items fall off during your turn you must quit the game. You also
must quit when the mule kicks in your turn. Whoever is last in
play or loads the last item onto the mule without it kicking, wins.
Three levels of difficulty are provided.
Version: de * Rules: de en fr it pt * In-game text: no

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

Logic game for 1 or more players, ages 6+

Dexterity game for 2-4 players, ages 4+

Crazy Lab

Crossboule C3

Designers: Gregorio Morales, Jordi Gene
Publisher: Amigo Spiele

Designer: Mark Calin Caliman
Publisher: Zoch Verlag

10

Cuatro

6

Designer: Jürgen P. K. Grunau
Publisher: Noris Spiele

8

You choose a negative color and take the scoring deck of this
color and 10 trick cards. Then all players choose their positive color and two colors for trump from the scoring deck; those trump
cards are shuffled and stacked face-down and you turn up one
card for each round for the current trump color. For each trick
you play one card in turn. The trick is won by the highest card of
the current trump color; in case of a tie by the card played earlier.
A trick without a trump card is won by the highest card. After
10 tricks you win with the highest total from card values of your
positive minus card values of your negative color.
Version: de * Rules: de * In-game text: no

Variant of Boules, featuring soft balls, playable in any surrounding. 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

Cuatro offers a combination of the mechanisms from Yatzy
and “Four in a Row”. Squares on a game board are marked with
results of dice rolls, each player has 15 pagoda roofs. You roll five
dice and have five rolls to achieve a useable result, which you
need not announce before rolling. You may set dice aside and
re-roll them later. The dice result determines – within certain
restrictions for when the result was achieved - where on the
board you can place one of your pagoda roofs and if you can
cover another payer’s roof with one of your own. If you cannot
place a roof, you lose a roof. Whoever achieves four roofs in a
row first, wins the game.
Version: multi * Rules: de en fr it * In-game text: no

Trick-taking card game for 3-5 players, ages 10+

Dexterity game for 2 or more players, ages 6+

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

Icon explanation
Solo Play

GABIS explanation on page 3
Two Players

Large Groups

Recommended Minimum Age
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Cuba Libre

Cuboro Tricky Ways

Designers: Jeff Grossman, Volko Ruhnke
Publisher: GMT Games

Designer: Johannes Guischard
Publisher: Cuboro

Da ist der Wurm drin

6

Designer: Carmen Kleinert
Publisher: Zoch Verlag

4

Cuba Libre is based, like A Distant Plain, on the COIN system
that was first introduced in Andean Abyss. COIN is short for
Counterinsurgency. A deck of 48 event cards brings Fidel
Castro‘s Cuba of the 1950 back to life. He began his model Leftist
Insurgency with only 12 men in 1956 and could due to effective
maneuvering take over the country two years later. The basic
COIN system was adapted to Cuban conditions and circumstances: For instance, Syndicate‘s bases are in Casinos, which no army
wants to destroy because of their importance to Cuba.
Version: en * Rules: en * In-game text: yes

By rearranging Cuboro elements you form the longest possible
path for a marble from the starting tower into an empty target
spot. Version 1 uses paths, so-called troughs, on the surface of
the elements. Eight Cuboro cubes are placed; to rearrange them
you can slide them, turn them or jump them into the empty
spot, including turning it. You have three actions, the same ones
or different ones; a joker gives you an additional action. Then
you place the starting tower and let the marble roll. You cannot
target occupied spots. Each trough that you use scores 1 point.
In version 2 you use troughs inside the Cuboro cubes, too.
Version: multi * Rules: de en fr it + 7 more languages * In-game text: no

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

Conflict simulation for 1-4 players, ages 12+

Placement puzzle for 2-4 players, ages 6+

Dice game for 2-4 players, ages 4+

Dark Eras

Das Ältere Zeichen

Das verrückte Labyrinth

Publisher: sordje programming

Designers: Richard Launius, Kevin Wilson
Publisher: Heidelberger Spieleverlag

Designer: Max J. Kobbert
Publisher: Ravensburger

7

If you want to play Dark Eras to experience dark ages, you are
given a gift of a piece of land and a village by King Edward. This
basic property is expanded end developed; you produce raw
materials and conquer land with military actions in order to rise
to be a mighty prince. You choose your own path for this goal economy, war, villages, fields, buildings or researchers. Princes
create the story themselves, there are no restrictions on size or
duration of play. You negotiate, trade, invite to tournaments
or are defaulting from a treaty to attack instead of remaining
neutral or you …? A modern browser game, programmed in
PHP5 UND CSS3, playable free of charge.
Version: de * Rules: de en * In-game text: yes

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 approaches. 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. Expansion
Verborgene Mächte.
Version: de * Rules: de en fr jp pl * In-game text: yes

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

Browser game for 1 player, ages 12+

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

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

Der Eiserne Thron Zweite Edition

Der geheimnisvolle Spiegel

Designer: Christian T. Petersen
Publisher: Heidelberger Spieleverlag

Designer: Frank Bebenroth
Publisher: Drei Magier / Schmidt Spiele

Der Herr der Ringe Das Kartenspiel

5

Designer: Nate French
Publisher: Heidelberger Spieleverlag

In Westeros intrigues are often deadlier that swords and axes.
King Robert Baratheon is dead, and the houses Stark, Lannister,
Baratheon, Martell, Tyrell or Greyjoy lay claim to the throne.
Elements from expansions were incorporated into this second
edition of the board game: harbors, garrisons, Wildling cards
and siege engines. Using diplomacy, planning and clever use of
cards you try to acquire control over the majority of fortresses
and towns to claim the throne for your house. The 10 rounds of
the game comprise Westeros phase, planning phase and action
phase.
Version: de * Rules: de en * In-game text: yes

Glowing symbols appear in a mysterious mirror; the little magicians are able to draw through the mirror with their magic wands
and you must guess what! You draw a symbol, switch on the
magic wand and trace the symbol on the backside of the mirror.
The others watch the glowing point in front and make suggestions. When one is correct, you show the symbol and slide it into
your ladder. The guesser becomes next painter. If your symbol
is not guessed, you have two more tries and must put it back in
case of failure and draw a new one. When your starting-tile falls
out from the top of the ladder, you win.
Version: multi * Rules: de en fr it nl * In-game text: no

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 introductory game. This is amended by scenarios and 84 Encounter
cards which you can master. The cards used are hero cards,
player cards, encounter cards and adventure cards. If at least one
player survives until the last part of the adventure deck has been
dealt with, the players win together. Adventure Packs, deluxe
expansions and Saga expansions like “Der kleine Hobbit Über
den Berg und Unter den Berg” offer supplements for the game.
Version: de * Rules: de en es fr it pl * In-game text: yes

Fantasy development game for 3-6 players, ages 14+

Painting and guessing game for 2-4 players, ages 5+

Card game with a fantasy topic for 1-2 players, ages 13+
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Der Hobbit Smaugs Einöde

Der Isses!

Designer: Andreas Schmidt
Publisher: Kosmos

Designer: Alex Randolph
Publisher: Drei Hasen in der Abendsonne

10

Der kleine Hobbit

10

Designers: Michael Stern, Keith Meyers
Publisher: Piatnik

10

Bilbo and the dwarves travel through Mirkwood and Erebor, threatened by spiders and wood elves and supported by Gandalf.
You move dwarves and Bilbo with cards, play cards from hand
and can swap a card with another player. On adventure spots
you implement the top adventure card; in Mirkwood a dwarf
can be “webbed” and only freed by Bilbo carrying the ring. When
Smaug is turned up he moves towards Esgaroth. When one
dwarf of each player and Bilbo reach their destination, all win
together. Should Smaug arrive at the Dragon spot or when both
dwarves of a player or Bilbo – when without ring – are defeated,
all players lose together.
Version: de * Rules: de * In-game text: yes

You secretly choose the color of the marker you want to put on
the silver coin by putting its card at the bottom of your stack;
you can move any marker by one step or jump over one or several adjacent markers to be nearer to the silver coin at the end
of the turn; a diagonal is considered to be longer than a straight
distance. You win the silver coin by 1) moving on top of it or 2)
by choosing the color with which your opponent moves onto
the coin or 3) by correctly naming the choice of your opponent
by pointing it out with “Der isses” or “that‘s the one”. You cannot
pass but must move a marker or say “Der isses”. You win with
four coins.
Version: multi * Rules: de en fr it * In-game text: no

In the guise of Bilbo Beutlin you travel through the Misty
Mountains and Mirkwwod to take back the dwarven hoard from
Smaug the Dragon. You roll and move: On a Gandalf spot you
draw a card. On a Sword spot you master adventures with the
help of Gandalf cards or by turning the spinner on the stone/
scissor/paper principle – You say what will win and the spinner
must stop on the loser of the pair. You earn jewels by stealing
them from Smaug or mastering an adventure. Smaug is fought
with jewels and adventure points. When he is defeated you earn
5 points when you participated in the defeat and win with the
highest total from adventures and jewels.
Version: de * Rules: many languages * In-game text: yes

Film-based adventure game for 2-4 players, ages 10+

Placement and bluffing game for 2 players, ages 10+

Adventure game for 2-6 players, ages 10+

Der Schatz von Castellina

Der verzauberte Turm

Designer: Carlo A. Rossi
Publisher: moses. Verlag

Designers: Inka and Markus Brand
Publisher: Drei Magier / Schmidt Spiele

5

Der Widerstand

5

Designer: Don Eskridge
Publisher: Heidelberger Spieleverlag

Sapphires, rubies, emeralds and citrines glitter in the courtyard,
but only the inactive players see them. You may look at the
courtyard for 10 seconds and then turn the castle around. Now
you can try to put your hand through the gate and take out one
of your own gems. Take care to avoid white fakes! If you find
one of your own gems, you can try again. If you took another
player‘s gem you give it to him; if it is a neutral color, you put it
back. A white fake stays with you. If you collect three fakes, you
must quit the game. Whoever manages to collect all ten gems
first, wins.
Version: de * Rules: de * In-game text: no

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

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

Tactile memo game for 2-4 players, ages 5+

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

Deduction game for 5-10 players, ages 13+

Descent 2. Edition Die Reise ins Dunkel

Dice Devils

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

Designer: Reinhard Mensen
Publisher: Kosmos

Dice Run

8

Designer: Spartaco Albertarelli
Publisher: Kaleidos Games

10

The 2nd edition of Descent is based on the 1st edition. Character
and combat systems were revised and you can play an epic
campaign or play the separate adventures. 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. Supplemented/expanded by an Upgrade Kit and, e.g.
“Labyrinth des Verderbens”
Version: de * Rules: cn de en es pl * In-game text: yes

It is happening – hell freezes over and all the devils must roll dice
for warming items, from tea and hot water bottles to electric
heaters and grills. You embody a devil with a special ability and
roll your dice beneath the cup; then you check the result and
place your Grab tile next to the item on display that you want;
If several devils want an item they toss dice for and use their
special abilities. The winner gets the item and can, if he wants,
swap his devil character with the character of one of the losers.
If someone has ten items you add the values of your items at the
end of the round and win with the highest total.
Version: de * Rules: de * In-game text: no

A race among 30 dice! Players need to meet a secret specification in four stages. All dice are rolled and sit in the middle. You
play a card, draw a card and move all dice as stated on the card,
turn them, swap them - e.g., if you played „All red ahead“ then
you take, beginning with the first group, all red dice in a group
and move them one position ahead. When a stage card appears,
it triggers a scoring - 1 point for each color and number in the
first group that corresponds to your specification - and you get
new specifications. Whoever has the highest score after four
stages, wins.
Version: multi * Rules: de en fr it * In-game text: no

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

Dice game for 3-6 players, ages 8+

Race game with dice for 3-6 players, ages 10+

Icon explanation
Solo Play

GABIS explanation on page 3
Two Players

Large Groups

Recommended Minimum Age
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Die Arena von Tash-Kalar

Die Biene Maja 4-in-1 Spielesammlung

Designer: Vlaada Chvátil
Publisher: Czech Games Edition

Publisher: Studio100 Media

Die Biene Maja El Florado

3

4

Publisher: Studio100 Media

Master Mages duel in the arena, in teams or each on their
own. Three factions control individual decks of creatures to be
summoned. You place pieces, so called helpers, in your color;
when this results in a pattern depicted on one of your cards
you summon the creature and use its effect. Then you discard
the card; the creature turns to stone and can be used as part
of a new pattern - or revived by the effect of another card and
used in combat. In the standard game you complete tasks for
points; in the melee mode you destroy opponents and summon
Legendary Creatures from their special deck.
Version: de * Rules: cz de en * In-game text: yes

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

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

Placement game with a fantasy topic for 2-4 players, ages 13+

Game Collection for 2-4 players, ages 3+

Dexterity game for 2-4 players, ages 4+

Die Biene Maja Memo

Die Biene Maja Polli Hop

Publisher: Studio100 Media

Designer: Thomas Daum
Publisher: Studio100 Media

3

This is a game of memory for fans of the cheeky and jolly little
Bee called Maja and her friends, all well-known from film and
books. As always, you need to find most pairs. You are looking
for Maja, Willi, Flip and other friends on 36 pairs of cards. You play
this version of a memo game according to standard rules, too:
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
pictured, you put both tiles back and your turn ends. When all
pairs have been found you win, if you collected most of them.
Version: de * Rules: de * In-game text: no

Die Biene Maja Tick Tack Tempo

5

In the hive a party is given to honor the Queen. Maja and her
friends want to bring the best honey from the Corn Poppy
meadow for a gift. But Maja must consider well, because each
friend can only carry three pollen balls. You have pollen balls in
your color, roll the die and throw a pollen marble into the corresponding hole. When you are sure that three marbles are already
there she throws the ball to Paul the Ant. When all marbles are
allocated you check. If you could place a pollen ball in third place
with a friend, you are awarded a Maja Chip. You win after three
rounds with most chips.
Memo game for 2-4 players, ages 5+
Version: de * Rules: de fr it nl * In-game text: no

Memo game for 2-8 players, ages 3+

4

Publisher: Studio100 Media

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

Die Biene Maja Über Stock und Stein

Die Biene Maja Was ist da im Busch?

Publisher: Studio100 Media

Designer: Thomas Daum
Publisher: Studio100 Media

5

Die Burgen von Burgund

4

Designer: Stefan Feld
Publisher: alea / Ravensburger

A rapeseed field has been found and the queen of the Corn Poppy meadow should know about it; Maja was charged to deliver
the news. You turn over a tile and, if it is a special one, implement
it; ladder, glow worm, boat or honey pot remain open-faced.
Now you turn up a second tile and treat it like this, too. When
you found a second identical tile, either ladder, glow worm, boat
or honey pot, you keep both. Then you spin the pointer on the
wheel and move your marker. For mushroom spots, the boat in
the river and the flower bed you need those pairs of tiles. You
must also find letter and steps to reach the queen with the letter
and win.
Version: de * Rules: de fr it * In-game text: no

„One, two three, I‘m on my way!“ Maja and her friends play hide
and seek in the Corn Poppy meadow. You turn up the top card.
A Maja card you may keep. A card showing a friend remains in
place and you must find this friend. You choose a shrub and puff
until it tumbles over. When the friend was hiding behind it, you
may keep the card. If not, you replace the shrub and the friend‘s
card remains open. If you want, you can discard a Maja card if
you failed, and try another shrub. If you are first to find three
inmates of the meadow with your good memory and diligent
puffing, you win.
Version: de * Rules: de fr it * In-game text: no

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

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

Puffing and memo game for 2-4 players, ages 4+

Resources management game with dice for 2-4 players, ages 12+
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Die drei ??? und der Feuerdiamant

Die Fürsten von Catan

Die Glasstraße

Designer: Reiner Knizia
Publisher: Kosmos

Designer: Klaus Teuber
Publisher: Kosmos

Designer: Uwe Rosenberg
Publisher: Feuerland Spiele

8

A missing inspector, fire and blackmail – all players try to solve
cases together. A player’s turn comprises rolling dice, followed
by 1) Danger according to dice, 2) Movement according to
dice, 3) Action including evidence, interrogation, assistants and
obstacles and 4) Detective cards. Players win together when
they find the culprit before a marker on one of the four danger
tracks reaches the last spot. When this happens or when the
wrong person is accused, all players lose together. With the app
you can integrate iPad, iPhone or iPod into the game. The app
“rolls dice” and assists with enquiries; in order to win all four
cases must be solved.
Version: de * Rules: de * In-game text: yes

The principality of each player with two settlements, 6 landscapes and 1 road is laid out. You roll 2 dice for resources and
event, both valid for both players. Then you use cards from your
hand for actions or development of the 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

Glass and bricks, used since ancient times. You produce glass for
windows to put into buildings that you set up from wood, clay
and bricks, and you produce those bricks, too. You are assisted
by five craftsmen who you choose for each period. They have
two abilities and you can use both if nobody else has him on
hand when you choose to play him. Production wheels for
glass and bricks, craftsmen and buildings as well as landscape
actions govern acquisition and transformation of resources into
the necessary building materials. Buildings offer points, instant
one-time-use or transformation. The value of your buildings will
decide on your victory.
Version: de * Rules: de en fr nl * In-game text: yes

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

Card game of development for 2 players, ages 10+

Complex resources management game for 1-4 players, ages 12+

Die Hexen

Die Legenden von Andor

Designer: Martin Wallace
Publisher: Asmodee

Designer: Michael Menzel
Publisher: Kosmos

8

Die Legenden von Andor Der Sternenschild

10

Designer: Michael Menzel
Publisher: Kosmos

10

Trainee witches must solve problems in Lancre. You place a
problem, move on foot or by broom and draw cards. On arrival
you can solve a problem, when present, or have tea with witches, if present, or do nothing. Problems are solved by dice roll,
supplemented with cards. If you fail, you can retreat. Drinking
tea reduces cackle markers. When crises markers are exhausted
or three elves are on the board, the game ends instantly without
a winner. When the last problem has been placed, all witches
score their solved problems and deduct Black Aliss markers for
too much cackling. Whoever has most points, wins.
Version: de * Rules: de en * In-game text: yes

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

The first expansion for Die Legenden von Andor demands the
completion of three tasks: Defending the castle in analogy to
the core game; fulfilling a Prince’s Task according to card A3 and
deflecting a threat determined by roll of a die at card C. This is
supplemented by a new system of Legend cards; those are sorted alphabetically but for some letters there is now a choice of
four cards, the three not used are meant for other future games.
Sternenschild covers monsters and stops their movement. One
of six threats comes into play in a game, those threats are not
considered to be creatures.
Version: de * Rules: de * In-game text: yes

Disc world adventure game for 1-4 players, ages 8+

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

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

Die Oktonauten Duett

Die Oktonauten Quartett

3

Publisher: ASS Altenburger

Die Oktonauten Rätselspaß

4

Publisher: ASS Altenburger

Publisher: ASS Altenburger

4

Cards in the game are sorted by the color of the symbol on
them. Cards of one kind are spread out open-faced; cards of the
other kind are stacked face-down. One card from the stack is
drawn and displayed. All players now search among the spreadout cards for the suitable half to the card drawn from the stack.
If you find it, you put your hand on it and get, if you are correct,
the card from the stack. If you were wrong, the others keep
on searching. As soon as you have won five cards, you win the
game. You can also use the cards for a memo game “find pairs”.
Version: de * Rules: de * In-game text: no

Cards feature characters from the series; the cards carry character names and a number of symbols for fish and shells and also a
symbol to mark the cards in a quartet. You can use those cards to
play a standard quartet game – you ask for cards – or a quartet
with drawing – you draw a card from your left neighbor – or
a quartet with trumps – you name a value of the top card, for
instance four fish or four shells. You can even use the cards for a
game of Domino – you simply place a card to the left or right of
the display, with the same number of symbols, maybe three fish
next to three shells.
Version: de * Rules: de * In-game text: no

Cards with images from the series show puzzles that need to be
solved; for instance, the octopus is depicted in color and four
shadow octopuses are shown in black. You need to find the
correct shadow. You agree on a certain number of puzzles that
need to be solved, alone, in teams or one against one. Whoever
manages that first, wins. Or you sort the cards by border color,
each player is given a color and cards without a border are on
display in the middle. Whoever completes his puzzle of 16 cards
(including 4 cards from the middle) first, wins.
Version: de * Rules: de * In-game text: no

Card spotting game for 2 or more players, ages 3+

Card game for 3 or more players, ages 4+

Puzzle solving game for 2-4 players, ages 4+

Icon explanation
Solo Play

GABIS explanation on page 3
Two Players

Large Groups

Recommended Minimum Age
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Die Paläste von Carrara

Die Pracht der Vampire

Designers: Wolfgang Kramer, Michael Kiesling
Publisher: Hans im Glück

Designer: Björn Lippold
Publisher: Krimi total

Die Ratten im Gemäuer

16

Designer: Henning Poehl
Publisher: Sphinx Spieleverlag

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

The latest volume in the series of Crime Dinner games takes us
into the realms of Fantasy, after Fairytales and Mafia we now
embody Vampires. The event always follows the same pattern:
The host invites and hands out the roles with first information.
Then you meet for dinner, if possible in fancy costumes, and play
your role. All must tell the truth and tell all that they learn about
third parties, even such trivial things like „I saw X smoking“. The
culprit may lie. Missing clues can be supplied by the host as
results of police investigations. When the culprit is named in the
final voting, the case has been solved.
Version: de * Rules: de * In-game text: yes

The game is based on a story by H. P. Lovecraft and uses
standard mechanisms, You start with the maximum amount of
brains, that is, with a full brain capacity. You roll dice with a cup,
check the result secretly, can roll again and then you hand it on
with an announcement on the number of rats showing on the
dice. You may lie and the receiver can believe you or not. Announcement, believing, doubting, being correct or not are dealt
with according to detailed rules. In general, you win a brain if if
you are correct and lose one or two, if you are wrong. If someone
lost all his brains, you win if you are the one with most brains.
Version: de * Rules: de * In-game text: no

Development game for 2-4 players, ages 12+

Crime Dinner game for 8-9 players, ages 16+

Dice game for 3-6 players, ages 12+

Die Tempel-Falle

Die Tore der Welt Das Kartenspiel

Die Tribute von Panem

Publisher: Jumbo / Smartgames

Designer: Walter Schranz
Publisher: Kosmos

Designers: A. Parks, C. Guild, B. Kinsella
Publisher: Kosmos

7

10

The board shows a labyrinth, in which the walls keep changing
their positions. In each of the 48 logic puzzles all parts of the
labyrinth – 8 moveable ones – are placed onto the board in positions specified by the puzzle. Now you must leave the labyrinth
with your marker – whose starting position also varies according
to the current specification – through the exit, a gap in the wall
of the labyrinth. To do so you relocate parts of the labyrinth
and move your marker before or after you slide parts. As usual,
solutions come with the puzzles and in this game the board has
a cover to store all parts.
Version: de * Rules: de * In-game text: no

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

You are an inmate of District 12 and fight for survival while
trying to pay tributes to the capital. When you cannot pay or do
not want to, you put one of your cards into the lottery pot. You
play 12 rounds comprising two phases: 1) Move round marker
and implement instructions for the current round – replenish
cards and sometimes pay tributes. 2) Relocate your marker and
implement action of the new location, usually changes in your
card supply or location of your marker. After 12 rounds a card
is drawn from the put – its owner becomes a tribute and loses
the game, the winner is whoever among the remaining players
owns most points on his cards.
Version: de * Rules: de en * In-game text: yes

Logic puzzle for 1 player, ages 7+

Card game for 2-4 players, ages 12+

Game based on film and book, for 2-4 players, ages 10+

Die vergessene Stadt

Die Welt

Die Werwölfe von Düsterwald Charaktere

Designer: Matt Leacock
Publisher: Schmidt Spiele

Designer: Günter Burkhardt
Publisher: Kosmos

Designers: Herve Marly, Philippe des Pallières
Publisher: Lui-même

10

After the Forbidden Island players now explore the Forbidden
Desert. Again you embody an explorer with special abilities
and have up to four actions in your turn: move your adventurer,
remove sand, excavate and salvage machinery parts. Then
you draw wind cards and move the sandstorm accordingly by
relocating desert tiles. When the adventurers manage to reach
the starting ramps with four parts for the Flying Machine and
the ramp is free of dunes, they escape and win. But if they run
out of water or are buried by sand or if the storm reaches deadly
intensity, all players lose together.
Version: de * Rules: de en es fr nl * In-game text: no

Players choose how detailed they want to locate sites all over
the world. Sites are laid out, each player chooses one. To locate
your chosen site you place the first marker for the Continent
board, then for West, Middle or North on that board, followed
by a choice of North, South or Middle. Finally, you can choose
one square of four in the resulting grid area. 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

After a time of quiet regeneration the rumors and the howling
in the woods begin again and characters from all over the land
assemble to confront the pest; again each group wants to eliminate the other and disguise its own identity. New characters are
The Pure Soul, Two Sisters, Three Brothers, Angel, The Stuttering
Judge, The Knight of the Rusty Sword, Jester and Devoted Maid
as defenders of the village, Fox and Bear Leader with supernatural abilities to sense werewolves and The Embittered Old Man,
The Wild Child, Wolfhound, White Werewolf, Big Bad Wolf and
the Primordial Wolf as foes of the villagers.
Version: de * Rules: de en es fr nl * In-game text: yes

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

Site location game for 2-6 players, ages 10+

Expansion for the deduction game for 8-28 players, ages 10+
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Differix extrem

Dino Park

Designer: Elisabeth Richter
Publisher: Ravensburger

Designer: Reiner Knizia
Publisher: Piatnik

5

Dixit

7

Designer: Jean-Louis Roubira
Publisher: Libellud / Asmodee

In 16 images on a board you must spot the tiny differences.
For Memo-Differix play a memo game; if you find one of your
pairs, you take it. When a player has found all tiles all players
now assign the tiles to the pictures on the board. Differix ganz
fix is played against the timer, all players try to place their tiles
correctly and quickly. In Differix im Kreis you should place as
many tiles as possible correctly on four boards for points, during
four rounds. When the timer stops, you control and hand on the
board. Differix mit Weitergeben is played in teams; you hand
the board to a team member. For control you use a foil and
markings.
Version: de * Rules: de * In-game text: no

Three dinosaurs are on display for hunting. You roll all dice, set
aside at least one of them and can reroll the remaining ones,
etc. You may only set aside hunting items that are visible on a
card and mark them with an adventurer. When you set aside the
binoculars, nothing happens. If you stop, you take completed
cards; incomplete cards stay for the next player. If you cannot
set aside a die you lose your turn, full cards at that point are
discarded. If you have set aside all dice and at least two of them
show binoculars you can re-roll all five dice. When all cards
are given out you win with the highest total from points on
collected cards.
Version: multi * Rules: cz de en fr it hu sk pl * In-game text: no

Each player receives 6 of 84 picture cards and a set of voting tiles.
The narrator makes a statement on one of his cards. It can be a
quote, a title of a book, film or song or anything else, a sound or
even a pantomime. All others choose from their hand the card
they think fits the statement best. The narrator shuffles all cards
and turns them over. All other players now vote which card is
the card of the narrator. If some players guess correctly, they
score points together with the narrator. If all or no one guesses
correctly, they all score with the exception of the narrator. 2013
the newest expansion, Dixit 4, is published.
Version: de * Rules: many languages * In-game text: no

Spotting game for 1-4 players, ages 5-10

Dice game for 1-4 players, ages 7+

Association game for 3-6 players, ages 8+

DKT Alpen

DKT Classic

8

Publisher: Piatnik

DKT junior

8

Publisher: Piatnik

Publisher: Piatnik

5

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, 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

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

Economics game with dice for 3-5 players, ages 8+

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

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

DKT Urlaub

DKT Wien

8

Publisher: Piatnik

Dobble

8

Publisher: Piatnik

Designer: Denis Blanchot
Publisher: Asmodee

6

For DKT, Austria’s equivalent of monopoly, now under the aegis
of Austria’s traditional and oldest producer of games, there
is now yet another version. Following the well-known rules
of the core game players invest in the most favored holiday
destinations. You buy hotels, cruise ship companies, restaurants
or boarding houses in Austria, Italy, Croatia, Spain, USA, Turkey
or Egypt. In addition to the standard rules – roll & move, buy real
estate lots, build boarding houses and hotels on them and pay
or collect rent – you can use train or plane to reach your destination more quickly. Souvenirs let you make additional money.
Version: de * Rules: de * In-game text: yes

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

In Dobble there are 50 different symbols on 55 round cards that
can be used for 5 different little games, all using mechanisms
of watching, observing and speed. An example: All have cards
stacked before themselves on the table and one is displayed in
the middle. All turn up a card at the same time. If you are the first
to spot a symbol both on your card and the card in the middle,
you name the symbol and set your own card aside. A new round
starts and the first to discard all cards wins the game. Each card
is unique and has only one symbol in common with all other
cards in the deck.
Version: de * Rules: many languages * In-game text: no

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

Economics game with dice for 3-5 players, ages 8+

Reaction game for 2-6 players, ages 6+

Icon explanation
Solo Play
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Dog Deluxe

Doktor Bibber

Publisher: Schmidt Spiele

8

Doktor Hrubec

6

Publisher: Hasbro

Designer: Štěpán Peterka
Publisher: Czech Board Games

In this team game for four and six players you try to get your
own four pieces to the finish area as quickly as possible; for
two, three and five players there are special rules. Pieces are
moved with cards, their numbers change in each round. Team
partners swap one face-down card per round. If you cannot
move a piece, you quit for the round, your cards are forfeit. You
jump over other pieces and defeat pieces on occupied target
spaces or by overtaking them with a Seven. Red cards have
special abilities. Card values must be implemented in total, even
beyond the finish! Deluxe edition with a modular wooden board
and wooden pieces.
Version: de * Rules: de fr it * In-game text: no

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

From the pub to the hospital, as seems to be indicated by the cover design of Czech Pub and Dr. Hrubec. Makes sense somehow,
albeit not a healthy one. Anyhow, it is a party game again, a
fast card game, in which you assemble a team of crazy doctors
in order to cure some very funny patients - no wonder that
shut-down of the hospital is on the horizon. Each doctor has his
specialty and each patient a special problem. You can support
your team with different actions or try to disturb other players.
When the hospital is closed, the game ends and you win if you
have cured enough patients.
Version: multi * Rules: cz de en sk * In-game text: no

Cooperative movement game for 2-6 players, ages 8+

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

Party game with cards for 2-5 players, ages 13+

Dominion Special Edition

Dominion Die Gilden

Donburiko

Designer: Donald X. Vaccarino
Publisher: Rio Grande Games / ASS

Designer: Donald X. Vaccarino
Publisher: Rio Grande Games / ASS

Designer: Masanofu
Publisher: Yū-gen Roman

7

As a monarch you expand your realm using your deck of action,
treasure and victory point cards, curse cards, reaction cards
and attack cards. It holds resources, victory points and possible
actions. All start with identical cards, 7x Copper and 3x Property.
Ten sets of cards of 25 are selected for a game. In your turn
you play an action, can buy a card, discard cards and draw 5
new cards. Actions you played can result in additional actions
and buys. When 3 sets are finished you win with most victory
points in the deck including hand cards and discard pile. New
edition with new designs for cover and basis cards, includes card
“Schwarzmarkt”.
Version: de * Rules: de en + 14 languages * In-game text: yes

In the eight expansion for Dominion suddenly jobs are a topic.
Nobody plays the fields in happy obscurity anymore, but all
enter a guild, learn a trade or craft and start working on a
masterpiece. The expansion features 13 new Kingdom cards, for
instance Baker, Doctor or Advisor, and also coin markers, which
you can keep for later use. Some cards can be put to better use
if you pay more for them. The expansion features a total of 150
cards, 25 coins and is compatible with the new Special Edition of
the core game and all expansions.
Version: de * Rules: de en fi jp nl * In-game text: yes

As in a Japanese nursery rhyme you collect acorns and take
them up the mountain. A row of acorn card is on display and
you have chips for a starting capital and cards in hand. You add
one card, face up or down, to a row, maximum 7 per row, or
take a row with 2 or more cards. Open cards earn you a chip, on
face-down cards you must place a chip. When you take a row
you take the chips there and add the card values. A total of 6 is
Donburiku and and the round ends. Other values earn or lose
you chips. When all have taken a row, a new round begins. When
the bank is empty or someone has 20 chips, you win with most
chips at the end of this round.
Version: multi * Rules: en jp * In-game text: no

Deck building for 2-4 players, ages 8+

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

Card collecting game for 2-4 players, ages 7+

Doodle JumpThe Board Game

Doodle Monster

Designer: Max Kirps
Publisher: Ravensburger

Designers: Team Beleduc, Atelier Papenfuss
Publisher: Beleduc

8

Downtown

4

Designer: Florian Racky
Publisher: Racky Spiele

In analogy to the app your Doodler wants to get to the top first!
You roll all dice and can A) jump to a pad or B) use the symbol
die or C) you fall. To jump you add any number of dice for a
result equal to a number on one of the reachable levels. The
symbol die allows you additional numbers, shifting of levels by
one position, taking off levels without Doodlers or rolling unused dice again. After A) or B) you can roll all unused die again or
stop. If you cannot do A) or B) you fall straight down to the next
free level. Other Doodlers on pads you reach are pushed and fall.
Power tiles you find are used instantly or later.
Version: multi * Rules: de en fr it nl * In-game text: no

Dragon Julius and their friends chase nice monsters to portrait
them. You have a monster card showing the general shape of
a monster and turn over a green and red chip in your turn. The
green one shows the body part, which you may draw with the
model, the red one shows the pattern; you can choose the color.
Then you replace the chips and all memorize their position in
case they need or want pattern or body part. Whoever finishes
his monster first, wins. In the advanced version you try to draw
a monster corresponding in pattern, color and details according
to your card and must find the correct parts.
Version: multi * Rules: cn de en es fr it nl * In-game text: no

In Downtown we are gangsters hiring members for our gang,
buying information and using money laundering because we
want to be the one who can command 100.000 „clean“ dollars. A
turn comprises 1) moving markers to locations without markers,
2) cash money from a player or pay a player; in doing so you
have chosen the player whose turn it is next; you should pick
players who are apt to reciprocate, because the more turns you
have the more likely you will win. 3) Use a location featuring your
own marker and 4) refresh the display. Despite an obligation
to inform on cards that you have in hand, a poker face can be
useful, especially in Phase 2.
Version: de * Rules: de * In-game text: no

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

Drawing game for 1-4 players, ages 4+

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

DreadBall Kick Off

Dreck am Stecken

Designers: Anja Wrede, Christoph Cantzler
Publisher: Ravensburger

Designer: Jake Thornton
Publisher: Heidelberger Spieleverlag

Designer: Stefan Breuer
Publisher: Gmeiner Verlag

4

Dragon Dragi and his friends want to belch fire like the grownups! 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 volcano 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

Dice simulation of a futuristic ball game. Two trainer fight for
victory with two teams of marvelous miniatures. In the Starter
Box you find teams of Human, with three types of players, and
Marauders, with two types of players from two different races.
The home team uses blue dice, the visiting team red dice and
there are white trainer dice. A standard turn comprises rolling
dice and evaluating the roll according to copious rules as
regards to purpose, modifications and opponent’s results. Each
trainer die can be used once in the game.
Version: de * Rules: de en * In-game text: no

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

Puffing game for 2-4 players, ages 4+

Futuristic sports game for 2 players, ages 14+

Deduction game for 3-6 players, ages 12+

Drecksau

Duckomenta Art

Designers: Frank Bebenroth, Arpad Fritsche
Publisher: Kosmos

Designer: Reiner Knizia
Publisher: Pegasus Spiele

7

DuCo

8

Designer: Henrik Larsson
Publisher: Eigenverlag Henrik Larsson

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

Duck Art in museums! The works of interDucks are in demand
worldwide, but not always for the same period of their creativity.
You get new works of art and one is turned up as a trend setter.
Then in turn you choose one work and place it, sorted, by epoch.
Action symbols are implemented, they change your hand and
display. When there are six works from the same period on the
table, including the trend setter, you reveal works so far hidden
and then you score works of art in epochs in your display in
relation to epoch majorities on the table and with other players.
After four such rounds you win with most points.
Version: de * Rules: de * In-game text: no

75 cards show colored abstract icons. Nine cards are laid out in
the shape of a cross. In your turn you place your card in a way
that icons on adjacent edges correspond either in shape or
color or both. You can turn a card but the edges must touch 1:1,
not shifted! Then you score the card, 1 point for a correlation in
shape or color, 2 points for each double correlation. When the
display forms a square or a rectangle you place on card from
the stack in the middle of each side. At the end of the round in
which a player tops 50 points, you win with most points. Many
variants are listed.
Version: multi * Rules: de dk en es fi fr it se no * In-game text: no

Card game for 2-4 players, ages 7+

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

Card placement game for 1-5 players, ages 7+

Duell im Felsental

Dungeon Fighter

Designer: Adam Kałuża
Publisher: Pegasus Spiele

Designers: A. Buonfino, L. Silva, S. T. Sorrentino
Publisher: Heidelberger Spieleverlag

Dungeon Fighter Fire at Will

8

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

8

Three dwarves versus one dragon - each side in this uneven conflict commands different abilities, represented by a unique card
deck; the abilities of the dwarves are distributed among all three
of them, who must try to defeat the dragon. You draw four cards
from your deck, the dragon starts the game with one action;
afterwards you alternate turns combining two actions any way
you want, but you cannot pass. Possible actions are: Draw two
cards or play one card. If you play a card, you choose one of its
symbols to resolve. If you defeat your opponent, you win; when
the last dwarf card is played, the dragon wins, too.
Version: de * Rules: de en pl * In-game text: no

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

The first of four expansions that are planned for this somewhat
different Dungeon Crawl; each will be dedicated to one of the
four elements, here it is Fire. Suddenly we are asked to learn something, new abilities that is, because the new treasure is called
Experience Points. Those points in our treasure chest belong to
all of the heroes not only to the one who acquired them. You use
them to buy Power Cards which are given to the hero who can
best use them. Power Card activation costs experience points,
again. And because we are playing Dungeon Fighter we have to
throw around Fire „Shapes“ and must face the consequences of
playing with fire.
Version: en * Rules: de en it * In-game text: no

Conflict simulation for 2 players, ages 8+

Adventure game for 1-6 players, ages 8+

Expansion for Dungeon Fighter for 1-6 players, ages 8+

Icon explanation
Solo Play

GABIS explanation on page 3
Two Players

Large Groups

Recommended Minimum Age
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Dungeon Twister Card Game

Dungeon Venture

Eat me if you can

Designer: Christophe Boelinger
Publisher: Ludically / Asmodee

Designer: Mario Barbati
Publisher: Stratelibri

Designer: Jun’ichi Sato
Publisher: Junias / Japon Brand

6

Dungeon Twister on cards and for two players! You lead a team
of adventurers, equip them, set up the dungeon and enter it.
You always implement the phases Acquisition of Action Points
and then Use of Action Points, you can save up to three AP for
next round. You use AP to fight opponents, explore rooms, collect items and move, use special abilities, avoid traps or take out
characters. There are tutorials with introductory scenarios that
get progressively more complex and difficult. Depending on the
scenario you need different amounts of victory points to win.
Version: de * Rules: de en fr * In-game text: no

Dungeon Venture offers a quick, simple adventure for courageous heroes who want to defeat the Evil Keeper. Initiative cards
of all heroes and active monsters are shuffled into the Initiative
deck, only one card per kind of minster. The Evil Keeper turns
up a card, and hero or all monsters of that kind have a turn. In
your turn you can move for movement points and, before or
after moving, do one of the usual actions available to heroes in
dungeons. Heroes that were killed remain in play as Essence or
come back as their own cousin. Monsters, too, command the
usual weaponry and have usually only one Hit point.
Version: multi * Rules: en it * In-game text: no

Little Red Riding Hood and the piglet family live in the village,
but are threatened by the wolf and set traps for him. In each
round the characters are randomly distributed. The wolf player
of the round tries to eat another player and scores points. The
other players are prey and score for traps, if they played a “trap”
card and are attacked by the wolf. If you believe that the wolf will
not attack you you can play a card “sleep” and score when you
are correct. You can only score if your card and the action of the
wolf correspond. If you are first to score 10 points (= marbles),
you win.
Version: jp * Rules: de en jp * In-game text: no

Fantasy card game for 2 players, ages 13+

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

Bluff and guessing game for 4-6 players, ages 6+

Eggs of Ostrich

Einfach Genial

Designer: Shinpei Sato
Publisher: conception / Japon Brand

Designer: Reiner Knizia
Publisher: Kosmos

12

Eiskalt erwischt!

10

Designer: Heinz Meister
Publisher: Haba

5

Ostrich eggs are collected, but bags are thin and eggs are heavy!
The top card is revealed: For an Egg card you play a Claim or Skip
card. Eggs according to the card are distributed evenly to all who
played Claim and are placed on the bag with the number of the
card you played. When you receive more cards than the bag
can hold the bag is torn and out of play together with the claim
card. In case of an Amber card you play again Claim or Skip; if
only one player plays Skip he gets Amber. After ten rounds bags
with correct numbers of eggs score this number, bags with
fewer eggs half the number of the card. Amber is worth one
point each.
Version: jp * Rules: de en * In-game text: no

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

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

Collecting game for 3 players, ages 12+

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

Snipping game for 2-4 players, ages 5+

Elefun

Elfer raus! Das Brettspiel

Publisher: Hasbro

Designer: Reiner Knizia
Publisher: Ravensburger

3

Erwischt vermischt!

8

Designers: Michael Palm, Lukas Zach
Publisher: Heidelberger Spieleverlag

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

The classic card game as a board game: You draw 15 to 20 number tiles and place one tile in turn on a corresponding number
spot on the board. The first tile placed in the game must be 11.
You must place a tile and may place two more – always only
next to tiles already in place, only 11 can be placed separately.
Grey joker tiles fit on any color. Spots for all 1, 11 and 20 are
considered to be adjacent, as are the bridge spots. For covered
bonus spots you draw and place a tile. Whenever you place two
adjacent tiles you give one tile to your neighbor. If you cannot
place a tile, you draw up to three times. Whoever places his last
tile, wins.
Version: de * Rules: de * In-game text: no

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 present. 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

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

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

Communication game for 4-60 players, ages 10+
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Escape

Euro bleib´ im Vulkanland!

Designer: Kristian Amundsen Østby
Publisher: Queen Games

Designer: Klemens Franz
Publisher: Spielfunke

Expedition Northwest Passage

6

Designer: Yves Tourigny
Publisher: Éditions du Matagot / Pegasus Spiele

The magical gems in the temple chambers must be activated
within 10 minutes in this real-time adventure, complete with
soundtrack, to enable adventurers to flee the cursed temple. All
roll their five dice simultaneously and as fast as they can to use
them to discover new chambers, enter chambers, activate gems,
flee or remove blockades from dice. During two countdowns
you must get back to the starting chamber each time or lose
a die. For same tasks you need to cooperate. During the third
countdown all players must reach the exit. If only one of them is
left behind, all lose the game together.
Version: de * Rules: de en es fr nl * In-game text: yes

We have a shopping list and travel through the Vulkanland region 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

We are looking for the lost Franklin expedition, over ten rounds
comprising action phase and end of round. In the action phase
you use crew, at the beginning only on shops, to draw tiles, place
tiles, move crew and for movement, exploration and discovery.
You must do one action and can do more, but for the cost of +1
crew member. Actions and tokens you collect earn you prestige.
At the end of the round the Solar Disc moves, it marks frozen
territory which is considered to be land. At the end you score
prestige and majorities in exploration tokens as well as sets of
discovery tokens; lost ships and sleds cost you points.
Version: multi * Rules: en fr * In-game text: no

Cooperative real-time adventure for 1-5 players, ages 8+

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

Worker Placement Spiel for 2-4 players, ages 13+

Fallen City of Karez

Family Farm

Designer: Elad Goldsteen
Publisher: Golden Egg Games

Designer: Carlo A. Rossi
Publisher: Piatnik

Feuer & Flamme

4

Designers: Stefan Dorra, Manfred Reindl
Publisher: Huch! & friends

5

Karez, once the jewel of the Kingdom, has fallen in ruins under
the spell of dark powers. The new king sends his finest lords to
resurrect the city. A round comprises 1) Actions - buildings, place
workers, buy equipment, send out heroes, open or close Private
Dungeons. 2) Activating one building action per player, return of
workers. 3) Adventures and Private Dungeons including monsters and traps. 4) Status of Karez adjustment and 5) end of round
and replenishing. Should Karez not be a city again after eight
rounds, all have lost together. Otherwise, you score crystals,
buildings, valor cubes, best hero and open Private Dungeons.
Version: en * Rules: en * In-game text: no

Each farm board shows buildings, river and trees, their
arrangement is identical on each board within one of the three
color sets. In addition a board shows 12 more varying objects
– animals, plants or farm items. You take the top object card
of your stack and turn it over. Whoever spots one of the items
depicted on the card on his farm board, grabs the card – the
active player must use hand which he did not use to turn over
the card. When someone has used up his card stack, you score
one chip for each correctly taken card and discard one for each
wrong card. After rounds 2 and 3 with the other two color sets
you win with most chips.
Version: multi * Rules: de en fr it nl tr * In-game text: no

Heat up the grill and handle tasty food – sausages, eggplants,
and burgers, corn on the cob, mushrooms and fish must be
placed on the grill with the tongs. This is not easy because you
must turn up a task tile and place the food shown on it without
anything tumbling off the grill; stacking is allowed! Should
something tumble you lose one chip per piece. Help is offered
by the bonus tiles; you can use each of them once to pass on
the tongs or to drop two pieces without penalty or remove two
pieces from the grill before placing yours. If you are out of chips,
you drop out of the game; the last in play wins!
Version: de * Rules: de * In-game text: no

Worker placement game for 1-5 players, ages 12+

Spotting game for 2-5 players, ages 4+

Dexterity game for 2-5 players, ages 5+

Feuerdrachen
Designer: Carlo Emanuele Lanzavecchia
Publisher: Haba

Fibber

5

Field of Glory The Card Game

7

Publisher: Spinmaster

Designer: Martin Wallace
Publisher: Treefrog Games

Volcano Rubino is spewing Dragon Rubies, which make Fire
Dragons invincible. As a Dragon Rider you move around the
volcano to collect rubies. You roll the dice: For one or two
volcano you lift the volcano top – when it is filled rubies roll onto
squares or outside for stock – and then you fly as many steps as
indicated on the second die. Without volcano you fly for one die
result and put rubies from stock into the volcano for the second
die. When you reach a spot with rubies you take them; should
you meet other dragons you draw one piece from them, maybe
you can do both! When the stock of rubies is used up you win
with most rubies.
Version: de * Rules: de en es fr it nl * In-game text: no

In your turn you advance silver nose and put the number of
cards that are indicated by it into the middle, face down, naming
kind and number of cards. Or you „fibber“, that is, you bluff. If
somebody does not believe you, he says „Fibber“. If he is correct
you must put a nose on your spectacles and take all cards on
the discard pile. If you did not fib, you show your cards and the
doubter puts a nose on. Should you be out of cards you put all
your noses down onto the board, collect all cards from players
and redistribute the evenly. When you need a nose and only
the silver one is available, the game ends and you win with the
shortest nose.
Version: de * Rules: de en * In-game text: no

Set in the second Punic War, this card game is based on rules for
a miniatures simulation game, developed by Richard Bodley,
Scott, Simon Hall and Terry Shaw. Each player has an identical set
of army cards and choses those he wants to use. Card varieties
are terrain cards, army cards, commander cards for command
points and two action cards, overlap and reserve. A turn comprises checking of victory points, advance, attack from the sides,
player actions and drawing cards. The battle fields is split into
five sections; in order to win you must command three of them
or inflict more damage than you had to take.
Version: en * Rules: en * In-game text: yes

Movement and collecting game for 2-4 players, ages 5+

Bluff game for 2-4 players, ages 7+

Card game for 2 players, ages 13+

Icon explanation
Solo Play

GABIS explanation on page 3
Two Players

Large Groups

Recommended Minimum Age
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Finger weg!

Five Crowns

Designer: Peter Wichmann
Publisher: Zoch Verlag

Designer: Marsha J. Falco
Publisher: Amigo Spiele

Five Points

8

Designer: Andreas Steding
Publisher: Mayfair Games

You should avoid one „bad“ statement out of eight for a given
topic. A card is placed into the safety unit and read out. The
starting player chooses a statement which he believes to be
safe; all others vote on this with their “Finger-Weg” discs. The
control slide is opened. According to elaborate rules you score in
relation to the result in the slide and your chosen disc and may
have to quit for the round. Also depending on the result in the
slide, the next player chooses a statement from the same card
or becomes new starting player using a new card. The later you
make a wrong choice the higher your score. In the end you win
with most points.
Version: de * Rules: de * In-game text: yes

Five Crowns is a card placement game, cards in your hand at
the end of the round score negative! You start with three cards
and are dealt one more in each round. You always draw the top
card from a draw pile or discard pile and then discard a card to
combine your hand into sets of cards and rows of cards. To go
out you combine all cards but one correctly and discard you
last cards. All others are now allowed to lay out combinations.
Missing cards can be replaced with jokers; besides the standard
ones all cards equal to the cards dealt are jokers for the round,
that is, the Fours in round Two. You win with the lowest score
after eleven rounds.
Version: de * Rules: de en * In-game text: no

You place rabble into neighborhoods or for a bid on manipulation tiles; if you pass rabble returns to you. When all but one
have passed, manipulation tiles are implemented for the highest
bidder and an election phase follows in the neighborhood with
most rabble; a majority there lets you place a Boss. Then control
markers are assigned for adjacent neighborhoods. Finally, you
take back one rabble per Boss. If there is at least one boss in each
neighborhood or all control markers of one color are assigned
you win at the end of the round with most points from bosses,
control markers and VP markers. If you place your fifth boss you
win instantly.
Version: en * Rules: en * In-game text: no

Quiz- and betting game for 3-8 players, ages 12+

Card placement game for 2-7 players, ages 8+

Worker Placement Spiel for 3-5 players, ages 12+

Flash 10

Flash Point Flammendes Inferno

Designer: Wolfgang Kramer
Publisher: Amigo Spiele

Designer: Kevin Lanzing
Publisher: Heidelberger Spieleverlag

8

Flieg mit, kleine Eule!

10

Designer: Susan McKinley Ross
Publisher: Schmidt Spiele

4

20 out of hundred number cards between 0 and 99 are marked
as Flash cards, 20 Thunder cards are jokers. In each round you
have a row of 10 face-down cards. All players reveal their cards
and simultaneously take one card at a time from the pile in the
middle and put in on one of their number cards. You can stack
any number of cards and cannot put a card back. If you have
achieved an ascending row of cards you stop the round: All score
for the number of ascending cards with bonuses for flash cards
and ending the round; visible Thunder cards score negative and
you may not end the round with Thunder cards visible. Whoever
reaches 50 points, wins.
Version: de * Rules: de * In-game text: no

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

The little owls go on nightly excursions in the woods, but must
be back in their nests before dawn. Players help them to be
back on time. You use between three to six owls and each player
starts with three face-up tiles. In your turn you implement three
actions: Play one sun or color tile and discard it – move the time
marker or one owl accordingly – draw a tile for your display
open-faced. A sun tile on display must be played and the time
marker advanced. A color tile moves such an owl to the next free
spot or into the nest. When all owls are back in the nest before
the time marker reaches sunrise, all players have won together.
Version: multi * Rules: de fr it * In-game text: no

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

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

Cooperative movement game for 2-4 players, ages 4+

Florenza The Card Game

FortyTwo

France ‚40

Designer: Stefano Groppi
Publisher: Placentia Games

Publisher: Piatnik

Designer: Mark Simonitch
Publisher: GMT Games

Florence - Renaissance - Family - Sponsors - Works of Art! In a
card version of Florenza you play five rounds with four phases
each: 1) draw artists and monuments; 2) draw Florenza cards;
3) take four or more actions, and 4) end of round. Actions are:
Complete monument or reserve monument or artist; activate
location card, send out workers, visit the market or search for
inspiration. Costs for cards you played are paid for with goods. At
the end of the round you get money and three goods, and the
captain of the next round is determined - he is starting player
and administrates all actions.
Version: multi * Rules: de en it nl * In-game text: no

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

Ten days in May 1040 - The German Army achieves a breakthrough at the Meuse and reaches the channel at Abbeville.
While the British troops retreat to Dunkirk, the the 1st and 7th
French army is trapped in Picardy. The game begins with May
13th. The rules emphasis armor, air support and morale and
feature special rules for Heavy Armor, the paralysis of the French
High Command and initiatives of German and French Generals.
Version: en * Rules: en * In-game text: yes

Card game based on Florenza for 2-4 players, ages 14+

Quiz game for 3-6 players, ages 15+

Conflict simulation for 2 players, ages 12+
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Frieses Wucherer

Fühlzwerge

Designer: Friedemann Friese
Publisher: 2F-Spiele

Designers: Wolfgang Dirscherl, Heinz Meister
Publisher: Schmidt Spiele

Fünf Gurken

4

Designer: Friedemann Friese
Publisher: 2F-Spiele

8

Lease your flats and earn money! You accept tenants who
dream of bungalows and end up in tenements and suffer from
squatters. You check your houses - squatters, nomad tenants
and monsters are relocated into free flats, your own or those
of other players - and pay bail if you are in jail. Then you play
any number of cards, targeting any player, to build or expand a
house, accept tenants or use actions. Finally, you are paid rent
depending on house and kind of tenant, as cash or as new cards.
When cards are used up, you win - after a final round for all - with
most money. Revised new edition.
Version: de * Rules: de * In-game text: yes

One player is Dice Dwarf of the round, the other playes are
Sensor Dwarves. Each player has a picture card and tries to find
the items on his card as quickly as he can by groping in the bag.
If you pull something out that fits the card of another player
you give it to him. In the meantime, the Dice Dwarf rolls his die
as fast as he can, always implementing the resulting action –
jumping or changing dice hand or simply rolling again – and can
hand the die on to his neighbor when he rolls the Sensor Dwarf
symbol for the second time. If your card is complete you are
master of the round. Fühlzwerge can be played solo or without
dice, too.
Version: multi * Rules: de fr it * In-game text: no

All messed up! Won the last trick again? What a shame! Because
in this game you do not want to win the last trick of the round!
There are only number cards from 1 to 15; depending on the
card value that won the trick you take 0-5 cucumbers and
double the amount when a „1“ is in the last trick. You have seven
cards and play one of equal or higher value than the cards
played before yours. The highest card wins the trick, in case of
a tie the one played last wins. After each trick you win you take
penalty cucumbers; should their total exceed five, you are out of
the game. The last one in play wins the game.
Version: multi * Rules: de en * In-game text: no

Real estate game for 2-6 players, ages 12+

Tactile game for 2-4 players, ages 4+

Trick-taking card game for 2-6 players, ages 8+

Furchtlose Flieger

Futterneid

Designer: Gerhard Piaskowy
Publisher: Haba

Designer: Friedemann Friese
Publisher: 2F-Spiele

6

Galapagos

8

Designer: Björn Heismann
Publisher: Amigo Spiele

8

As co-pilot of Pit you try to salvage treasure from the volcano
island of Habanabi and tiny islands on the way. You cast four
dice sticks: If the result shows colors from airplane to islands you
can move the plane. If you stop, you advance your gold marker
for the coins depicted on the island. If you want to fly again you
roll again. Whenever you achieve no necessary arrow color you
crash-land and your turn ends, you get no gold. On an island
with a can you refuel, which costs you one dice stick if you want
to fly on. Certain dice results earn you amulets against crash
landings. If you reach or pass the last spot on the gold track you
win.
Version: multi * Rules: de en es fr it nl * In-game text: no

Snacks at the game table - who grabs which sweet? A round
comprises the phases of determining favorites, distributing
sweets and scoring victory points. First, you place base value and
favorite tiles before the bowls. Then you can first secure sweets
and then take sweets from the bowls in relation to the sweets in
your neighbors playing area, steal sweets from your neighbor or
quit for the round. To score you add all tiles in a bowl - ?-tiles take
on the value of a neighboring tile - and all determine the value
of their secure sweets. After two such rounds you win with the
highest total of points.
Version: multi * Rules: de en * In-game text: no

An island is laid out randomly with colored hexes and you search
it for turtles. Each round comprises drawing and placing a given
number of turtles on the island, a planning phase for all players
and a movement phase beginning with the current starting
player. In the planning phase you roll your color dice and
arrange them in the order you want to use them. For each die
you can move to an adjacent hex of this color and take a turtle
if one should be there. When, after several rounds, all turtles
have been taken, you score eight points for each set of six colors,
single turtles are worth 1 point, and you win with the highest
total if points.
Version: de * Rules: de * In-game text: no

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

Accumulation game for 2-5 players, ages 8+

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

Galaxy Defenders

Galaxy Trucker Jubiläumsausgabe

Game of Thrones Der Eiserne Thron Das Kartenspiel

Designer: Simone Romano. Nunzio Surace
Publisher: Ares Games

Designer: Vlaada Chvátil
Publisher: Heidelberger Spieleverlag

Designers: E. M. Lang, C. T. Petersen, N. French
Publisher: Heidelberger Spieleverlag

As a secret agent you fight enemy aliens together in a team of
up to five agents. You command unique abilities to defend your
planet, based on the mechanisms of conflict simulation. The
game controls the aliens; each mission can end several ways successfully, party successfully and in failure - and the success
of a mission influences the flow of the story. Experience gained
develops your agent‘s abilities. The rounds of a mission comprise
Refresh, Strategy with choice of leader, Battle - including Movement, Combat and Action - and Event, implemented according
to enormously detailed and very complex and copious rules.
Version: en * Rules: en it * In-game text: yes

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

Based novels and board game, you represent one of the six great
houses of Westeros and confront each other, assisted by wellloved 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, then draw, assemble, challenges,
dominance, status and taxes. If you are first to collect 15 power
points, you win. Many expansions available, e.g. Königin der
Drachen
Version: en * Rules: cn de en es fr it * In-game text: yes

Complex SciFi conflict simulation for 1-5 players, ages 12+

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

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

Icon explanation
Solo Play

GABIS explanation on page 3
Two Players

Large Groups

Recommended Minimum Age
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Game of Thrones HBO

Gear & Piston

Designers: Eric M. Lang, Christian T. Petersen
Publisher: Heidelberger Spieleverlag

Designer: Jukka Höysniemi
Publisher: LudiCreations

Gecko

8

Designer: Lauge Luchau
Publisher: Huch! & friends

7

Based on the TV series you fight your battles on the battlefields
of Westeros and in the halls of King’s Landing. Two pre-constructed decks of 50 cards for House Stark or House Lannister feature
the best-known characters and locations for a simplified version
of “A Game of Thrones: The Card Game”. You use strategy cards,
deploy armies and fight in military encounters, intrigues and
power struggles. A round comprises strategy, replenishing your
hand, troop deployment, challenges, domination, standing up
and dues, Whoever amasses 15 power points first, wins. Optional
version with coice of strategy.
Version: de * Rules: de en es fr it jp nl pl * In-game text: yes

A game honoring not the big names in automotive inventions,
but the small-time engineers who tried for breakthrough
inventions as well. In three or four turns per round you take an
action marker and place it onto an action spot for Blueprints,
Back Alley business, Patents Office and Workshop. Then each of
those positions is completed. Minimum demands on a car are:
1 Engine, 1 Fuel source, 1 gear, 2 axles and at most 1 steering
device. Finally, you refresh Patents Office and Junk Yard. If this
is no longer possible or if someone has a car of at least 12 parts,
you score investors, technology in the car and volatility.
Version: multi * Rules: de en fr * In-game text: no

Gecko Geronimo must reach his Gecko spot in a 5x5 grid. Start
and finish are different in each of the 40 puzzles in varying
degrees of difficulty. Geronimo moves orthogonally, at the start
of the game one step. When his move ends on red, he accelerates and takes two steps; if he reaches Red again, three steps
and, finally, four steps; always marked by setting a disc with
the corresponding number on the first disc. On Blue Geronimo
slows down, a disc is removed. On Green his speed stays the
same. Should Geronimo have to move out of the grid or would
the last disc be taken away, even on entering the target spot, the
game is lost.
Version: multi * Rules: de en fr nl * In-game text: no

Fantasy card game for 2 players, ages 13+

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

Logic game for 1 or more players, ages 7+

Geile Idee

Geister, Geister, Schatzsuchmeister

Designer: James Ernest
Publisher: Heidelberger Spieleverlag

Designer: Brian Yu
Publisher: Mattel

Geistesblitz 2.0

8

Designer: Jacques Zeimet
Publisher: Zoch Verlag

8

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

Treasure hunting in the spooky mansion - as a team players
must take eight jewels out of the mansion before six rooms are
haunted. In your turn you roll dice and might have to reveal a
Ghost card, move and maybe collect a jewel or defeat ghosts.
For a ghost symbol you rolled you reveal a Ghost card and - if it
shows a letter - put a ghost in this room. Three ghosts in a room
result it in a haunted room! Ghosts and „Haunted“ symbols can
be removed - following detailed instruction - by rolling the respective symbols. If you move out of the house carrying a jewel,
you have salvaged it and can start searching again. Includes an
expert version.
Version: de * Rules: de * In-game text: no

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 versions 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

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

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

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

Geistesblitz 5 vor 12

Genau 30

Designer: Jacques Zeimet
Publisher: Zoch Verlag

Designer: Niek Neuwahl
Publisher: Loquai Holzkunst

8

Gespensterturm

6

Designer: Heinz Meister
Publisher: Amigo Spiele

5

Balduin has a rendezvous and needs a hat, some perfume and
his key. Owl and bat stir things up a bit. Nine items are set out,
one card is turned up and you quickly grab the depicted piece
in the correct color. When no piece is depicted correctly, you
grab the missing piece in the missing color. When ghost and
watch are visible, you name the time. In variants you grab the
piece in the mirror, name the missing piece or name the color
of the piece in the mirror. If you grab the correct item, you take
the card; for a mistake you lose the card and whoever has most
cards when all have been played, wins.
Version: multi * Rules: de en fr it * In-game text: no

A publisher loving beautiful wooden things and a game designer with a preference for sophisticated little games just totals
exactly 30 (Genau 30)! 16 wooden hearts are numbered from 0
to 15 on one side. Those hearts must be placed to achieve a total
of 30 in a line as often as you manage. Newly placed hearts must
touch at least one already there; hearts must be placed within
a 4x4 grid and the total of a row, column or diagonal cannot be
higher than 30. If you pick up a heart that cannot be placed as
regards to those rules, your turn ends. You score 1 point for each
row, column and diagonal totaling exactly 30.
Version: de * Rules: de en fr it * In-game text: no

Each evening at 10 p.m. the little ghost children start to haunt
Castle Schauerstein. Players need to find them and chase them
off to bed, they win when all little ghosts are in bed on time.
Two players turn up one tile each: When the tiles show different
colors, they are turned over again and the hand of the clock is
advanced by five minutes. When the colors are the same a third
player can try to find the third ghost of this color. If he does not
succeed, the hand is advanced again and the tiles turned back
over; if he succeeds all children of a family are found and placed
into their room. Players can give each other tips.
Version: de * Rules: de * In-game text: no

Reaction game for 2-8 players, ages 8+

Placement game on sums for 1 or more players, ages 6+

Cooperative memo game for 2-6 players, ages 5+
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Ginkgopolis

Gitterrätsel

Designer: Xavier Georges
Publisher: Pearl Games

Publisher: Goliath Toys

Gitterrätsel junior

7

Publisher: Goliath Toys

4

In the Year 2212 the Ginkgo tree symbolizes 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
using a card from hand: Planning – for a card receive resources,
buildings or profit from the buildings pictured on the card;
Urbanization - you play an Urbanization 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.
Expansion “Experten” with modules for experts, events, buildings
and green areas.
Version: de * Rules: de en fr * In-game text: no

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

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

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

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

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

Glastonbury

Global Mogul

Glubschie Glibber

Designer: Günther Burkhardt
Publisher: Franjos

Designer: Bill Crenshaw
Publisher: Mayfair Games

Publisher: Goliath Toys

8

Glastonbury, the magic town, shopping paradise for potion
ingredients. You collect them for your cauldron. The marker
moves the number of steps indicated by the top card in your
cauldron and you take a card from the row you reached, but
not at corners. Some cards give you an action related to taking
cards or movement; they are not in the cauldron, but laid out
and are turned by 90 degrees when used. The free spot in the
grid is filled from the draw pile. When one row is empty you
score negative for single ingredients and positive for three or
more of the same kind and win with most points. New edition
of Kupferkessel.
Version: de * Rules: de * In-game text: no

5

As an entrepreneur you invest in markets for resources; controlled markets earn you victory points. Contracts completed
with resources earn money and victory points, companies yield
abilities. In a round you have – depending on the variant – 3-6
actions and you place 18-27 agents. You choose from Investment, Contracts, Companies, Production, Resources Market,
Venture Capital, Grants and Market Research, each action only
once per round. In the standard game you also have auctions
of companies and government contracts as well as additional
actions. After six rounds and a final scoring of several majorities
you win with the highest total score.
Version: en * Rules: en * In-game text: yes

Sometimes children love to be frightened or to be disgusted
by horrible things. And so we meet the glibber monster which
gobbles up toys. This in turn pleases children because cleaning
up is boring. Glubschie Glibber loves to gobble up teddies,
head-sets or school books and then to fall asleep for digesting.
If you want your things back you have to retrieve them from
Glubschie’s icky mouth. If you bring maggots and worms out,
you do not have to eat them – this is not the jungle camp – but
you score penalty points for them. When Glubschie wakes up it
snaps his mouth closed. If you manage to grab things without
waking Glubschie, you win.
Version: de * Rules: de * In-game text: no

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

Resources management game for 1 – 4 players, ages 14+

Dexterity game for 2-4 players, ages 5+

Glück auf!

Gold am Orinoko

Designers: Wolfgang Kramer, Michael Kiesling
Publisher: eggertspiele / Pegasus Spiele

Designer: Bernhard Weber
Publisher: Haba

Golden Horn

7

Designer: Leo Colovini
Publisher: Piatnik

8

Coal mines are exploited; you produce trolleys, mine coal, complete orders and deliver them for victory points, provided that
you have amassed the necessary coal varieties. Each kind of coal
is found at a different level, so you might have to dig deep and
costly! In three shifts you place, once only, one or more workers
for actions - trolleys, mining, delivery, money or new order - and
then the shift is scored according to 4, 8 and 12 elements on the
shift clock, respectively, and at the end you score for remaining
money and coal and lose points for incomplete orders.
Version: de * Rules: de en es fr * In-game text: no

You can only reach the gold treasure in the ruins at the banks
of the Orinoko by crossing the river using the logs drifting
downstream. Coins are placed on the wall of the ruins, half open,
half hidden; the logs start at the rock head. You roll both dice,
the white one for the number of steps you move your adventurer, the brown one for the distance you push a log. You choose
the order in which you do those actions, both are governed by
detailed rules. You can only enter a wall spot with a coin, which
you then take. When all coins are taken or none can be reached
anymore you win with the highest total value of coins.
Version: multi * Rules: de en es fr it nl * In-game text: no

As a Venetian trader you sail from Venice via Mordone to
Constantinople and back. In your turn you can play pirate cards
to rob a ship on the high seas and you must move one of your
ships. In the starting harbors you can load all commodities of
one color on your ship; when the ship reaches the other end you
unload the commodities to your store and draw cards; en route
you can play wind cards for additional ship movement. A ship
cannot change direction unless is is empty after a pirate’s attack.
At the end you score commodities in storage and sets of 4, 5 or
6 different commodities; one commodity can only be scored
for one set.
Version: de * Rules: de * In-game text: no

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

Tactical race game for 2-4 players, ages 7+

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

Icon explanation
Solo Play

GABIS explanation on page 3
Two Players

Large Groups
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Good Friends?

Graffiti

Gregs Tagebuch Eiermatsch

Designer: Jean Tarrade
Publisher: Piatnik

Designer: Jacques Zeimet
Publisher: Huch! & friends

Designer: Jeff Kinney
Publisher: Kosmos

8

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

Players decide about difficulty and number of terms, optimum is
a number that allows an equal number of turns for each player.
The first guesser averts his eyes; a term is turned up and all other
players draw this term while the timer runs. Then the guesser
gets all drawings, well shuffled. He has three guesses; a correct
guess scores two points at the first try, one point for two or three
tries. Then the guesser awards two points to the drawing he
likes best. If he then hands back the drawings to their creators,
he scores one point per player, if not, the creator gets the point.
When all terms have been played, you win with most points.
Version: de * Rules: de * In-game text: yes

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

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

Drawing game for 3-7 players, ages 12+

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

Gregs Tagebuch Stinkekäse

Grimassimix

Designer: Jeff Kinney
Publisher: Kosmos

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

8

Habe fertig

4

Designer: Steffen Benndorf
Publisher: Nürnberger Spielkarten Verlag

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 determines 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

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

66 cards show 1-11 in six colors and stars. You get 12 cards and
set two aside. Two cards form two discard piles. You play a card
or pass. If you pass, you draw a card. If you play, you place a card
in the color that‘s missing on the stacks and showing a number
between the numbers on the stack, and you announce „gap“.
This gives you an extra turn, even several in a row. Or you place a
card of the same color or number, without an extra turn. If there
is no gap, you place a card from the stack. If you place your last
card, you score the stars on the cards you set aside; all others
score the stars on cards in hand for penalty points.
Version: de * Rules: de * In-game text: no

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

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

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

Hai-Alarm!

Hamsterrolle

Designer: Dave Chalker
Publisher: Bombyx

Designer: Jacques Zeimet
Publisher: Zoch Verlag

10

Hanabi

6

Designer: Antoine Bauza
Publisher: Abacusspiele

8

Be quicker than your friends but beware of the shark! You have
a swimmer and seven cards. Swimmers are lined up in a row.
The shark is placed at the end of this row. You choose a card. All
players reveal their chosen cards simultaneously: All swimmers
with the same number on their cards do not move at all. The
other swimmers go to the top of the line in ascending order of
their cards. Then the last swimmer loses a limb and his owner
picks up cards already played. If you have no limbs left you drop
out of the game. If only two swimmers remain in the game, the
one in front wins!
Version: de * Rules: de en fr * In-game text: no

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

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 discard 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 complete and cards left in the draw pile, all win together.
Version: de * Rules: de en es fr gr jp pl * In-game text: no

Satirical race game for 3-6 players, ages 10+

Dexterity game for 2-4 players, ages 6+

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

Händler der Karibik

Designer: Julien Sentis
Publisher: Zoch Verlag

Designer: Alexander Pfister
Publisher: Österreichisches Spiele Museum

Hase hüpf!

8

Designers: Anja Wrede, Christoph Cantzler
Publisher: Ravensburger

2

A red heart is placed in the middle, all players but the game master 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

Cards show ships, persons, etc., and also swords and influence
points. Cards are also used for money. You turn up cards one by
one and decide to stop or to continue. Expeditions are set aside
separately. If you stop, you, and then all others, can take one of
the revealed cards, if any are left. Ships bring money; for persons
- they give advantages - you must pay. If you continue and an
identical ship appears that you cannot fend off with swords on
your cards on display, your turn ends. When you can discard the
cards necessary for an expedition, you take it. Whoever has 10
influence points on cards and at least one expedition, wins.
Version: de * Rules: de * In-game text: no

Hase hüpf! is a game on animal families, their noises and also
on motor skills. One of the four color segments of the color ball
points upwards for the result. Eight three-part puzzle tables feature one animal family table and two cards with animal babies.
In the basic game Wo ist meine Familie? you need to combine
animal board and animal cards. All players together take a card
to the corresponding board while imitating the animal’s movement and noise. Farbball-Lotto: You turn up one animal card
according to the color ball roll; if you need it for your puzzle you
take it, if you are first to complete the puzzle you win.
Version: de * Rules: de * In-game text: no

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

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

Movement game for 1-4 players, ages 2+

Hatschi Iglu

Heart of Crown

Heartswitch

Publisher: Megableu

Designer: ginkgo
Publisher: FlipFlops / Japon Brand

Designers: Joe Andrew, Ken Fisher
Publisher: US Games Systems

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

The Empire needs a successor to the throne and you try to
enthrone your favorite princess. Each player begins with an
identical deck of seven Rural Territories and three Apprentice
Handmaidens. You use standard deck building mechanisms to
acquire cards for your deck for more income, attack, defense or
support. When you acquire a princess and her ability, you have
now a realm and thus the opportunity for additional actions. To
put your princess on the throne and win the game you need 20
Succession points from support that comes from loyal subjects
and influential personalities in the Empire.
Version: jp * Rules: en es jp * In-game text: yes

This is a combination of Hears and Wizard - with the goal to
avoid all tricks that contain a heart, Queen of Spades or the
Evil Spade witch. The game has 60 cards of a regular deck plus
four witches and four magicians. The cards span ace to deuce,
magicians have no color and no value. The witches have special
functions. Magicians only win a trick when all four are played.
You play a trick-taking game; the Queen of Spades scores 10
points, each heart 1 points, the Evil Heart Witch doubles the value of each heart card. You note the scores and win with fewest
points when someone tops 70 points.
Version: en * Rules: en * In-game text: no

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

Deck building game for 2-4 players, ages 12+

Card game for 2-6 players, ages 8+

Heckmeck am Bratwurmeck

Heckmeck Junior

Designer: Reiner Knizia
Publisher: Zoch Verlag

Designer: Reiner Knizia
Publisher: Zoch Verlag

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 minimum 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
Dice game for 2-7 players, ages 8+

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

Publisher: Spinmaster

7

Players wear a head band with a character card. These “characters” 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

Dice game for 2-5 players, ages 5+

Icon explanation
Solo Play

Hedbanz

Guessing game for 2-6 players, ages 7+

GABIS explanation on page 3
Two Players

Large Groups

Recommended Minimum Age
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Hedbanz Act up!
Publisher: Spinmaster

Hedbanz Disney

7

Publisher: Spinmaster

Heidi Memo

7

3

Publisher: Studio100 Media

Players wear a headband with a card and have 12 chips. You roll
the die, the player player carrying the head-band in the color
you rolled is your partner for the round and must enact the term
on your head. If you roll your own color or a missing color, all
players must act. Sounds are forbidden and you have 20 seconds
to guess the term. When you guess correctly on time you and all
actors may place a chip into the bank and start on a new card.
When you not guess correctly you keep the card for next round.
Whoever discards all chips first, wins.
Version: de * Rules: de en * In-game text: yes

Players wear a head band with a Disney character card and have
three Micky chips. At the start you agree if you want to guess the
Disney character or the generic term. 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. 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 who 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

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

Guessing and action game for 2-6 players, ages 8+

Guessing game for 2-6 players, ages 7+

Memo game for 2-8 players, ages 3+

Hexenküche

Hey, Danke für den Fisch!

Designer: Team beleduc
Publisher: Beleduc

Designers: Alvydas Jakeliunas and Günter Cornett
Publisher: Heidelberger Spieleverlag

4

High Command

8

Publisher: Privateer Press

The witches deep in the forest lack seven toadstools for their
magical soup and players go searching for them.The wooden
toadstools sit in the holes of a turntable on the board and you
choose a witch on the board.Then you roll the die in turn and
the active player pulls a toadstool out of the hole. When the
color on the die corresponds to the color in the hole underneath
the toadstool, you may keep the toadstool and place it on your
cauldron next to your witch on the board. Should the colors not
correspond, you put the toadstool back into its hole. If you are
first to fill your cauldron with seven toadstools, you win!
Version: multi * Rules: cn de en es fr it nl * In-game text: no

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

Strategic conquest with deck-building in the Iron Kingdoms.
You acquire armies and deploy them to generate victory points
for your faction. The core element of deck building strategies is
valid here, too - short-term profits versus long-term investments
- when do I buy additional army cards, try to take over a location
or use a powerful Warcaster card? Basic deck building mechanisms were adapted for the topic, also in terminology, the dense
atmosphere is impressive.
Version: en * Rules: en * In-game text: yes

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

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

War Machine deck building game for 2-4 players, ages 12+

High Frontier Colonization

Hilfe, Hai!

Designer: Phil Eklund
Publisher: Sierra Madre Games

Publisher: Hasbro

Hot War: Battle for Oil

5

Designer: Konstantin Krivenko
Publisher: Zvezda

Nano technologies will allow the assembling of new materials
from atoms, but only in space. Private companies and Stateowned organizations rival to be the first to set up a nano factory
on a suitable asteroid. You design and build rockets for this.
And you need technologies, propulsion engines and water for
fuel. Water is the key to success; water tanks are currency, even.
Whoever works most efficient, will win. The expansion offers
several modules, a new sun spot cycle and a solitaire version
called High Frontier Interstellar.
Version: en * Rules: en * In-game text: yes

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

1990 in an alternate timeline: The Cold War continues and
the next armed conflict breaks out in the Near East, this time
the root of the matter are the world‘s largest oil reserves. With
this new release, Art of Tactic, the series of conflict simulation
games, is entering new territory. Players now command the
latest technology and is, also for the first time, a conflict set in a
desert landscape. The rules can be used for any battle in desert
regions. For each side of the conflict there are three motorized
Infantry units, armor and helicopters. Again, a tutorial facilitates
accessing the game.
Version: en * Rules: en ru * In-game text: yes

Development game for 1-5 players, ages 12+

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

Historic conflict simulation for 2 or more players, ages 10+
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Hotel 13 Check-In
Publisher: Studio100 Media

Hotel Tycoon

8

Hugo das Schlossgespenst

8

Publisher: Asmodee

Designer: Wolfgang Kramer
Publisher: Amigo Spiele

7

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

You aspire to a hotel imperium. You roll and move; for a six you
can, but need not, do an extra turn. Effects of spots reached are
implemented: Buy adjacent lots, empty one also from other
players - roll for building permit and build for cost or for free for a
positive result; leisure buildings need no permit - Control Tower
allows you to build a hotel entrance - on a hotel entrance you
pay the owner for accommodation. If you go bankrupt, you quit
the game. The last two players do not get money from the bank
any longer; if you are last in play, you win. New edition of Hotel.
Version: de * Rules: de * In-game text: no

Hugo appears at midnight, guests want to escape into rooms.
You roll the die and move one of your guests along the gallery
or move Hugo up the stairs and then along the gallery. When he
appears there you can enter one of the rooms and - if you do it
with the exact number of steps - dislodge a guest already there.
If Hugo overtakes a guest he is captured and put on the cellar
step of the highest available value. In the armory or dance hall
or banquet hall you win or lose Spooky Points. At 5:00 a.m. the
game ends and you win with fewest Spooky Points. The rules
and board for the original “Mitternachtsparty” are included.
Version: de * Rules: de * In-game text: no

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

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

Roll & move game for 2-8 players, ages 7+

Husch husch kleine Hexe

Hüttengaudi

Designer: Heinz Meister
Publisher: Zoch Verlag

Designer: Nandi Piatnik
Publisher: Piatnik

3

I Spy ABC Puzzle

16

4

Publisher: Gamefactory

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

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

By making use of the concept of two-part puzzles and of the
I Spy concept you correlate rhymes and images in this game
or combine rhymes. A puzzle pair always comprises one text
half with a verse and one image half; two corresponding text
halves make up a pair of verses and are marked with a color bar.
Using the 16 puzzle pairs and 8 verses you can play five different
games which demand paying close attention and taking a close
look: Discover Pairs of Puzzles - Listen and Compare - Find Verses
- Read and Combine - and, finally, a Memo. For some of the
games adult supervision is necessary.
Version: de * Rules: de * In-game text: yes

Memo game for 2-6 players, ages 3+

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

Game collection for 1-4 players, ages 4-8

I Spy Fish

I Spy Memo

Designer: not named
Publisher: Gamefactory

5

I Spy Original

Publisher: Gamefactory

4

Designer: Martine Redman
Publisher: Gamefactory

5

48 playing cards of 24 pairs of oversized cards are used to play
three different kinds of games – the two cards of a pair show the
same central image but a different background: I Spy Fish is a
version of Happy Families; you start with seven cards and take a
card from the table when the player you asked for the card does
not hold the card you need. If you can make up the pair in question with the card from the table, you can lay it out. In Schnapp
players try to collect pairs of cards from the pool on the table as
fast as they can, and in Memo you play according to the familiar
standard rules, you turn up two cards and try to find pairs.
Version: multi * Rules: de fr it * In-game text: no

On 20 pairs of cards you find one central object on a different
background, in different size and position, perspective or
illumination; furthermore, there are 8 rhyme cards. You can use
those cards to play a classic memo game or a “Reim-Spaß” game
in which you must find the four cards corresponding to a rhyme
card; objects on those cards are not identical to the central
objects used in the memo game! In the “Reim-Memo” game
you search the objects for your personal rhyme card among the
face-down cards. In the „Kreatives Assoziation“ game you search
for correlations among all cards. You can play all these games in
cooperative mode, too.
Version: multi * Rules: de fr it * In-game text: yes

Four different spotting games use four double-sided picture
boards, picture cards and rhyme card. On each picture card you
find one object from each of the eight pictures on the boards.
You use a picture card and either search for the object of your
own card on your own board or a previously chosen object with
handing on boards or you use a rhyme card and search for the
object determined by the rhyme card or one player chooses an
object and you try to identify and find it by posing questions
to this player. Depending on the version, you take the picture
card for a victory point or score points in the order you spotted
your object.
Version: multi * Rules: de fr it * In-game text: yes

Collection of card games for 1-6 players, ages 5+

Four memo-type games for 1-6 players, ages 4+

Collection of spotting games for 1-4 players, ages 5+
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I Spy Snap

Ignis

Im großen Zauberwald

Publisher: Gamefactory

Designer: Dominique Breton
Publisher: Huch! & friends

Designer: Carlo A. Rossi
Publisher: Huch! & friends

5

5

You play three different games with twelve quartets showing
the same object with different backgrounds. First, all cards are
regarded and the objects named. I Spy Snap – you turn up the
top card of your stack, for a correlation you name the object and
take the stacks of cards with those objects on top. If you hold all
cards, you win. In Esel you touch your nose if you hold a quartet;
if nobody does this, all hand one card to their neighbor; when
now someone touches his nose all must follow suit; the last one
notes an E. If he is slowest again later, an S etc. If you complete
ESEL you lose. For Memo you must find four corresponding
cards.
Version: multi * Rules: de fr it * In-game text: no

Fire and Water in a conflict of elements. All pieces of the
opposite element must be ousted and at least one of your own
pieces must remain on the board. Earth and Air are neutral, Fire
and Water are placed as specified. You take a neutral piece and
put it into the board at one of the borders, a piece already there
is moved. When this results in a piece falling off the board it
is ousted and turns neutral. Air can only be ousted by placing
Earth. Earth cannot be ousted, only moved. When one border
row only holds identical pieces it is removed and the board is
reduced accordingly.
Version: multi * Rules: de en fr nl * In-game text: no

Magician’s apprentices search the wood for seven ingredients
each for three potions. The active player as magic master
chooses a number tile, names the number and turns the wood
by as many positions. Then all play simultaneously and push
ingredients into their basket with their rakes until the master
has collected the mentioned number of ingredients. All other
players can collect any number of ingredients. Then all place
correct ingredients according to the rules, you must always
complete a card before you can start on a new one. For a wrong
ingredient you must discard a correct one. If you complete three
potions you win.
Version: de * Rules: de * In-game text: no

Collection of spotting, reaction and memo games for 2-12 players, ages 5+

Placement and sliding game for 2 players, ages 8+

Collecting game for 2-4 players, ages 5+

Inkognito

Inquisitio

Inquizitor

Designers: Alex Randolph, Leo Colovini
Publisher: Piatnik

Designer: Jani Rönkkönen
Publisher: Sewelli

Designer: Márk Zoltán
Publisher: Piatnik

10

Carnival in Venice – masked agents on secret missions mingle
with the crowd. You receive cards for your identity, habitus and
a mission which must be completed with your yet unknown
partner. You identify him via information from cards you are
shown. When you meet other agents or the Ambassador you ask
for identity or habitus and are shown cards accordingly, one of
them must be correct. Colored marbles in the Phantom die determine who can be moved on land or water. To win, you must
identify your partner, reveal yourself to him only and complete
the mission together. Special rules apply to games for two, three
and five players.
Version: de * Rules: de en it * In-game text: no

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

Deduction game for 3-5 players, ages 10+

Card game for 3-5 players, ages 13+

Invaders

iPawn Pool Billiards

Designer: Mark Chaplin
Publisher: White Goblin Games

Publisher: Jumbo

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
Quiz game for 2-12 players, ages 12+

Iron Sky

8

Designer: Juha Salmijärvi
Publisher: Revision Games

Invasion of Earth! You control the Human faction or the invaders
and fight for control of three zones on earth - Pacific Rim, Eurasia
and Africa. The Invader player Destruction, Invasion and Alien
Tech; Mankind Defender, locations and Tech. This is supplemented with once-only cards like Scrounge and Support as well as
special strategies for suitable opportunities. There are different
victory conditions for both parties and there is a different
number of those conditions, too! The Invader begins; a turn
comprises drawing cards, playing cards and costs and - Invader
only - an attack. Mankind cannot counter an attack.
Version: multi * Rules: de en fr tit * In-game text: yes

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 & Ladders 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

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

Card game for 2 players, ages 12+

Game components & App for 2 players, ages 8+

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

Icon explanation
Solo Play

GABIS explanation on page 3
Two Players

Large Groups

Recommended Minimum Age
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Jää Sulaa Das Eis schmilzt

Jackal & High

Designer: Jarno Siekkinen
Publisher: RollD6 Games

Designer: Andreas Schmidt
Publisher: Zoch Verlag

6

Jenga Boom

8

6

Publisher: Hasbro

A sunny day in Antarctica. The little penguins are learning to
swim and to catch fish. Ice floes break off and drift away with
penguins. We are tasked to bring them back. In your turn you
taken empty ice block tile off the board and move penguins; either one step onto an adjacent empty ice block tile or you switch
mama and baby penguin or you relocate an ice tile with a one of
your penguins. The action depicted on an ice block tile you took
off is implemented. If you collect your penguins first, you trigger
end of game and scoring and win with most points.
Version: multi * Rules: en fi * In-game text: no

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 anybody. 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

Jenga – synonym for stacking games, in a new edition: 36
wooden Jenga blocks offer their familiar appearance.The base
is new – nicely shaped like a pack of dynamite sticks, the timer
in disguise. You prepare the base and then stack the blocks,
as usual. Now you play in turns: To start you press the arrow
button to start the timer; then you take a block with one hand
from within the stack and put it on top, again as usual. Then you
press the button marked with a square. Should the detonator
“explode” or the tower fall due to any other reason, the winner
is whoever was last to press the end-of-turn button without
causing the tower to fall.
Version: multi * Rules: de en + 17 languages * In-game text: no

Placement game for 2-4 players, ages 6+

Dice game for 2-5 players, ages 8+

Dexterity game for 1 or more players, ages 6+

Jenga Classic

Jenga Tetris

6

Publisher: Hasbro

Jetzt fahrn wir übern See

8

Publisher: Hasbro

Designer: Alex Randolph
Publisher: Drei Hasen in der Abendsonne

4

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

Jenga means stacking and Tetris means stacking – both combined deliver a new challenge for spatial thinking and dexterity.
47 parts are shaped like Tetris pieces and are stacked as in Jenga.
They are made from plastic as the pieces must slide well and
easily! In analogy to Jenga you draw a piece from somewhere
within the stack and place it on top of the stack. In analogy to
Tetris you earn a bonus if you manage to stack one level on top
without any gap – you may determine the next player! When the
stack or a piece fall you win if you were the last one to successfully remove and restack a piece.
Version: de * Rules: de * In-game text: no

A sing-and-search game with wonderful graphics! The game
features 40 picture and 40 text cards. You take all but five of the
picture cards and spread them on the table. All players have
their hands beneath the table. The text cards feature complete
lyrics of songs. You shuffle them and then the game master
hums or sings the starting verses of the song. All search for the
corresponding picture and can sing along. Whoever spots the
picture first, takes the text card. For control purposes there is
the same picture on both text and picture cards. If you make a
mistake, you must give back one of your text cards. Whoever
collects three cards first, wins.
Version: de * Rules: de * In-game text: yes

Dexterity game for 1 or more players, ages 6+

Dexterity game for 1 or more players, ages 8+

Singing and spotting game for 2 or more players, ages 4+

Jolly Octopus

Joylings

Designer: Big Ideas Product
Publisher: Ravensburger

Designer: Aima Rendttorft Jasper
Publisher: Huch! & friends

4

Just in Time

5

Designer: Günter Burkhardt
Publisher: Ravensburger

8

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

You roll the die and move your horse forward. In Cross Country
you win if you are first to collect one award chip per category
and reach the finish line; the path is reached via purple or green
horse shoe spots. On action spots you take shortcuts or win,
give away or swap award chips or move your horse back. For
Birthday Party you use the back of the board and information
on horses’ ages on the cards. You win if you are first to collect six
tournament sashes and reach the finish line. On event spots you
receive tournament sashes or move back or take a shortcut. On
the birthday cake spot you compare ages of horses.
Version: multi * Rules: de en fr nl * In-game text: no

4x10 placement boards show different areas featuring numbers
One to Five; 27 task cards show three, four or five playing pieces.
One placement board is chosen for all players and you turn
up the card from the corresponding stack. You take the pieces
shown on the card and try to fill your own board within its limits
while leaving free as many numbers as possible. When you are
done you name the total of visible numbers; all others now have
the run-time of the timer to place their pieces and name a total
that was not named before. When you manage it in time you
advance your marker accordingly. After 10 such rounds you win
with the highest score.
Version: multi * Rules: de en es fr it nl * In-game text: no

Dexterity game for 2-5 players, ages 4+

Roll & move game with a horse topic for 2-4 players, ages 5/7+

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

Kakerlakak

Designers: Florence & Roberto Fraga
Publisher: Huch! & friends

Designer: Peter-Paul Joopen
Publisher: Ravensburger

8

Kalimambo

5

Designer: Antonio Scrittore
Publisher: Zoch Verlag

8

The builder of the round tries to build towers within the time
frame, the saboteurs want to overthrow them. You choose a tower and set it up on its tower card in the display; several towers
are possible or you reconstruct a fallen one. At the same time,
the saboteurs use their catapults and ammunition dice to shoot
at your tower, using each die once. The builder may not catch or
deflect dice. Two dice or the big die showing a Ka-Boom symbol
cause an earthquake: the saboteur hits the table once with his
fist. When the time is over the builder takes the cards for towers
that are still complete and you win with 18 points.
Version: multi * Rules: de en fr nl * In-game text: no

Cockroaches in the kitchen need to be caught as fast as possible.
Each player chooses one trap in one of the corners of the board
and the cutlery elements in the board are arranged to form a
labyrinth, according to a pattern from the rules or to your own
ideas. The cockroach is placed into the labyrinth and you roll the
die in turn: It determines which cutlery element – spoon, fork or
knife – you can turn in order to open a path for the cockroach to
your own trap. If the cockroach falls into it you earn a chip and
the cockroach is put into a new labyrinth for a new round. You
win with five chips.
Version: de * Rules: de * In-game text: no

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

Construction game for 2-5 players, ages 8+

Action game for 2-4 players, ages 5+

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

Kampen om Norge

Kang-a-Roo

Designers: Yngve Baekholt, Eivind Vetlesen
Publisher: Aegir Games

Designer: Reiner Knizia
Publisher: Piatnik

Kapla 200

6

Designer: Tom van der Bruggen
Publisher: Piatnik

3

Invasion in Norway 1940; you control the forces of Norway,
Allies or Germans. You use unit markers, dice and cards in the
fight for Norwegian cities. Factions move one after the other, all
using the phases of movement, combat, reinforcement and new
cards. Combat is resolved with dice and cards corresponding
to the troops deployed. Advanced players use naval forces and
the Invasion Day, 9. April. When Germany has used al resources,
she wins when she controls all „Victory“ cities. The allies win if
they control at least one „Victory“ city. Unoccupied cities are
considered to be Norwegian.
Version: en * Rules: en no * In-game text: yes

You hunt for kangaroos with 55 kangaroo cards, five each
in eleven colors, plus eleven kangaroos in those colors. The
kangaroos are set out, cards are shuffled; all are dealt five cards,
five are set aside and the rest is the draw pile. In turn you choose
a card and discard it. You name the color of the card, take the
corresponding kangaroo and draw a card. When the kangaroo
is with a player already you take it from him unless he defends
it with a card of its color. You can then demand it again with a
card, he can defend etc. If someone plays his last card, the game
ends instantly and you win if you have collected most kangaroo
pieces.
Version: multi * Rules: cz de fr it hu sk pl * In-game text: no

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 imagination for your own ideas.
Version: de * Rules: de * In-game text: no

Historic simulation for 2-3 players, ages 12+

Collecting game with cards for 3-6 players, ages 6+

Construction game for 1 or more players, ages 3+

Karlo Karottenschreck

Karnickel

Publisher: Goliath Toys

Designer: Brett J. Gilbert
Publisher: Lookout Spiele

4

Karolinchen

6

Designer: Carmen Kleinert
Publisher: Zoch Verlag

4

Players are pinching carrots from Karlo the Rabbit, but must
take care not to frighten Karlo. At the start, Karlo is placed on
his warren; the active player spins the Wheel of Luck. It shows
if you can pinch carrots from Karlo’s warren, if you must pass
your turn or if you lose a carrot that you pinched earlier. You
need to pay attention and react quickly, because Karlo is easily
frightened and jumps out of his warren. If you manage to catch
him before he lands on the table you may take a carrot from
every player. When Karlo jumps you count the carrots that every
player pinched.
Version: de * Rules: de * In-game text: no

The best carrots grow on the rail embankment, but bother
about those noisy engines! Rabbits start on the carrot spots
between engines on the track circle. The first player rolls all dice.
Those showing black are set aside. Then he chooses a color,
counts the markings of that color on all dice and moves this
rabbit accordingly. The next player rolls all remaining dice, and
so on. When all dice are black, they are rolled again and you
count the arrows on black dice. The engine now moves that
many steps, all rabbits that she passes scamper! All rabbits still in
place gain or lose carrots depending on their location. You win
with eight or more carrots.
Version: de * Rules: de * In-game text: no

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

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

Dice game for 2-4 players, ages 6+

Dice game for 2-5 players, ages 4+

Icon explanation
Solo Play

GABIS explanation on page 3
Two Players

Large Groups

Recommended Minimum Age
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Käse würfeln

Kashgar

Keltis

Designer: Michael Feldkötter
Publisher: Amigo Spiele

Designer: Gerhard Hecht
Publisher: Kosmos

Designer: Reiner Knizia
Publisher: Kosmos

8

10

Collect cheese with dice! You roll eight dice, lay out any number
of dice after each roll and can reroll dice. After a maximum of
four rolls you receive cheese when there is a number of dice
equal to a dice result, e.g. a cheese tile of value “2” for two dice
showing “2”. Cheese is stacked in descending order; under certain conditions you can take cheese from your neighbor. Some
kinds of stack earn you a bonus. If you cannot take cheese you
get a gift card which you can use to change the value of a die.
When three cheese stacks are empty, you score bonuses and for
each stack the value of its bottom piece x number of pieces and
win with most points.
Version: de * Rules: de * In-game text: no

As spice merchant on the Silk Road you use caravans to stock
up merchandise or to hire persons and complete orders,
both for victory points. Caravans are laid out as rows of cards;
you choose the front card of a caravan and then either 1) the
Caravan action – you place the card in last place in the caravan
and implement the card action, or 2) Good Bye – you implement
the card action and discard the card; with both actions you can
complete orders; or 3) you pass and place the card in last place
in the caravan. When someone reaches 25 points, you win at the
end of the current round with most points. Version “Hauen und
Stechen” uses extra cards.
Version: de * Rules: de * In-game text: yes

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

Dice game for 2-5 players, ages 8+

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

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

Keyflower: The Farmers

King of Tokyo

Designers: Sebastian Bleasdale, Richard Breese
Publisher: R&D Games

Designer: Richard Garfield
Publisher: Heidelberger Spieleverlag

Kingdom Builder

8

Designer: Donald X. Vaccarino
Publisher: Queen Games

In Keyflower you developed your village over four seasons, using
special buildings. The Farmers expansion introduces agriculture
and husbandry to the village. You acquire new farm buildings,
plant wheat and breed animals on pastures. Pastures are created
by placing roads. Sheep are available from spring, pigs from
summer and cattle from autumn on. At the end of the game you
score pastures with animals, not animal numbers! Additional
points come from dairy, truffle garden or weaver. Wheat lures
animals to pastures, strengthens horses and enables additional
transport distance. The starting player tile can be scored as an
animal or wheat.
Version: multi * Rules: de en * In-game text: no

Monsters on the rampage want to take over Tokyo! You guide
one of them and win if you either reach or top 20 victory points
or are the last one standing and alive. You roll 6 dice up to three
times and then apply the results: Take 1 energy crystal for each
flash symbol, heal one life for each heart and damage, that is
deduct one life of each monster not on the same location with
you. With life points at 0 you drop out of the game. Energy crystals buy you cards; these can either be used once immediately or
are active in each of your turns. Cards modify damage, healing
or victory points.
Expansions Power up! 2012 and Halloween 2013.
Version: de * Rules: de en fr it jp * In-game text: yes

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 according 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

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

Dice game for 2-6 players, ages 8+

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

Klatsch-Memo

Knetivity

Publisher: Drei Hasen in der Abendsonne

Designer: Britta Fiore
Publisher: Noris Spiele

3

Kniffel Das Kartenspiel

8

Designer: Ted Alspach
Publisher: Schmidt Spiele

8

The game features 64 picture tiles, that is, 32 pairs of tiles,
featuring images from the children‘s book “Schnabelgrün – Band
1 Das Schwein im Fass” (“Horngreen Volume I The Pig in the Barrel”) and the aim of the game is to have most tiles at the end of
the game. In turn you reveal one tile and leave it face-up; when
two identical images are visible you can clap your hands quickly
onto those two tiles. If you touch a tile alone or your hand is
lowest in the stack or covers the bigger part of the tile you get
the tile. To conquer two tiles you must have used both hands.
When all tiles are claimed you win with most tiles.
Version: multi * Rules: de en fr it * In-game text: no

Putty or modelling clay has made an appearance on game
tables of yore with Barbarossa – in Knetivity it stages a fulminant
comeback. This game collection for gleeful party groups offers
an amazing 110 little, funny and fast games that you can play
on your own or in a duel for two players or with all players
together. The tasks and games use very different mechanisms
and demand not only creative thinking but also body agility and
thus provide balanced and varied fun while you pummel and
knead your putty to win.
Version: de * Rules: de * In-game text: no

You hold 18, 20 or 24 cubes, three cubes are personal stock, and
the rest is personal reserve. You are dealt three cards, four are on
display. Then you place three cubes for a start. In your turn you
choose one action: 1) draw cards according to specification; 2)
play cards for poker-combinations and place cubes accordingly.
Only available if you hold the necessary cubes in personal stock.
3) Discard any cards and bring cubes into your active zone, one
cube per discarded card. Poker combinations you placed earn
you advantages, e.g. a straight raises the limit for cards in your
hand. If you are first to place all your cubes you win.
Version: de * Rules: de * In-game text: no

Memo and reaction game for 2-6 players, ages 3+

Party game collection for 1 or more players, ages 8+

Placement game using card for 2-4 players, ages 8+
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Können Schweine fliegen?

Kragmortha

Designer: Sonja Hässler
Publisher: Kosmos

Designers: Obert,Crosa,Enrico,Bonifacio,Ferlito
Publisher: Heidelberger Spieleverlag

5

Kreuzverhör

8

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

Kragmortha the board game is based on the card game „Ja, Herr
und Meister“. Players are naughty goblins fooling around in the
halls of the Dark Overlord and trying to steal his spell boos. A
turn comprises playing and implementing of a Movement card
and drawing a card. Then a goblin encounters the Dark Overlord,
a special “Vernichtender Blick” card is drawn and implemented.
When a goblin enters a teleporter spot, the top teleport marker
is put to effect. When a player receives his fourth “Vernichtender
Blick” card or when the last spell book card is drawn, the game
ends and you win with fewest “Vernichtender Blick” cards. New
edition 2013.
Version: de * Rules: de it * In-game text: yes

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

Fantasy adventure game for 2-8 players, ages 8+

Kreuzwort

Kroknoll

Designers: Bernhard Lach, Uwe Rapp
Publisher: Kosmos

Designer: Jürgen Hartmann
Publisher: Spiel und Licht

8

Designer: Sonja Klein
Publisher: Gmeiner Verlag

A crime has been planned and players must find out which
crime, and also the crime scene, the probable culprit and the
means of the crime. Both players investigate at the same time,
the questioning lasts 12 mutual questions at the most. In each
question an assumption is stated on the four details by using
case cards, and the witness names the number of correct
assumptions. Further details can be learned from using an
investigation card; the opponent can fend off such a card with
another card. When after 12 rounds none of the player has
solved the case, it is set aside unsolved.
Version: de * Rules: de * In-game text: yes
Deduction game for 2 players, ages 12+

Kroko Doc

8

Publisher: Hasbro

4

Each player is given a sheet from the pad, showing a grid of
5x5 empty squares. The active player in turn rolls all five dice:
The black die shows a color combination and each player must
choose one of the letters from the dice of those colors and enter
it in any square in his grid. The question mark on the white die
can replace any letter with the exception of ß, ä, ö and ü. After
25 entries all rows and columns are scored for the longest word
from left to right and top to bottom, according to the usual
Duden or Scrabble standards: 1 point for words of 2 letters, 3 for
3, 6 for 4 and 10 points for words of 5 letters.
Version: de * Rules: de * In-game text: no

On a square board two parties try to place rings in their color as
felicitous as possible to achieve a high score in the end. You play
with up to twelve rings, the number determines the duration.
The board itself is split in different zones as has fixed and flexible
obstacles which you can include in your tactical considerations.
A ring is snipped away from his starting position. To keep it in
play the ring must touch an opposing ring, you should try to
shoot this ring off the board. When all rings have been used,
rings that remained on the board are scored. Adaptation of a
classic game mechanic.
Version: de * Rules: de * In-game text: no

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

Dice game on words for 1-4 players, ages 8+

Dexterity game for 2-4 players, ages 6+

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

Kroko Fußball Star

Kroko Togo

Publisher: Hasbro

Designers: Valéry Fourcade, Jean-Philippe Mars
Publisher: Zoch Verlag

3

Kronen für den König

8

Designer: Brian Yu
Publisher: Mattel

10

The green crocodile now poses as a goalkeeper. In your turn
you press the flag in Kroko’s right hand so that Kroko opens his
mouth and is ready to play. You put the ball into the stomper
and align the stomper with Kroko’s teeth. Then you kick down
hard on the stomper to hit Kroko’s teeth. In turn each player
tries to hit the teeth until someone manages to make Kroko roll
his eyes and wave the flag. This player wins. In the bonus game
you win, if you manage that Kroko rolls his eyes and at least one
of them stops in the star position. The level of difficulty can be
varied with the distance between Kroko and stomper.
Version: de * Rules: de en * In-game text: no

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

For favors from the king you want to acquire a crown for each
of his ten sons and use craftsmen of the kingdom for this
purpose. A turn comprises taking back villagers from the inn,
using craftsmen for crowns or jewels, removing villagers from
craftsmen spots to the inn, playing cards to for placing villagers
as craftsmen on craftsmen spots and replenishing your hand
to four cards. During your turn you can use jewels to pay for
ousting craftsmen of other players, draw two cards or play an additional card; when you own seven jewels you must buy a crown
instantly. Whoever owns a minimum of ten crowns first, wins.
Version: de * Rules: de * In-game text: yes

Dexterity game for 1 or more players, ages 3+

Spotting game for 2-6 players, ages 8+

Worker placement game for 3-4 players, ages 10+

Icon explanation
Solo Play

GABIS explanation on page 3
Two Players

Large Groups

Recommended Minimum Age

41

201 4
Kuddelmuddel

Kung Fu

Kunststück

Designers: Haim Shafir, Günter Burkhardt
Publisher: Amigo Spiele

Designers: Michael Palm, Lukas Zach
Publisher: White Goblin Games

Designer: Sonja Klein
Publisher: Gmeiner Verlag

5

10

The chaos about the house needs sorting; 80 cards showing
three items in ever-changing combinations are placed face
down around the bell. All try to form a row of seven cards. You
take one and lay it out, then you take one card: if it does not fit
you put it back; but should it have one item in common with
one of the end cards in your row it fits and you place it next to
this card. When you have seven cards you hit the bell and - if
your row is correct - you keep the cards, and a new round starts;
or else you give them back and pass for the rest of the turn.
When the last card is taken you win with most cards.
Version: de * Rules: de * In-game text: no

As a Kung FU master you try to take out your opponent. You use
cards for attack and defense; some cards provide special abilities.
Each player draws three cards from both stacks. The player who
has the initiative is the attacker of the round. At the start of this
turn the attacker can relinquish initiative, the new defender now
immediately draws three cards. Then the attacker plays a red
card - now the defender plays a blue blockade card or passes, his
defense value is 0. Whoever has the higher value, wins, depending on the situation the defender uses life markers. The last one
to have life markers left, wins.
Version: en * Rules: en nl * In-game text: no

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: yes

Placement and reaction game for 2-4 players, ages 5+

Card game for 2 players, ages 8+

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

La Boca

Lakota

Designers: Inka and Markus Brand
Publisher: Kosmos

Designer: Philippe Proux
Publisher: Kosmos

8

Lappen schnappen

8

Designer: Kirsten Hiese
Publisher: Haba

3

Construction on order: You play in varying teams a team of
two, determined by turning up partner chips. You share one
template card, showing a different construction on each side.
Now both must use all blocks together to achieve a construction
that corresponds to a player’s side of the card when looked at
by him. Players may talk to correlate the construction, but can
only look at their own template. Blocks need not be in line, the
construction may not exceed the 4x4 grid and must be without
gaps; all blocks must be used. Both players score points related
to the time needed. When all partner chips have been used you
win with most points.
Version: de * Rules: de * In-game text: no

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

The Rag Monster eats fabric patches, sometimes too many of
them and he gets tummy ache – so you must feed it correctly,
because it only eats certain kinds of patches. A collection of
games makes players feel fabrics and recognize and assign them
by touching. There are six pairs of patch cards – always with a
different structure for each pair – and you use them for three
different games: One is a memo variant, one is a duel for patch
recognition on time and the third is simply cooperative patch
identification, all feel for corresponding pairs. As a reward you
are given patch cards or may feed candies to the monster.
Version: multi * Rules: de en es fr it nl * In-game text: no

Construction game for 3-6 players, ages 8+

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

Collection of educational games, for 1-4 players, ages 3-12

Las Vegas

Laser Maze

Designer: Rüdiger Dorn
Publisher: alea / Ravensburger

Designer: Luke Hooper
Publisher: Thinkfun / HCM Kinzel

8

Lauf, Schweinchen, lauf!

8

5

Publisher: Mattel

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 remaining 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

Arrival angle equals emergent angle – a physics phenomenon
that is put to practical use her; furthermore, you need spatial
imagination and logical thinking. Pieces with and without mirror,
blockade pieces and targets - that are pieces with reflecting
parts – are placed into the grid according to specifications of the
chosen puzzle. Then you must place additional pieces in a way
that makes the laser beam hit the target specified in the puzzle.
The starting piece sends out a real beam of light! The game
comprises 60 puzzles in different levels of difficulty.
Version: de * Rules: de * In-game text: no

The wolf sits on the tractor in the middle of the board, the
tractor is filled with hay projectiles. You roll and move one of
your three pigs, maximum as many steps as you rolled pips. For
tractor/2 you choose two steps or the tractor. When your move
ends on a square with one pig you can place yours on top and
go along when this pig moves next. If you chose tractor, you
may shoot at a pig with a hay projectile out of the tractor. If you
hit the pig, it must go back to the mud pit or the mud pit next
to the last control point it passed. Whoever gets his three pigs
safely to the trough, wins.
Version: de * Rules: de en * In-game text: no

Dice game for 2-5 players, ages 8+

Logic puzzle for 1 player, ages 8+

Roll & move game with action, for 2-4 players, ages 5+
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Colour codes for target groups (Headline Colour)
For children + learning
With friends
For families
For experts

Colour codes for features (Bar in Evalution box)
Chance
Strategy
Knowledge
Tactics
Creativity
Memory

GABIS explanation on page 3
Communication
Interaction

Dexterity
Action
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Legacy: The Testament of Duke de Crecy

Let’s party!

Level 7 Omega Protocol

Designer: Michiel J.E. Hendriks
Publisher: Portal Publishing

Designers: Catty, Führer, Los Rodrigues
Publisher: Piatnik

Designer: Will Schoonover
Publisher: Privateer Press

By establishing relations with families all over Europe you want
to establish your dynasty. In a total of nine rounds over three
generations ( 2-3-4) you place markers in the Action phase on
your own board for Marriage, Children, Society and loans - all for
multiple use - and on the main board for title, doctor, real estate,
venture, mission and donations - all available only once. Each
action offers multiple opportunities, variants and consequences;
each action except marriage arrangement only concerns the
current generation. At the end of the generation you get income
and then honor points for prestige; after three generations you
win with most prestige.
Version: en * Rules: en fr pl * In-game text: yes

The Activity cards on one side list terms and the method to explain them and on the other show the number of steps earned
for a correctly mastered task. The Tick-Tack-Bumm cards state
combinations of letters. You play a game of standard “Activity”,
until a Tick-Tack-Bumm card turns up. Now you roll the die to
determine the location of this letter combination in the word. If
you name a correct term, you pass the bomb. When it explodes,
the team with the last 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

[Omega Protocol] is the third game of the Level 7 series and
continues Level 7 [Escape]; the government sends a top-secret,
top-trained special unit to erase the base. The always actual
confrontation topic is here embedded in a cover story, details
are specific for the game: Soldiers use adrenaline for fuelling
their actions; but it transmits itself to the Overseer who uses it to
create Aliens and with them new threats, reducing the chances
for success for the scenario; Characters are represented by miniatures, abilities and equipment are changeable and adaptable.
Version: en * Rules: en * In-game text: yes

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

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

SciFi adventure game with miniatures, for 2-6 players, ages 13+

Lewis & Clark

Ligretto Crazy

Designer: Cédrick Chaboussit
Publisher: Ludonaute

Publisher: Schmidt Spiele

Link It

7

Designer: Woosuk Kang
Publisher: Huch! & friends

7

1803 Louisiana was sold for 15 Mio. dollars to the USA. Thomas
Jefferson sent the explorers Lewis & Clark to search for a water
way to the Pacific. In your boats you have room for resources
and for accompanying Indians. In a turn you must do an action
and can make camp to get back spent cards and you could also
hire a new character. Actions are done with character cards or
in the village with Indians. Camp costs you time, but you can
rearrange your expedition, and the Scout moves back to pay
for the time. Whoever sets up his camp first in or beyond Fort
Clatsop, wins the game.
Version: multi * Rules: de en fr * In-game text: no

Numbers are represented in different ways on the card – dice
pips, lines, numbers, written words or fingers of a hand. As
usual you put cards on stacks in the middle, in ascending order
from One to Five, each card can be one higher or lower than
the previous one. A Five on top of a Four closes a stack and you
take the stack for your scoring stack. If you are out of cards, the
round ends. All players count their cards in the scoring stack and
deduct the cards in hand, in their draw pile and their discard pile.
If you top 100 points after several rounds, the game ends and
you win with most points.
Version: multi * Rules: de en es Fr it * In-game text: no

48 puzzles ask you to lay out a continuous path from one red
corner point of the grid to another. The puzzle states the end
points and the number and kind of path tiles to use. Those path
tiles must be placed into the grid so that orthogonal connections between red squares on the tiles form the path. Diagonal
connections over corners are not allowed and path tiles may
not overlap. Not all red squares on the tiles need to be used for
the path. Depending on the difficulty level of the puzzles in this
“logicus” game – there are four levels – you need a different grid
board. One possible solution is given for each puzzle, others are
possible.
Version: multi * Rules: de en fr nl * In-game text: no

Race and resources management game for 1-5 players, ages 14+

Card shedding game for 2-5 players, ages 7+

Placement and logic game for 1 or more players, ages 7+

Links! Rechts! Ab in die Mitte!
Publisher: Spinmaster

Looping Louie

6

Los Incognitos

4

Publisher: Hasbro

Designers: Britta Stöckmann, Jens Jahnke
Publisher: Igramoon Spieleverlag

8

Each player has three chips. Then you roll dice in turn. Your roll
determines what happens: When the dice show hands you must
hand on a chip, depending on the direction in which the hand
is pointing, to your left or your right neighbor. If you roll one or
more stars, you place that amount of chips into the middle of
the table. If you roll a dot, you may keep a chip, thus the perfect
roll would be three dots. In coming rounds you roll only the
number of dice equal to the number of chips you have left. If
you have no chip you pass until you receive one. If only one
player has chips, this player has won.
Version: de * Rules: de * In-game text: no

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

Alien iacta est - well, the aliens did not fall, they maybe fell
underneath the table while having fun on Earth. We must find
them per dice roll, mark them with a contact spray and send
them home. You choose a scenario - Apocalyptic Space Station,
Highlander‘s Castle, Arabian Nights or Roman Holidays - and roll
six dice. After each roll you must use at least one for an action,
several times is possible, and set aside used dice. You can do
interim storage, movement, marking of monsters or exploring a
location. At the end of your turn you mark the result in your log.
At the end, the longest track is scored and you win with most
points.
Version: de * Rules: de * In-game text: no

Dice game for 3-8 players, ages 6+

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

Dice game for 2-4 players, ages 8+

Icon explanation
Solo Play

GABIS explanation on page 3
Two Players

Large Groups

Recommended Minimum Age
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Golden Horn

Placement and collecting game for 2-4 players, ages 8+, by Leo Colovini atPiatnik 2013,
ca. 45 minutes
You lay out a trade route between Venice and
Constantinopolis with a rest stop in Modone,
with different length according to the number
of players. You move your ships between
both cities and try to acquire useful commodities in those harbors or - in the guise
of pirates - to steal them from the ships of
other traders. In your turn you can play pirate cards to hold up a ship on the high seas
and then you must move one of your ships;
in the harbors you can load all commodities
of one color that is not on the ship’s sails into
your ship; if it reaches the end of the route
you store the commodities in your storage
facility and get new cards. En route you
can also play wind cards for additional ship
movement. In the end you score commodities in storage.

Feuer & Flamme

Wunderland

Bennis bunte Blumen

Kakerlakak

Move & Twist

Auf Teufel komm raus

Dexterity game for 2-5 players, ages 5+,
by Stefan Dorra and Manfred Reindl (with
assistance from TV Cook Johann Lafer)
at Huch! & friends 2013, ca. 20 minutes

Placement and collecting game with the flair of
Hamburg’s world-famous tourist attraction, for
2-4 players, ages 8+, by Dirk Hillebrecht
at Pegasus 2013, ca. 60 minutes

Action game with a cockroach whirling about, Actions game on crawling lady bugs, for 2-6
for 2-4 players, ages 5+, by Peter-Paul Joopen players, ages 5+, by Kerstin Wallner and Klaus
at Ravensburger 2013, ca. 15 minutes
Miltenberger at Beleduc 2012, ca. 15 minutes

Roll & move game for the most beautiful
flower garden for 2-4 players, ages 4-8,
by Thomas Daum and Violetta Leitner
at Haba 2013, ca. 15 minutes

A game bidding against the devil for coals
by 2-6 players, ages 10+, by Tanja and Sara
Engel at Zoch 2013, ca. 40 minutes

Augustus

Placement and collecting game, set in ancient
Rome, for 2-6 players, ages 8+, by Paolo Mori
at Hurrican (Asmodee) 2013, ca. 30 minutes

Brügge

Development game with traders in the
medieval town of Bruges for 2-4 players, ages
10+, by Stefan Feld at Hans im Glück 2013,
ca. 60 minutes

WIENER
SPIELE
AKADEMIE
For the 13th time Wiener Spiele Akademie has
announced its Award Winners on June 24th, 2013.
The Österreichische Spielepreis is awarded
annually. Spiel der Spiele is the game which is
considered ny the Spielekommission to be especially entertaining and in accordance with times,
every interested player should have played it. Each
award-winning Spiele Hit chosen by our experts
mirror the multitude and diversity of games available from game shops.
Members of the Spielekommission, chaired by
Dipl.Ing. Dagmar de Cassan, are:
Dr. Gerhard Bergauer, Prof. Samy Molcho, Dr.
Christoph Proksch, Gert Stöckl and Kurt Schellenbauer. Additional Information on the games award
can be found at: www.spiel-der-spiele.at
All award-winnings game are available from
your specialty games store which will be
pleased to help you!

Rondo

Bohn to be wild!

Die Legenden von Andor

Spartacus

Placement game on colored numbers and
number chips, for 2-4 players, ages 8+,
by Dr. Reiner Knizia at Schmidt Spiele 2012,
ca. 30 minutes

Cooperative adventure game for heroes in the
Land of Andor for 2-4 players, ages 10+, by
Michael Menzel at Kosmos 2012,
ca. 90 minutes

New card game in on occasion of the 15 Year
Jubilee of Bohnanza, for 1-7 players, ages
12+, by Uwe Rosenberg at Amigo Spiele 2012,
ca. 60 minutes

Development game on schools for gladiators
in ancient Rome, for 3-4 players, ages 16+, by
Sean Sweigert and Aaron Dill at Heidelberger
2013, ca. 180 minutes

Our 4 User Groups
We assign our award winners to four user groups:
For children: Games for children, and educational
games; adults can, but need not play.
For families: children and parents play on an
equal footing, all have the same chances to win.
With friends: Adolescents and adults play on
equal footing, all players age of ages 12+.
For experts: Games with more complex rules and
a higher level of access, offering lots of interesting
play, especially for experienced players.
Please note, that user groups may overlap; children
who love to play can be ahead of their peers as
regards to game play.
„For families” is not the equivalent of the classic
term “Family Game”! The right game for you is
solely chosen by your fun in playing!

Tzolk´in Der Maya-Kalender

A turning worker-placement game for 2-4
players, ages 12+, by Daniele Tascini and
Simone Luciani at Czech Games Edition 2012,
ca. 90 minutes

AUSTRIAN GAMES AWARD 2013
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Lost Legacy

Lotti Karotti

Designers: Hayato Kisaragi, Seiji Kanai
Publisher: One Draw / Japon Brand

Designer: David Kremer
Publisher: Ravensburger

Love Letter

5

Designer: Seiji Kanai
Publisher: Pegasus Spiele

Both in the basic game and the expansion the topic is a mysterious legacy that must be found; both games can be combined.
One card is laid out for the Ruins. You play until the draw pile is
empty. You hold a card and draw a card. Then you play one of
those cards face-up and implement its effects; this can result in
players being ejected from the game. When the pile is empty
you investigate and look at the card of any player, even your
own, or at the Ruins. Should you find the Legacy, you win. When
nobody finds it, all have lost together. Should all players but one
have been ejected from the game, this player is the winner.
Version: jp * Rules: en jp * In-game text: no

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

The beautiful princess is waiting for her dream lover, but the
king wants to marry her to a prince of his choice. The princess
wants true love, not power and wealth, and only someone who
touches her heart will win her hand – so we must get our love
letters to the princess. We need helpers in the palace to ensure
that our letters will reach her. The game is played in rounds: You
draw a card, play a card open-faced and implement its effects;
the cards remain visible. When all cards have been used, you win
a heart if you hold the highest-ranking character of the palace.
Whoever holds 3-5 hearts, depending on the number of players,
wins.
Version: de * Rules: de en jp * In-game text: yes

Card game for 2-4 players, ages 10+

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

Card game for 2-4 players, ages 8+

Luchador

Lupus in Tabula

Designer: Mark Rivera
Publisher: Backspindle Games

Designer: Domenico Di Giorgio
Publisher: dV Giochi

Machi Koro

8

Designer: Masao Suganuma
Publisher: Grounding / Japon Brand

7

In a game for two or two teams you simulate Lucha Libre,
Mexican Wrestling for professionals: In a round both parties roll
their four dice. The results for Hit, Miss, Block, Counter or Pin are
compared. Based on those results you roll Hid dice for hit points
from Drop Kicks or Table slams etc. Hit points you score are
deducted from the strength of the opponent. Options are attack
with your personal Luchador! Die or a Pin attempt. When your
opponents strength drops to 0 or below you win with a Knock
Out. Victory by PIN rolls or a draw are possible.
Version: en * Rules: en * In-game text: no

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

You are a company owner and develop your town. For each
player two establishment are laid out openly as “built” and four
landmarks face-down as “under construction” to begin his town.
You roll the dice, one at the beginning and two when you have
completed your station: The corresponding type of establishment is activated and yields income, if you own the type – from
bank or other players, in your turn or that of another player. Then
you can build a new establishment or complete one of your
landmarks; you pay the price to the bank and take the card or
turn over the landmark. Whoever completes his four landmarks
first, wins.
Version: en * Rules: en jp * In-game text: no

Dice game with a sports topic for 2-4 players, ages 8+

Card game for 9-25 players, ages 8+

City building game for 2-4 players, ages 7+

Madeira

Mage Wars

Magic Jinn Tier-Edition

Designers: Paule Soledade, Nuno Bizarro Sentieiro
Publisher: What‘s your Game

Designer: Bryan Pope
Publisher: Pegasus Spiele

Publisher: Hasbro

After its discovery and early wheat plantations sugar became
the main business on Madeira, and, later yet, the famous wine. In
five rounds players strive to optimize the causal chain of better
harvest and timber - timber for buildings in the city and ships
- ships for trade and expeditions, notwithstanding population
etc. All this is overshadowed and governed by demands from
the Crown and your own wish for prestige. Rounds comprise
set up, character and building actions, maintenance and Crown
demands, all directed by detailed, copious and rather complex
rules.
Version: multi * Rules: de en * In-game text: no

What happens when magicians of very different philosophies
and abilities confront each other in a deadly duel in an arena?
How does a Priestess stand up to a Magician? Or how does an
Illusionist fight a Druid? Each magician uses his own book of
spells, summons creatures and uses hidden magic as well as
weapons, armor and artifacts. Because of the different schools
of magic, the spells used by wizards are very different. Rounds
comprise Ready Phase and Action Phase for a mixture of card
game and miniature game; areas on the board regulate movement and item placement. Creatures also attack each other,
attacks have side effects and cause damage.
Version: de * Rules: de en * In-game text: yes

Complex development game for 2-4 players, ages 12+
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Colour codes for target groups (Headline Colour)
For children + learning
With friends
For families
For experts

Fantasy duel for 2 players, ages 13+

6

Interactive guessing fun using voice recognition! You think of
an animal and Magic Jinn poses questions to try and guess the
animal. Players can try to outsmart the cat – Magic Jinn knows
more than 350 animals, but has only five guesses to win the
round. Questions can be answered with Yes or No, they are
simple, easily understood and formulated according to target
ages. Magic Jinn replies to each answer with a signal noise and
phrases like “okay” or “understood”. If a player cannot give the
requested answer, Magic Jinn also understands replacement
answers like “Say it again, please” or “go back”.
Version: de * Rules: de en * In-game text: yes
Electronic guessing game for 1 or more players, ages 6+

Colour codes for features (Bar in Evalution box)
Chance
Strategy
Knowledge
Tactics
Creativity
Memory

GABIS explanation on page 3
Communication
Interaction

Dexterity
Action
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Make ‘n’ Break Party

Manno Monster

Designers: A. Steinwender, W. Lepuschitz
Publisher: Ravensburger

Designer: Marco Teubner
Publisher: Kosmos

10

Märchenball

8

Publisher: Megableu / Hutter

5

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

All try at the same time to solve the current task card. The game
comprises 15 monster tiles for each player; a task is solved by
displaying the number of monsters indicated on the card in the
indicated size (broad or narrow) and color (blue, red or yellow).
It does not matter if there are surplus monsters on display, it is
only important to have the ones as demanded by the task card.
There can be several tasks on one card, all of them need to be
met. In order of finishing the task you take the most valuable
monster bogey left, and in the end you win with the most
valuable collection of those bogeys.
Version: de * Rules: de * In-game text: no

The princesses dance with the prince and want to receive stars
from him. He is placed in the middle of the dance floor, the
princesses are moved by roll & move along the board. Action
spots you reach are implemented: For „Märchenball“, „Alle
tanzen“ and „Tanzwettbewerb“ one, two or all princesses dance
to the music. When it ends and the prince holds one of them in
his arms, she is given a star. In “Tanzwettbewerb” the princess
that was not chosen loses a star. When no princess gets a star,
the dance is repeated. For „Glück gehabt“ you get a star instantly
and must pass a dance for „Erholung“. Whoever collects his four
stars first, wins.
Version: de * Rules: de * In-game text: no

Construction game for 3-9 players, ages 10+

Reaction and logic game for 2-4 players, ages 8+

Girl’s game for 2-4 players, ages 5+

Mascarade

Mastermind

Designer: Bruno Faidutti
Publisher: Repos Productions

Publisher: Hasbro

Mau Mau Extreme

8

Publisher: Ravensburger

6

Using abilities of face-down characters on the table one tries to
acquire 13 gold. If someone goes bankrupt, the richest player
wins immediately. In 4 starter turns players swap two cards - or
maybe not. Then you have a choice of three actions in your turn:
You swap - underneath the table - your card with another - or
not, or you look at your card or you name your character. If you
name a character, others can protest. When nobody protests,
you use this character, even if you bluffed. In case of protest
characters involved are revealed: If you are not who you said you
are, you pay 1 gold to the Judge. Some characters must meet
different conditions to win. The Judge must always be in play.
Version: de * Rules: de en fr * In-game text: no

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

The classic card game now with action and reaction elements
– you hold cards and try to shed them as fast as possible: Either
number on number or color on color: special cards force others
to pass or to draw a card; if you cannot discard a correct card you
draw one and can discard it if it fits. Could you – out of turn –
play a card identical to the card just played you press the buzzer
and discard it; purple buzzer special cards can be played any
time; for a buzzer mistake you also draw a card. If you are first to
shed all cards in three such rounds you win the game.
Version: de * Rules: de * In-game text: no

Bluffing game for 2-13 players, ages 10+

Deduction game for 2-5 players, ages 8+

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

Mauna Kea

Maus und Mystik

Designer: Touko Tahkokallio
Publisher: Huch! & friends

Designer: Jerry Hawthorne
Publisher: Heidelberger Spieleverlag

Mausgeflippt

7

Designer: Chislaine van den Bulk
Publisher: Zoch Verlag

6

The volcano erupts and explorers want to save artifacts. You
begin in the middle of the island; you use landscape tiles to
build the island and to pay for explorer movement. You use all
your tiles for landscape expansion and explorer movement;
tiles paid for movement go into the bag; then you draw up to
five movement points and place lava instantly on the board. An
explorer moves orthogonally, carries up to three artifacts and
enters a boat from spots adjacent to the boat. The boat goes to
the owner of the explorer and out of the game. When someone
has all explorers in boats all score explorers and artifacts minus
empty seats in boats.
Version: de * Rules: de * In-game text: no

Using team spirit, courage and look, mouse adventurers pick
their way through the interactive chapters of the story. There
are special rules for individual chapters. IN encounters and
at the start of a chapter initiative is determined randomly. A
mouse can move, make an action and do Free Actions once per
round. Movement, attack etc. are decided by dice roll; in many
situations, cards of different kinds come into play. Opponents in
encounters do the phases movement and attack. When the time
marker on the board reaches the chapter’s end before the mice
have achieved the victory conditions, all lose together.
Version: de * Rules: de en es fr it * In-game text: yes

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

Resources management game for 2-4 players, ages 8+

Cooperative adventure game for 1-4 players, ages 7+

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

Icon explanation
Solo Play

GABIS explanation on page 3
Two Players

Large Groups

Recommended Minimum Age
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Mein erstes Krabbelkäfer-Spiel

Mein erstes Quartett

Designers: Inka and Markus Brand
Publisher: moses. Verlag

Designer: Haim Shafir
Publisher: Amigo Spiele

3

Memento

4

Designer: Paolo Mori
Publisher: Kosmos

10

The beetles underneath the leaves must be collected! Who
gets back seven of them into his own garden first? You roll both
dice: The die for the beetles tells you the kind of beetle you
must collect, and the leaves die shows you the kind of leaf from
which you must take the beetle. When there is a tile with wanted
beetle on the correct leaf, you take it and put it into your garden;
should there be more than one, you take them all. Then you
draw the same number of beetles from the bag to refill the leaf.
When there is no suitable bug on the designated leaf, you pass
and the turn goes to your neighbor.
Version: de * Rules: de * In-game text: no

According to the number of players you are dealt 8 or 10 cards,
the rest is stacked. The dealer begins and asks another player
for a card. He receives the card if the respondent has it, and can
ask again. When the respondent does not have the card, the enquirer takes a card from the stack and the respondent becomes
the new enquirer. You may only ask for a card from a quartet of
which you hold at least one card. When you can lay out a quartet
your turn ends, too. When all quartets have been assembled
you win with most quartets. This version comes with two card
holders and the images in a quartet are of the same color.
Version: de * Rules: de * In-game text: no

The game comprises 64 playing cards featuring four different
geometric symbols in four colors, 8 scoring cards and 8 sorting
cards for all shapes in each color or each shape in all colors. In
your turn you take a card from one stack or pass your turn, if you
take a face-down card you need not show it. If you pass a turn
you can take a card again in the next turn! Cards taken are stacked face down, you cannot look at your stack. When all players
have passed their turn or all cards have been taken the round is
scored, first according to color, then according to shapes. After
three such rounds you win with the highest score.
Version: de * Rules: de * In-game text: no

Dice game for 2-4 players, ages 3+

Card collecting game for 2-4 players, ages 4+

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

Memo Match

Merchant of Venus

Mia and me Rettet Centopia!

Designer: Brad Ross
Publisher: Piatnik

Designers: Richard Hamblen, Robert A. Kouba
Publisher: Heidelberger Spieleverlag

Designer: Wolfgang Dirscherl
Publisher: Schmidt Spiele

4

6

All members of a bird family resemble each other, but if you look
closely you will find differences. Those differences can be found
in tuft, peak, eyes and feet. 16 bird cards show birds with different combinations of those characteristics, 16 memo tiles show
the individual characteristics. A bird card is revealed – in your
turn you turn over a memo tile; when the characteristic fits the
bird card you can turn up another tile, etc. If you manage to turn
up four tiles fitting the card you get the card. Whoever collects
three bird cards first, wins. In a variant you reveal a new bird card
in case a wrong or double characteristic is turned up.
Version: multi * Rules: cz de hu pl sk * In-game text: no

As an interstellar merchant you explore galaxy clusters, reaccessible after Alien attacks, in two versions: A standard game
as a development based on the Avalon Hill original and an
implementation of the original game. In the standard game the
round marker is advanced and an event executed; player moves
comprise movement, first contact, transaction and merchant/
spaceport phases. In the transaction phase you can buy, sell
and take up and set down deliver passengers; in the merchant
phase you can trade goods, equipment and Alien technology in
interesting demand/supply mechanisms. After 30 rounds and a
final scoring the richest player wins.
Version: de * Rules: de * In-game text: yes

Centopia’s unicorns need to be saved from Queen Panthea. You
roll all available dice: Munculus dice are placed on the Panthea
card. The remaining dice let you choose to take water or move
a character. When four Munculus are on the Panthea card you
put one Munculus next to a unicorn, adhering to detailed rules.
To save a unicorn you must move one or two character markers
to the unicorn and discard water drops equal to the number of
Munculus markers next to the unicorn. When the last unicorn
has been saved, all have won together; when Panthea catches
one unicorn with four Munculus around it, all have lost together.
Version: multi * Rules: de fr it * In-game text: no

Memo game for 2-5 players, ages 4+

Mercantile game with a SciFi topic for 1-6 players, ages 12+

Cooperative dice game for 2-4 players, ages 6+

Mia and me Domino
Publisher: ASS Altenburger

Mia and me Mia Mia

5

Publisher: ASS Altenburger

Mia and me Quartett

5

4

Publisher: ASS Altenburger

You are dealt five cards and a starting card is laid out. In your
turn you place a card at one end of the line when an image on
this new card corresponds to the image at the end. If you cannot
place a card, you draw a card. If you place a double card, you can
place another one; but not for a double Polytheus or Panthea;
if you place a double for one those two, all other players must
draw a card. When the last card you play features Mia, you win
instantly. If not, all draw a card and whoever then places his last
card, wins. You cannot end the game with Polytheus or Panthea
on the last card.
Version: de * Rules: de * In-game text: no

A classic card game, transported into the world of Centopia:
You hold cards in hand depicting characters from the series
and numbers. You try to get rid of those cards as quickly as you
can: You place a number on the same number or a color on the
same color. If you have no suitable card you must draw a card.
With special cards like “Aussetzen” or “Wende” or “Nimm 2” you
can force other players to pass their turn or to draw cards; or you
yourself can determine a color with “Farbwahl”. When you place
your last card but one you must state clearly “Mia Mia” or draw
two penalty cards. Whoever places his last card, wins.
Version: de * Rules: de * In-game text: no

Cards show names, symbols for courage, friends and magic of
the character and the symbol for the quartet. You play a classic
quartet – you ask for cards – or a quartet with drawing cards
from your left neighbor or a quartet using values - you name
the value from the top card and compare. You can also play a
character’s attribute game: One card is turned up. Whoever hits
it first and can name a character from the same quartet, tells a
story about this character and must name an attribute as often
as its symbol is depicted on the card. When the other players like
the story you score the number of symbols as points.
Version: de * Rules: de * In-game text: no

Placement game for 2-4 players, ages 5+

Card shedding game for 2-4 players, ages 5-8

Card game for 3 or more players, ages 4+

48

Colour codes for target groups (Headline Colour)
For children + learning
With friends
For families
For experts

Colour codes for features (Bar in Evalution box)
Chance
Strategy
Knowledge
Tactics
Creativity
Memory

GABIS explanation on page 3
Communication
Interaction

Dexterity
Action
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Millionenraub

Mimikry

Designers: Inka and Markus Brand
Publisher: Gmeiner Verlag

Designer: Brigitte Pokirnik
Publisher: Zoch Verlag

Mini Stories Atlantic City

6

Designer: Britta Fiore
Publisher: Noris Spiele

16

The starting player creates a museum room on a 6x6 grid according to specifications for corridors and locations of visitors and
works of art. He determines starting position and a sequence of
clues, which he transfers to the Forensic Sheet which is visible
for all. The other players reconstruct the room by interrogating
witnesses: You play one police and one witness card and are
shown the corresponding clue card by the starting player. Twice
in the game you can demand to see information requested by
another player. When you know the content of all grid spots the
culprit results from the sequence of clues. Whoever deduces this
quickest, wins.
Version: de * Rules: de * In-game text: no

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

A game event invites you to a journey to the Gaming Hell of
the 1920ties. The story develops during the game, directed by
character cards, event cards and fate cards. In Act 1 all introduce
themselves, in Act 2 you reveal a card and enact a scene with
another player. In Act 3 you keep a turned-up card or let it
be enacted by two other players. Act 4 brings Showdown, all
play a scene in turn with a partner and should complete their
“motivation”. Act 5 offers a last opportunity to do this. In Act 6 all
report on their achievement and the game is scored, you win as
a member of the gang that has earned most money in the end.
Version: de * Rules: de * In-game text: no

Crime deduction for 2-4 players, ages 12+

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

Mini role playing game for 3-5 players, ages 16+

MixFix

Mölkky

Designers: Andrew & Jack Lawson
Publisher: Piatnik

7

Mondgewitter

7

Publisher: Piatnik

Designer: Ferdinand Hein
Publisher: F-Hein Spiele

8

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

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

Starting at the Crescent Moon you place cards showing clouds,
green and yellow moons, lightning or black holes in a spiral. In
your turn you place up to three cards and move a marker. When
placing a card borders must correspond; if you do not place a
card you draw one. Placement restrictions apply for some images. Cards placed in your turn determine the number of steps for
one of your markers. You turn back at the end of the spiral. You
oust opposing markers that you meet on clouds, special rules for
some images apply. You win in a game for two when you are not
at the end of the spiral, otherwise, if you are furthest out from
the crescent.
Version: de * Rules: de * In-game text: no

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

Dexterity game for 1 or more players, ages 7+

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

Monopoly

Monopoly Banking

8

Publisher: Hasbro

Monopoly Imperium

8

Publisher: Hasbro

Publisher: Hasbro

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 digital! In this new 2012 edition the popular game on
real estate comes with special Austria-related features and players pay with electronic cash. Monopoly with a bank card! Players
buy properties, apartments and hotels with electronic cash,
using the Visa card reader. On the board modern times have
arrived, too! Players move around the board, featuring current
Austrian roads and locations, using inline-skates or racing cards
and mobile phones. 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

Billboards for brands instead of real estate! Each player has a
tower and two Imperium cards. You roll the dice and either
swap the top billboard in your tower for one in another player’s
tower or move your marker. On lots with billboard you buy it or
auction it. Bought billboards are played in your tower. On empty
billboard lots you pay the owner of the billboard the current
value of his tower. Cards drawn on Event and Imperium lots are
implemented. You can pay to get out of jail. For all billboards
of one color you receive a bonus office board for your tower.
Whoever fills his tower first, wins.
Version: de * Rules: de en * In-game text: no

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

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

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

Icon explanation
Solo Play

GABIS explanation on page 3
Two Players

Large Groups

Recommended Minimum Age
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Monopoly Junior

Monopoly Millionär

5

Publisher: Hasbro

Publisher: Hasbro/Parker

Monopoly Millionär Deal Kartenspiel

8

8

Publisher: Hasbro

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

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

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” stack, property
is simply laid out and events are played to be resolved. For “Rent”
cards you collect rent for property of this color. Cards that were
played cannot be taken back into your hand and you cannot pay
with cards from your hand, 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. Whoever collects one million
in his account stack, wins.
Version: de * Rules: de en * In-game text: yes

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

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

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

Monopoly Star Wars The Clone Wars

Monster-Falle

Publisher: Hasbro

Designers: Inka and Markus Brand
Publisher: Kosmos

8

Monte Banana

6

Designer: Jim Winslow
Publisher: Piatnik

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 stations 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, supplemented 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

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

Monkeys climb mountains for bananas! You hold a set of cards of
values 1 to 5, choose a card and move the monkey accordingly
upwards or downwards. Other monkeys are passed. The target
spot must be free and you cannot change direction in a turn.
Furthermore, you cannot choose the same card as the player
before you. If you are furthest up when all five cards have been
played, you earn a chip in a game for two players and two chips
in a game for three and four. The player in second place in a
game for three and four earns one chip. If you collected three
or more chips or – in a game for three and four players – five or
more chips, you win.
Version: multi * Rules: de en fr it hu pl * In-game text: no

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

Dexterity game for 2-4 players, ages 6+

Placement game for 2-4 players, ages 8+

Mord im Arosa

Move & Twist

Designer: Alessandro Zucchini
Publisher: Zoch Verlag

Designers: Kerstin Wallner, Klaus Miltenberger
Publisher: Beleduc

Mucca Pazza

5

Designer: Iris Rossbach
Publisher: Zoch Verlag

4

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

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

Inmates from planet Cowpiter wanted to teleport to Earth, but
crazy cow Mucca Pazza pressed the wrong button and mixed up
the animals. For a game with ten animals you place heads, bodies and legs randomly into one row each, nothing may match.
In your turn you slide an end tile along the row, thus moving
all other tiles, until one tile falls out at the other side; this tile is
placed into the free spot. You can slide three times per turn, the
same or different rows. For a complete animal to remove its tile
from the landing site and place another animal there. At the end
you win with most animals.
Version: multi * Rules: de en fr it * In-game text: no

Listening game for 2-6 players, ages 10+

Action game for 2-6 players, ages 5+

Shunting and sliding game for 2-4 players, ages 4/6+
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For children + learning
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For families
For experts
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Murmelmikado

Mysterien der Templer

Nada

Publisher: Hasbro

Designer: Silvio Negri-Clementi
Publisher: Heidelberger Spieleverlag

Publisher: Huch! & friends

5

Dexterity for a futuristic design! A clear spiral tower is carrying
a top with holes. Into those holes you place the colored sticks,
one stick is put through two opposite holes. When all sticks are
in place they form a grid on which the marbles are placed and
are held by the sticks at the start of the game, you simply pour
them onto the grid. Then players in turn very carefully remove
one stick and try to avoid marbles falling through the grid into
the spiral tower and rolling into their collecting bays. When all
marbles have fallen you win with fewest marbles. In a variant
you try to collect as many marbles as you can.
Version: de * Rules: de * In-game text: no
Dexterity game for 2-4 players, ages 5+

7

The events involving the Order of the Templar in the era from
1119 to 1312 are portrayed. You guide one faction of the Order,
administrate money and goods for trading, command the
knights and must retrieve relics … until persecution starts.
Historic events have been incorporated into the flow of the
game. In each round two tasks are revealed and all players must
participate; then the phases for market, events, transport including knights, caravans and ships happen, followed by resources
and determination of sequence of play. After 15 rounds in three
periods or eight persecution rounds you win with most victory
points
Version: de * Rules: de fr it * In-game text: yes

You roll six white and six orange dice for each round; if you are
first to spot a symbol that is visible on at least one white and one
orange die you name it and take all dice showing this symbol.
Then you re-roll all remaining dice. Whoever now spots a symbol
present in both colors takes those dice, etc. If you are first to spot
that there are no identical symbols in both colors and call NADA,
you take the remaining dice. If you make a mistake you pass for
the round. When several players call out at the same time all dice
are re-rolled. All note the number of dice won and after three
rounds you win with most points.
Version: de * Rules: de * In-game text: no

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

Dice and reaction game for 2-6 players, ages 7+

Nations

Naufragos

Nauticus

Designers: E. & R. Rosén, N. Håkansson, R. Håkansson
Publisher: Lautapelit / Asmodee

Designer: Alberto Corral
Publisher: Lookout Spiele

Designers: Wolfgang Kramer, Michael Kiesling
Publisher: Kosmos

In four ages of two rounds each you lead a nation from Ancient
times to the beginning of the 20th century, following very
complex rules, striving for balance of needs, long-term growth,
threats and opportunities, rewarded by victory points for
achievements. A round comprises Maintenance, Action and
Resolution Phase -including production, war and two historical
events that are known from the Maintenance phase, as well as
Famine and end-of-age scoring. In this you score for nations that
are behind yours in cultural achievements. At the end you score
VP markers, colonies, wonders, buildings, military and resources
and win with the highest score.
Version: de * Rules: de en fr it * In-game text: yes

Stranded on a lonely island, all must cooperate to set up
camp and find the way into the central highland to signal to
passing ships. Markings on the board show choices and events;
characters choose one special ability for the round. A game
for four players lasts 12 rounds, comprising the phases Events,
Actions for missing and non-missing players, Survival with food
and rest as well as End of Round, including wounds and the end
of the round, all rather realistic. Of most interest are the report
points you receive: When nobody manages to leave the island,
they have no value at all, but when you manage to escape those
points decide the winner.
Version: de * Rules: de en es fr it * In-game text: yes

As an entrepreneur you buy goods, build ships and deliver
goods. In each round seven action phases are played. You
choose one of eight actions on display and all players decide
to implement the action or to pass; the action bonus is always
taken by the current starting player. Actions are buying of ship
parts and goods, transport, money, delivery of goods or scoring
crowns. Tiles that you acquire for free must first be stored,
paid tiles can be used immediately, completed ships earn you
rewards. After 5-7 rounds you win with most victory points
from ships, delivered commodities, money, remaining workers,
incomplete ships and goods in storage.
Version: de * Rules: de * In-game text: no

Development game for 1-5 players, ages 14+

Cooperative worker placement for 1-4 players, ages 12+

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

Navajo Wars

Niagara

Nicht Ja, nicht Nein Natur

Designer: Joel Toppen
Publisher: GMT Games

Designer: Thomas Liesching
Publisher: Zoch Verlag

8

Publisher: Megableu / Hutter

7

The only means against an ever-changing and aggressive
enemy, from the Spaniards in 1595 to the US army led by Kit
Carson in 1864, is sophisticated and cunning planning. You use
a mix of cards; enemy actions are governed by an instruction
matrix and you can play different scenarios for each individual
enemy nation. You must plan ahead to rise your tribe‘s population, attack enemy outposts and raid enemy settlements. You
must plant and harvest corn and breed horses and sheep to
overcome de desiccation of the American South West. Last but
not least you need to strengthen your tribe‘s culture to countermand alien influenced trying to undermine it.
Version: en * Rules: en * In-game text: yes

Everyone wants to mine for precious stones near Niagara Falls!
Each player has two boats and some action tiles. In each turn
you choose a tile and can then move each of your boats accordingly or influence the weather. When all tiles are implemented,
the river is moved ahead according to the lowest number on
the tiles played, modified by the weather indicator. Boats that
fall over the waterfall must be bought back with stones. The first
one to own four identical precious stones or any seven stones or
one stone of each color wins the game.
Version: multi * Rules: de en fr nl pl * In-game text: no

A tug-of-war between the inquirer and answering player on
yes or no for an answer! One player is inquiring player, takes a
card from the stack for children or adult – as appropriate – and
chooses the answering player. He reads out question after
question from the card, may not add anything or leave anything
out and must induce the answering player to say yes or no. If
this happens, players with their markers on a DING spot can hit
the bell – the first to do so moves 1 step forward. If he makes
no mistake, the answering player moves 1 step, too. The first
to reach the middle of the board wins. Stand-alone game with
Nature as topic.
Version: de * Rules: de fr * In-game text: yes

Conflict simulation with cards for 1-2 players, ages 12+

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

Reaction game for 2-6 players, ages 7+

Icon explanation
Solo Play

GABIS explanation on page 3
Two Players

Large Groups

Recommended Minimum Age
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Nosferatu

Notre Dame

Nullern

Designer: Pierre-Yves Lebeau
Publisher: Grosso Modo Éditions

Designer: Stefan Feld
Publisher: alea / Ravensburger

Designer: Lena Kappler
Publisher: Drei Hasen in der Abendsonne

8

Vampire Hunters vs. Nosferatu and Renfield. At the start of the
game only Renfield is known. Hunters must identify the vampire
and kill him with the Ancestral Stake, before he plays five bite
cards. Clock and Library card stacks are prepared. Then all draw
cards and give cards to Renfield. He checks this stack and - depending on the content - places bite cards with a player or there
is a ritual: One character is revealed or a night card is removed
or one player can discard a bite. When Dawn was revealed the
Stake Holder must kill someone or hand on the Stake; Nosferatu
might hold it, but can only hand it on.
Version: multi * Rules: en fr * In-game text: no

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

A version of a classic game using 80 cards in four colors. You
play a trick game over 20 rounds, announcing trick numbers.
You are dealt 1 card for round 1, 2 in round 2 up to 10 in round
10, and then one less again. The top card of the stack is turned
up for trump. You announce how many tricks you will take and
lead the first one if your bid was highest. A trick without trump is
won by the highest card, otherwise the highest trump wins. For
a met announcement you score 10 + number of tricks; all other
results score a „Hupfer“ or „Hupfer“+ number of tricks. A Hupfer
scores -5. Round 20 is played blindly and then you win with the
highest score.
Version: de * Rules: de * In-game text: no

Deduction game for 5-8 players, ages 10+

Position game for 2-5 players, ages 10+

Trick taking card game for 2-7 players, ages 8+

Oh, Sultan

Olympus

Omertà

Designer: Alex Weldon
Publisher: Heidelberger Spieleverlag

Designers: Andrea Chiarvesio, Luca Iennaco
Publisher: Heidelberger Spieleverlag

Designer: Sebastian Marwecki
Publisher: Bombasta Spiele

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. Assassins 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

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

Mafia families want to survive. You assemble the family cards as
per instructions and receive 800 $ as well as one family member
and 2 black + 3 white action cards, all face-down. Non-active
players shift cards among them, while the active player reads
out his cards from the previous round. Then he has one action: 1)
take up to three white action cards for 100 $ each or 2) take two
black ones or 3) bribe another player. If he accepts, he shows
you his family card. When a Don must quit the game due to a
revealed card, his consiglieri go out with him. The last don in
play wins together with his consiglieri.
Version: de * Rules: de * In-game text: yes

Deduction game for 5-15 players, ages 12+

Development game for 3-5 players, ages 12+

Card game with a mafia topic for 4-9 players, ages 12+

One Night Werewolf

Österreich Finden Sie Winden?

Othello

Designer: Akihisa Okui
Publisher: 1nite Werewolf / Japon Brand

Designers: Günter Burkhardt, Walter Schranz
Publisher: Kosmos

Publisher: Piatnik

7

This game picks up the topic of all other Werewolf games, but
can be played with fewer people and plays much faster. Aim
of the game for the human team is to identify and eliminate a
werewolf; the werewolves must survive. There is one day and
one night phase, in a four-player game with two humans and
two werewolves. The night has actions for seer, werewolves
and phantom thief, limited to 10 seconds per character. The day
only comprises discussion and voting on human/werewolf and
elimination of the suspected wolf or wolves. Depending on the
number and kind of eliminated characters the human or wolf
team wins.
Version: jp * Rules: en jp * In-game text: no

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

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 between 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

Werewolf variant for 3-7 players, ages 10+

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

Placement game for 2 players, ages 7+
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Ovo

Packet Row

Panamax

Designer: Rachel Foulon
Publisher: Gigamic

Designers: Åse and Henrik Berg
Publisher: White Goblin Games

Designers: Gil d‘Orey, Nuno Bizarro Sentieiro, Paulo Soledade
Publisher: Mesaboardgames

20 eggs show four different symbols. You have a number of eggs
with the same symbol and must transport into an opposing
camp and back home. On the trip outwards symbols are visible.
In the opponent’s camp an egg is flipped, the symbols are hidden and the egg can be played by anyone. In a turn you choose
one of three actions: Move one of your eggs one space in any
direction or jump over any egg, chain jumps are possible – move
a flipped egg the same ways – check a hidden symbol. If you
think your eggs are home you announce this and check them. If
you are correct, you win. If not, your opponent won or you take
your eggs off and the others continue.
Version: multi * Rules: de en es fr it nl * In-game text: no

Trading companies and their offices are located in Packet row in
the Docks of New York. You profit from transatlantic trade and
spend money at the right moment for charity. At the start of the
round the Harbor Master chooses one of the four boards - Guildhall, Docks, Market or Bank. If you want a card from that board
you pay the price and mark the source spot of the card with your
pawn. If necessary, the process is repeated for other boards. At
any time in the game you can meet orders by discarding cards.
When the actual stock on boards cannot be replenished, the
game ends. You can still meet orders and then you score for
buildings and money.
Version: multi * Rules: de en fr nl * In-game text: no

After the Panama Canal was built, ship types were assigned
two classes: PANAMAX ships were those that fit into the canal,
all others those that were too big. In the game you use dice to
choose actions. In your turn you take one die from the movement, load or character areas and try to implement optimum
actions and to earn money. You rival for the best ships, deliver
containers to ships, open and close locks, trade stocks and hire
personnel. As with the real canal, the purpose is to earn as much
money as possible. The game will be published early in 2014 in
cooperation with Heidelberger Spieleverlag.
Version: de * Rules: pt de en * In-game text: no

Memo and position game for 2 or 4 players, ages 8+

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

Economics game for 2-4 players, ages 12+

Pandemie

Papyros

Parallelo

Designer: Matt Leacock
Publisher: Z-Man Games

Designer: Georg Schumacher
Publisher: moses. Verlag

Designers: Sjaak Griffioen, Fred Horn
Publisher: Gerhards Spiel und Design

Four deadly epidemics threaten mankind. Players are specialists
and travel to different regions of the world, fight dangers of
infection together and research antidotes. One player might be
able to set up a research station, the other can stop an illness
maybe already with four cards only. The fate of mankind is
in your hand. In each round you have four actions for travel,
healing, research and building. But time is scarce, as new outbreaks and epidemics speed up the spreading of the plagues.
You need to work hard to find the antidotes on time. New
edition with two new characters – Quarantine specialist and
Contingency Planner.
Version: de * Rules: de en and many more * In-game text: yes

Candidates for the hand of the Pharaoh‘s daughter must enliven
the soul of words by adding vowels to consonants. The hieroglyphs in the 20x20 grid are covered with consonants and you
draw nine vowels. The active player rolls the die, takes or gives
back vowels accordingly or draws an Aton card. Then he can use
one or several Aton cards to switch consonants, to cooperate
with a player or to turn over a consonant. Then he enlivens a
word by adding vowels to a group of consonants, receives one
Deben per letter in the new correct word and, finally, draws one
tile. Whoever owns 49 Deben first, wins the game.
Version: de * Rules: de * In-game text: yes

Parallelograms are slanted squares with two parallel opposite
sides of the same length, made up from four pieces of the same
color. You have three pieces each in six colors and alternate to
place one piece. When you complete a parallelogram you take it
off the board – so you always need one piece of your opponent
for it. Pieces of the same color cannot be placed adjacent
and only three pieces of the same color are allowed in a row.
Whoever completes three parallelograms first, wins the game.
If this cannot be accomplished, you win with most completed
parallelograms; a tie is possible, too.
Version: de * Rules: de * In-game text: no

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

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

Abstract placement game for 2 players, ages 10+

Party & Co

Pasha

Publisher: Jumbo

Designer: Stefan Dorra
Publisher: White Goblin Games

Pathfinder Abenteuerkartenspiel

8

Designers: Mike Selinker and Team
Publisher: Paizo Publishing / Ulisses

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 you 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 introduce 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

A Pasha is a Persian provincial governor. A bonus tile is placed.
You play a victory point card and roll dice, maximum three times,
you can set dice aside and reroll dice previously set aside. Action
markers can change dice results. The result of your roll is marked
on the board. If you cannot mark a double, you cannot mark
at all. When all have rolled and marked, you give all -1 VP cards
that were played to the player with the worst result; the best
cards and the bonus tile go to the player with the most valuable
double; and so on. After 9 rounds you sum up VP cards, bonus
tiles and remaining action markers.
Version: multi * Rules: de en fr nl * In-game text: no

Race against time! The dangerous villain must be defeated before time runs out. Heroes and villains command their own deck of
cards; heroes discover locations which must be freed and defended. „Erwachen der Runenherrscher“ is a basis set including the
first adventure deck for the first chapter of the story. Additional
decks will supplement the story and also continue it; card
affiliations are marked. The basis set explains the foundations of
the game and offers a simplified access to the adventure called
Pathfinder, offering the whole range of fantasy adventures.
Version: de * Rules: de en * In-game text: yes

Party game for 2 or more players, ages 10+

Dice game for 2-5 players, ages 8+

Card game with a fantasy topic for 1-4 players, ages 13+
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201 4
Patronize

Pelican Bay

Designer: Hisashi Hayashi
Publisher: Okazu Brand / Japon Brand

Designer: Jacques Zeimet
Publisher: Drei Hasen in der Abendsonne

Perplexus

10

8

Publisher: Spinmaster

Rich merchants support artists for fame. A Fame card is revealed:
You play a character and can – once per game – protect him or
you pass. Depending on the influence kind and values of the
character and trump markers on the Fame card you win the
game and become new starting player. Furthermore, you take
the Fame card and an Achievement marker of the character
color. Protected cards turn into protégées; if you passed you take
one of the characters played or an Achievement marker. If then
characters remain they become protégées of their players. After
5-7 such rounds you win with most points from Achievement
and protégées.
Version: en * Rules: de en * In-game text: yes

Landscape tile featuring beach, jungle and lagoon are laid
down, two in a turn and you score the biggest landscape that
you extended. The two new tiles must each touch two already in
place with correct, adjacent landscapes and must be placed for
the same area. When an area is closed, you mark it with a pelican
and score the closed area plus the biggest open area you extended either instantly or after a second turn, you choose which.
There are special rules for joker, end-of game phase, final round
and final scoring of pelicans. You win with most points.
Version: multi * Rules: de en fr it * In-game text: no

Perplexus is a clear plastic ball with a futuristic, colorful interior,
the dexterity game of the computer age! Aim of the game is, on
the one hand, to master the three difficulty levels in the given
time frame and, on the other hand, to play each level as fast as
you can to score most points. The marble must cover a given
distance; each section of the track has its own obstacles, and all
demand concentration and spatial thinking,
Version: de * Rules: de * In-game text: no

Trick taking card game for 3-5 players, ages 10+

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

Dexterity game for 1 player, ages 8+

Pestas

Pharao Code

Designer: Engelbert Stängl
Publisher: Pestas Stängl & Salber

Designer: James Lim
Publisher: Amigo Spiele

3

Pick-a-Dog

10

Designer: Torsten Landsvogt
Publisher: Heidelberger Spieleverlag

8

Via a detour to a school in Ecuador, working with the philosophy
of Pestalozzi and therefore nicknamed Pesta, the idea sprung up
to make Pestas. Pestas are colorful lacquered tiles from plywood,
somewhat reminding one of domino pieces, maybe also of
other constructions game. But Pestas are unique, because they
are made from environmentally friendly and controlled resources and - despite being not discernible - having undergone
intense research as regards to proportions, surface and color.
The rules are simple: Build what you like, the correlated proportions assist you. Track building might be fun, laying out pictures
or patters, build a tower …
Version: de * Rules: de * In-game text: no

48 tiles show numbers and are won with correct calculations.
You roll three dice; each player by himself combines at least
two of those dice, using the four basic arithmetic operations, so
that the result equals one of the tiles on display and takes the
tile. You can only use each dice once. If you are first to take a tile
you turn over the timer. When it has run out each player names
his solution. If you cannot do so you turn over the tile you took.
When the display cannot be refilled you score one point per
number tile and lose a point for each face-down tile. You win
with most points. In an expert version you can take several tiles.
Version: de * Rules: de * In-game text: no

Dogs differ in five characteristics, 30 are on display. You use one
hand only to take a card from the display as quickly as possible;
this card may only differ by one characteristic from the top card
in your own stack. If you think that no suitable card is left you
stop the round. When you are correct, you take a bonus card; if
not, you lose all cards of the round. Then all others check their
stacks – correct stacks turn into winning stacks, otherwise you
lose all cards. When there are not enough starting cards left for
a new round, you win with most cards. Pick-a-Pick is the same
game with pigs; you can combine it with Pick-a-Dog.
Version: de * Rules: de en fr kr * In-game text: no

Construction game for one player, ages 3+

Calculation game for 2-5 players, ages 10+

Party and reaction game for 1-5 players, ages 8+

Pig 10

Pingi Pongo

Designer: Ayelet Pnueli
Publisher: Zoch Verlag

Designer: Peter Neugebauer
Publisher: Noris Spiele

6

Pipifax

5

Designer: Wolfgang Dirscherl
Publisher: Amigo Spiele

4

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

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

Once again animal babies have gone astray and must be found.
The die tells you which one needs to be spotted. The animal
tiles are laid out backside up and are sorted by backside color. In
your turn you roll the die and try to reveal the animal you rolled.
When you cannot find it, your turn ends and passes to the next
player. If you find the correct animal, you have another turn, roll
the die and must find this animal now in a group with another
backside color than the first one, and so on. If you manage to uncover four animals, one in each color group, in your turn, you win
instantly. In a version you do not sort the tiles by backside color.
Version: de * Rules: de * In-game text: no

Card game on numbers for 2-8 players, ages 6+

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

Memo game for 2-5 players, ages 4+
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Piranhas

Pizza Fiesta

Designer: Reiner Knizia
Publisher: Kosmos

Designer: Wolfgang Dirscherl
Publisher: Beleduc

8

Planes

3

Designer: German Tikhomirov
Publisher: Zvezda

6

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

Pizzas must be filled with toppings according to a template.
You have a pizza bottom, draw a card and roll the die. When a
topping appears that is shown on your card and still missing on
your pizza, you take it and place it on the bottom; otherwise you
pass. But when the chef’s hat appears you can take any topping
you need. When your pizza is complete or when a topping is
not available, you give back the toppings and draw a new card.
The incomplete card is considered to be complete in this case.
If you have completed two cards first, you win. In variants you
collect as many toppings as possible or search for the correct
pizza piece.
Version: multi * Rules: cn de en es fr it nl * In-game text: no

Based on the license characters from Disney Planes the Planes
Game System for races between aeroplanes is published. The
Starter Set comprises two miniatures, complete with stickers,
and also holds two bases for the models. You set up the race
track with portals and must pass those in correct sequence.
You fly by placing the airplane card, vertically or horizontally,
depending on the speed you would like to use, and relocate the
place to the end of the card. Changes of direction are only possible at the end of the move. You can also fly show maneuvers.
Additional plane models are available.
Version: en * Rules: en ru * In-game text: no

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

Collecting game for 2-4 players, ages 3+

Race game with aeroplanes for 2 or more players, ages 6+

Polis

Polterfass

Designer: Fran Diaz
Publisher: Pegasus Spiele

Designer: Andreas Schmidt
Publisher: Zoch Verlag

PoPo der Affe

8

3

Publisher: Hasbro

It’s the era of city states, Athens against Sparta: In each round
players alternate their turns until both pass. You always choose
any two of twelve possible actions, four development, four
military and four political ones. Military actions deduct from
your prestige. If one player has passed, the other pays 1 resource
for each additional action. When both parties have more than 8
units in the same region, a battle with combat card follows. Then
the end of the round is implemented. If you lose your capital
or all prestige, your opponent wins automatically; otherwise,
population, prestige and posterity prestige are scored.
Version: de * Rules: de en es * In-game text: yes

An idiosyncratic innkeeper does not always serve all drinks
that were ordered. The innkeeper of the round rolls all barrels,
standing ones are set aside. Now guests place cards face down
for their orders, which they will only receive when the innkeeper
serves more drinks than were ordered. He can stop now and
serve or keep rolling and setting standing barrels aside. When he
stops, the barrel results, are scored for points for innkeeper and
guests, the innkeeper chooses how to use the special barrels. If
he fails – no standing barrel – only the guests score. When you
reach a score of 75 mugs, you win with most mugs at the end
of this round.
Version: multi * Rules: de en fr it * In-game text: no

You put the tail on PoPo the Monkey and place the banana into
his mouth. Each player chooses a color and distributes the rings
of this color all over the room. PoPo is switched on and placed
on the floor – he starts running around the room and waiving
his tail. Both players now run to fetch one of their own rings, run
to catch up PoPo and throw the ring over his tail, run again for
the next ring etc. Whoever gets his three rings over PoPo’s tail
first, wins the game and grabs the banana for the triumphant
winner’s dance together with his fellow player and PoPo, who
starts to dance when the banana is removed.
Version: de * Rules: de * In-game text: no

Historical simulation for 2 players, ages 14+

Dice game for 3-6 players, ages 8+

Agility game for 2 players, ages 3+

Potato Man

Potzblitz

Designers: Günter Burkhardt, Wolfgang Lehmann
Publisher: Zoch Verlag

Designers: Inka and Markus Brand
Publisher: Ravensburger

10

Primate Fear

8

Designer: Peter Hansson
Publisher: Gigantoskop

The game comprises potato cards in four colors plus Evil Potato
on some high cards and potato man of some low ones. In turn
you play a card – each color can only be present in a trick once,
the highest card played wins the trick; in case of a tie the card
played last wins and in a trick containing Evil Potato and Potato
Man wins. A trick you won earns you a corresponding sack card.
If you cannot adhere to the color rule, the round ends instantly,
otherwise after the last trick was played. You count potato sacks
on your sack cards and note their total. After four such rounds
you win with the highest total of potato bags.
Version: multi * Rules: de en fr it * In-game text: no

Under Win/Lose cards equal to the number of players one task
card is placed but beneath the -2 card. Then all roll their three
dice as fast as they can to achieve a combination equal to a task
card. If you manage this you place your Hit card as quickly as
you can on a Task+Win/Lose card. You can roll as often as you
want and can set dice aside and then re-roll them again. When
all task cards have been met, one player is left with the -2 card
and discards two lightning symbols. All other players gain or
lose lightning symbols in accordance with the win/lose card
they achieved. When all task cards are used, you win with most
lightning symbols.
Version: de * Rules: de * In-game text: no

On the junkyard over a haunted cemetery reanimated body
parts of a monkey are reassembling; to evade this monster you
must build the highest tower quickly yourself and attack towers
of others so that they topple and the monkey gets them first. A
turn comprises: draw cards, place cards to enlarge and reinforce
tower and implement effects, attack a tower, move monkey and
discard cards. The monkey is assembled due to effects of cards
played and only moved when it is completed. After each of his
steps markers on the same level or below him are eliminated;
if you are last in play you win. “Primate Fear“ can be combined
with “Spank the Monkey”.
Version: en * Rules: de en se * In-game text: yes

Trick-taking card game for 2-5 players, ages 10+

Dice and reaction game for 3-5 players, ages 8+

Card game for 2-6 players, ages 12+
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Primo

Pro & Contra

Professor Tempus

Designer: Wolfgang Kramer
Publisher: Kosmos

Designer: Helmut Walch
Publisher: Piatnik

Designers: Arno Steinwender, Wilfried Lepuschitz
Publisher: Gigamic

7

8

One number card each on six deposit card starts one of six rows.
The remaining cards are dealt evenly and you take six cards in
hand. You can swap cards with your draw pile or play cards and
add them to a row in consecutive descending order. Colors are
disregarded in the basic game. You can rearrange the rows on
display and place a row or part of a row on another row, but can
never remove a card from within a row. A row of cards 1 to 13 is
removed from the game; a card on an empty deposit card starts
a new row. Special cards allow you to add cards to the top of a
row or forces other players to take a card.
Version: de * Rules: de * In-game text: no

Pro & Contra Pro can be played individually or in teams of two
players; one player of a team represents Pro, the other Contra.
The team draws a term card and must now name pro and contra
arguments accordingly without mentioning the term or parts of
it. After each argument the counter is advanced and the other
teams guess; when the term is guessed both discussing team
and correctly guessing team advance their markers the number
of steps marked by the counter. When the term was not guessed
after six arguments, there is no score. Whoever reaches the finish
first, wins. In a game of single players one player states pro and
contra alternatingly.
Version: de * Rules: de * In-game text: yes

You are dealt six of 63 numbered cards featuring between zero
and three timers. In your turn you can 1) take an empty card
holder, insert +/card as you like - cards must then be played in
ascending or descending order - and add one card from your
hand, setting the color. 2) Take a set by playing a suitable card
into one of the holders or 3) put a card of your choice under the
set of an opponent; he keeps the set. When all have two cards
left, you set aside cards from holders and start again. When the
draw pile is empty, you count timers on your cards and win with
most of them.
Version: multi * Rules: de en es fr it nl * In-game text: no

Card shedding game for 2-6 players, ages 7+

Communications game for 3-16 players, ages 14+

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

Prosperity

Puerto Rico

Pyramidion

Designers: Reiner Knizia, Sebastian Bleasdale
Publisher: Ystari Games

Designer: Andreas Seyfarth
Publisher: alea / Ravensburger

Designer: Yannick Gervais
Publisher: White Goblin Games

Over seven decades you invest in infrastructure and industry,
provide energy and finance research. Pollution should be
avoided or kept at a minimum. You draw one technology tile. All
players now score the marked symbol on it in relation to their
board. Then you have two actions: Income, environmental cleanup, research or purchasing tiles. Costs for a tile result from the
position of the tile and the position of your cube on the related
research track. After 36 rounds you score: Energy and ecology
values are doubled, money and wealth count their values; 1st
place on research tracks is worth three points and 2nd place
one point.
Version: multi * Rules: de en * In-game text: no

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 roles are linked to privileges for the current owner. The actions are
used by all players. The sequence in which the roles are enacted
changes in each round. If you own the most victory points at the
end of the game you win.
Version: de * Rules: cn de en es fr it pl * In-game text: yes

The Great Pyramid is built. You are a foreman and responsible for
supplies at the construction site. You use your contacts to merchants, negotiators and torturers to organize boats. Boats only
leave for Giza when they are loaded to full capacity. The eight
phases of a round are: Renew boat cards - distribute resources negotiate for resources - distribute character cards - activate and
implement locations, this is probably the most important part of
round - adjust order of play - load boat - end of the round. If you
can collect ten victory points, you win.
Version: multi * Rules: de en fr nl* In-game text: no

Resources management game for 2-4 players, ages 13+

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

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

Quantum

Quelf

Quickomino

Designer: Eric Zimmermann
Publisher: Funforge

Publisher: Spinmaster

Publisher: Piatnik

6

You control a space fleet on a modular board and want to
conquer a space section. Ships are represented by dice; their
value determines movement and combat strength - the lower
the value the slower and stronger the ship. Each kind of ship has
a special ability that you can use once per turn. A turn comprises
three actions and advance cards. Action are reconfigure = reroll
a ship, put ship on map, move ship and attack, build a quantum
cube for two actions or raise research die by 1. Advance cards
are gained by building quantum cubes or a 6 on the research
die. When you place your last quantum die, you win.
Version: en * Rules: en fr * In-game text: yes

A crazy, funny party game with well-known mechanisms: roll
the die, move, draw a card, enact the card and reach the finish
line first. New is that you choose a character! You draw a card
in the color of the space you have reached and implement it.
Your character may influence the outcome! If you fail or answer
incorrectly, you move back the penalty number of spaces stated
on the card. The “Quelf” effect of your card can be anything –
surprise, surprise! Card categories are Regelz, Quissels, Stuntz,
Showbiss und Hirnknots. On the finish line you must answer one
additional Hirnknots to win the game.
Version: de * Rules: de en * In-game text: yes

49 square tiles are printed on both sides and show a white
design of four-leaf clover on a blue, green or red background.
In each of the leaves a different image is depicted. You choose
all tile of one background color – blue for an easy game for two
players, green for a medium game and red for an expert game
– and shuffle the tiles face-down. One tile is laid out for a starter
and the rest is dealt evenly to all. On a signal all turn over their
tiles and try simultaneously to place their tiles. Images must correspond on both sides of adjacent tiles, in all directions. Whoever
places his last tile first, wins the game.
Version: multi * Rules: cz de fr hu it pl sk * In-game text: no

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

Party game for 3-8 players, ages 12+

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

Icon explanation
Solo Play

GABIS explanation on page 3
Two Players

Large Groups

Recommended Minimum Age
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Qwixx deluxe

Qwixx XL

Designer: Steffen Benndorf
Publisher: Nürnberger Spielkarten Verlag

Designer: Steffen Benndorf
Publisher: Nürnberger Spielkarten Verlag

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 all 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. Deluxe edition with a felt mat and washable
boards.
Version: de * Rules: de * In-game text: no

Qwirkle Erweiterung 1

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 all 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. New edition with easy-to-read, bigger
numbers.
Version: de * Rules: de * In-game text: no

Dice game for 2-5 players, ages 8+

Dice game for 2-5 players, ages 8+

Rabbids

Rabbids Das Kartenspiel

Designers: Marco Teubner, Udo Peise
Publisher: Kosmos

Designer: Rüdiger Dorn
Publisher: Kosmos

8

Designer: Susan McKinley Ross
Publisher: Schmidt Spiele

6

You use the basic rules of Qwirkle with some additions: For
Qwirkle Select you use the blue side of all board pieces and set
out star discs as indicated; if you would cover such a disc you
take it and can use it later to take a tile off the board, but not out
of a Qwirkle. Resulting gaps can be filled again later. Qwirkle
Connect is played on the green side of the board and you
place randomly drawn tiles on the black spots. By placing tiles
on numbered spots you earn the bonus once! To combine the
expansions you choose any side of each of the boards. Bonus
spots that you free by removing a tile can be filled again to earn
the bonus.
Version: multi * Rules: de fr it * In-game text: no
Expansion for Qwirkle for 2-4 players, ages 6+

Raben stapeln

8

Designer: Paul Kappler
Publisher: Drei Hasen in der Abendsonne

4

The crazy rabbids confront each other in the arena with the aim
of being the craziest rabbid of all. Each display spot is equipped
with a mini game card, the rest is draw pile. There are solo,
duel and group games, and so you either play alone or pick an
opponent or all play against each other. You move your marker
to the next gate, or further on if you pay coins, take the coins
marked on the card there and read the card. Then you play the
game as stated on the card. If you succeed you take the card
and put a new one down. You win with three cards showing the
same symbol or five cards with five different symbols or coins
of value 12.
Version: de * Rules: de * In-game text: no

Ten Rabbids are on the rampage and you should catch them.
The starting player turns up the top card and puts it open-faced
on the table: A Rabbids card stays open-faced and the next
player turns up another card, and so on. In case of a scoring card,
all try simultaneously to collect Rabbids cards; with one hand
only and only one card at the time. Collected cards are set down
and cannot be taken by other players or put back. The scoring
cards determines which rabbits to take. When all are done, taken
cards are checked. If one is incorrect, you give all of them back;
or else you keep them for victory points.
Version: de * Rules: de * In-game text: no

Magic Raven Schnabelgrün picks up a color die on his morning
flight and conjures up a game for it. He loves stars and so he
whips up stars in six colors, some with five spikes, and some with
only four spikes. A mistake in the spell has also produced six
ravens and six colored discs. So Schnabelgrün decides that one
might as well stack all those items. You can stack as your fancy
takes you or build raven art by copying a template or only use
the stars and follow the instructions given by the color die.
Version: multi * Rules: de en fr it * In-game text: yes

Party game for 3-6 players, ages 8+

Collecting and reaction game for 2-5 players, ages 8+

Creative building game for 1-4 players, ages 4+

Raketofix

Rampage

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

Designer: Antoine Bauza
Publisher: Repos Productions

5

Rattus Cartus

10

Designers: Åse & Henrik Berg
Publisher: White Goblin Games

You master tasks on alien planets. You roll the die: Joker – joker
card for changing card or planet. Broken rocket – pass. Planet
or planet joker – you puff the rocket to the planet you rolled
or chose and turn up a card there: On Mobilix you explain a
movement to your neighbor, he imitates it; on Chaotix you
must remember items and on Animalix you must imitate animal
noises in the correct sequence. Correct tasks earn you friendship
stars in the planet’s color. If someone visited all planets and
achieved stars there, the game ends; he gets three green stars
and all count their stars; if you have most you win.
Version: de * Rules: de * In-game text: yes

Hungry monsters invade Meeple City and have two actions,
even the same one twice: Movement - you snip its feet; destroy
building - you drop the body; in boroughs with vehicles the
monster throws a car - you snip it from its body; breath - you
put your head on the monster body, breathe in and puff. When
another monster tumbles, you grab four of its teeth. Totally
empty building levels and roofs are gobbled up. Meeples can
flee; if they fill a row they damage the active monster. After its
actions the monster eats that many meeples in the borough
as it has teeth. At the end each monster scores whatever it has
gobbled up.
Version: de * Rules: de en fr * In-game text: no

Black Death is ravaging Europe. Players as princes of their realms
rival for succession to the dead King and travel across the land
searching for followers. You visit buildings to acquire advantages
and followers, but, after all, Black Death is afoot and you should
keep an eye on the rats. In eight to ten rounds you play five phases. At the end you score victory points for most influence on the
guilds, most population and joker cards in hand and for majorities with special cards in play. But, should you have accumulated
more rats than there are nuns pictured in the Nunnery Row you
die; among the survivors you win with most victory points.
Version: de * Rules: de en fr nl * In-game text: no

Educational game for 2-4 players or teams, ages 5+

Satirical action game for 2-4 players, ages 10+

Card game for 2-5 players, ages 10+
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Rattus Cartus Nobilis

ReACTion

Ready to Rock

Designers: Åse & Henrik Berg
Publisher: White Goblin Games

Publisher: Piatnik

Designer: Tommaso Bonetti
Publisher: Eigenverlag Tommaso Bonetti

Black Death ravages Europe. You want to succeed to the dead
King and visit buildings for advantages and followers and you
should keep an eye on the rats. In eight to ten rounds you
play five phases. At the end you score victory points for most
influence on the guilds, most population and joker cards and for
majorities with special cards in play. If you did accumulate more
rats than there are Nuns in Nunnery Row, you die; if you survive
you win with most victory points. The expansion includes Module 1 - new building cards, and Module 2 - Noblemen including
12 noble who yield special effects and actions in building with
corresponding markers.
Version: de * Rules: de en fr nl * In-game text: no

Stick to the rules! You hold two rules cards and draw one; then
you place one card on the correct square on the board or the
Nur-Du board of another player. Akteur cards determine to
whom the rule applies, Aktion cards name the rule; Nur-Du cards
apply only to the respective player. Akteur and Aktion cards
combine; adding one to the other activates both. Additional
cards cover those already there and change actors or rule. In
case of a rule violation you press the buzzer and name violator
and violation; if you are correct you advance; for your own
mistakes or incorrect violation statements you retreat. Whoever
reaches the finish first, wins.
Version: de * Rules: de en * In-game text: yes

This is a card game with a rock concert topic, illustrated with pictures taken at real concerts. After preparing the display and your
decision at which ticket to start you draw a card in your turn and
then you have two actions; playing one card is one actions. Path
cards take your rocker to the stage, cards you passed are turned
over. Wall cards block paths. Flash cards are event cards and are
instantly implemented. Stage cards are also event cards; they are
drawn if somebody plays the flash card „Ready to Rock“. The first
player whose rocker reaches the stage first from his ticket, wins.
Version: multi * Rules: de en fr it * In-game text: yes

Expansion for Rattus Cartus for 2-5 players, ages 10+

Party and reaction game for 3-8 players, ages 12+

Card game for 3-9 players, ages 14+

Relic

Relic Runners

Designer: John Goodenough
Publisher: Heidelberger Spieleverlag

Designer: Matthew Dunstan
Publisher: Days of Wonder

Revolver

10

Designer: Mark Chaplin
Publisher: Pegasus Spiele

In the Warhammer 40K universe you embody a character of special strengths, weaknesses and special abilities. You play in turn
and always implement all four phases of a turn: 1) Movement
according to dice; 2) Exploration including drawing of Threat
cards and laying them out; 3) Engagement Phase for resolving
Threat cards or text box on location; 4) Experience phase - you
can use trophies to gain levels or completed missions for relics;
when you have now active mission you draw one. Whoever
reaches the scenario square in the middle of the board and
complies with scenario conditions, wins.
Version: de * Rules: de en es it pl * In-game text: yes

As an adventurer you hunt the jungle for temple relics and
treasures. After setting up the board according to template,
to standard or randomly, depending on the intended degree
of difficulty, you have actions Move and Explore in your turn.
Explore needs a day‘s ration; you implement the action of the
explored tile or do other explorer action like base camp, shrines,
toolbox and toolbox tiles or relic expeditions. When a number of
relics in relation to the number of players has been found, each
player but the one who salvaged the last necessary relic has one
more turn and then you score relics for color and bonuses and
win with most points.
Version: de * Rules: de en fr * In-game text: yes

Colonel Ned McReady vs. Jack Colty! McReady wins if he eliminates all members of the Colty Gang; Colty wins when Jack Colty
catches the 3:15 Express from Rattlesnake or survives it or when
all 12 markers have been removed from the “Mexican Border”
card. Each player holds his own deck; five cards are displayed
for conflict areas and a timeline. A turn comprises moving the
round marker (for Colty), drawing two cards, playing cards and
attack (for McReady). When you play cards you can place as
many as you want on your own side of a conflict area, the cost
for placing them is paid with other cards in hand onto your own
open-faced discard pile.
Version: de * Rules: de en nl * in-game text: yes

Adventure game for 2-4 players, ages 14+

Treasure hunting game for 2-5 players, ages 10+

Card game with value comparison, for 2 players, ages 12+

Rialto

Richelieu

Ricochet Robots

Designer: Stefan Feld
Publisher: Pegasus Spiele

Designer: Olivier Lamontagne
Publisher: White Goblin Games

Designer: Alex Randolph
Publisher: Rio Grande Games

As a Venetian nobleman you place City Councilmen into the
boroughs for influence with the Doge; boroughs are more
valuable when connected via bridges instead of via gondolas, so
all want to apply influence for this. In six rounds of three phases
each a certain color of buildings is valid; In Phase I – green – you
receive cards and keep 7 out of 8; in Phase II – yellow – you play
cards and in Phase III you use blue buildings, activated with a
gold coin. You win with most points from coins and Councilmen
in your stock, buildings and majority scorings of councilmen in
boroughs.
Version: multi * Rules: de en * In-game text: no

Intrigues at the court of Louis XIII. We use our agents to support
the most influential political faction. If we succeed best we receive prestige and rewards and win in the end with most prestige.
You have two actions, when your marker is placed behind that
of the cardinal on the prestige track; otherwise you have only
one action from: Take income once per turn; place an agent,
buy a commission or sell and buy jewels. When all places on an
intrigue sheet are taken by agents, you determine the winning
faction. When all intrigues have been handled you score military
and income and boni for prestige.
Version: multi * Rules: en fr nl * In-game text: no

On a modular board target squares are marked in the colors of
four robots. A 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. New edition featuring all boards that
have been published so far and a solo version by Anson Bischoff.
Version: de * Rules: de * In-game text: no

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

Placement games for 2-4 players, ages 10+

Maze puzzle for 2 or more players, ages 10+

Icon explanation
Solo Play

GABIS explanation on page 3
Two Players

Large Groups

Recommended Minimum Age
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Riff Raff

Ringo Flamingo

Designer: Christoph Cantzler
Publisher: Zoch Verlag

Designers: Haim Shafir, YoavZiv, Yaacov Kaufman
Publisher: Ravensburger

8

Risiko

5

10

Publisher: Hasbro

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 descending 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

Crocodiles want to eat flamingoes, but players help with safety
belts. Flamingoes and crocodiles are placed into the slits in the
box, each player is given a boat and 12 safety belts. All play at
the same time and snip their safety belts with the help of their
boats. When all 12 belts are snipped, you take back all loose
ones and put them into your boat; then you collect all belts that
are around a flamingo and give back one of those for each belt
around a crocodile. If you then hold most belts you are awarded
a shell chip. Then the next round is played and if you own most
chips after three rounds you win!
Version: multi * Rules: de en es fr it nl * In-game text: no

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

Balance and dexterity game for 2-4 players, ages 8+

Snipping and action game for 2-4 players, ages 5+

Tactical dice game for 2-5 players, ages 10+

Ritter Rost

Road Rally USA

Designer: Klaus Zoch
Publisher: Zoch Verlag

Designer: Carlo A. Rossi
Publisher: Mayfair Games

8

Robinson Crusoe

8

Designer: Ignacy Trzewiczek
Publisher: Pegasus Spiele

In the film-based game Ritter Rost must master three adventures in order: Win a tournament, defeat a Dragon and save
Lady Bö from Prinz Protz. Whoever manages that first, wins. You
chose Auction of a „Rost“ card, paid for with „Blech“ cards or an
adventure. For an adventure you add dice symbols on displayed
“Rost” cards – helpers and equipment – and roll this number of
dice for cogwheels on the chosen adventure tile from two you
turn up. “Rostfresser” symbols are set aside before the next roll.
Mastering or aborting the adventure cost you one card, failure
costs you two: Prinz Protz is a nuisance, he adds to cogwheel to
the necessary result.
Version: de * Rules: de * In-game text: no

You drive a race in stages and try to be in front when a stage
ends; but you only score when a stage is triggered. Each player
controls four of 21 stages, but can only trigger two of them by
playing the corresponding number card; the finish line, too, is
a trigger. You also score for ending a round on a checkpoint tile
and for being on a stage tile when the stage is triggered. In each
round you play one or more movement cards of the same color,
advance your card accordingly and draw between zero and two
cards depending on the color of cards you played.
Version: en * Rules: en * In-game text: no

Adventure on the cursed island - As a shipwreck you choose
a scenario and players win when the scenario goal is reached
without a character dying. You embody a member of the ship‘s
crew and discus the actions with your fellow players. Rounds
comprise the six phases Event - there are events and adventures,
Morale, Production Action ö for threat, hunt, build, collect
resources, explore and move camp, this can only happen at the
end of the night and to an adjacent tile - as well as weather and
Night. Friday is used like all other markers, but he can never be
starting player,
Version: de * Rules: cn de en fr it jp * In-game text: yes

Film-based adventure game for 2-4 players, ages 8+

Car racing game for 3-5 players, ages 8+

Cooperative adventure game for 1-4 players, ages 8+

Rock Paper Scissors Bang

Rockwell

Rogue Agent

Designer: David Cousins
Publisher: NorthSouthGames

Designer: Bruno Crépeault
Publisher: Sit Down!

Designer: David Ausloos
Publisher: White Goblin Games

7

Rock-beats-scissors-beats-paper-beats-rock and dynamite beats
all, even Dynamite. You place your markers and then move them
or towers with your marker on top for higher towers and then
use dynamite to destroy towers and counters. Towers at the end
of the tame score points for their owners. A tower is owned by
to owner of the top marker and moves as this counter does. You
can move into any adjacent spot which is not empty and against
whose marker one would win, or you pass. Arriving markers are
stacked on top, dynamite is taken off the board. When nobody
can move anymore or all have passed each tower is worth
height minus 1.
Version: en * Rules: en * In-game text: no

Rockwell tests the quality of companies they bought with the
order to drill to the earth‘s core. An auction for sequence of play
and placing of Vice Presidents oh phase boards is followed by
Phase I with insurance, drilling, extracting and Mine shaft, then
by Phase II with buying and selling of resources and phase III
with company improvements. When the majority of players has
reached the earth‘s core with at least one crew or if a players has
achieved six of his nine achievements you can receive bonuses
for resources majorities and money and you win with most
prestige.
Version: multi * Rules: de en fr * In-game text: no

Rain City is out of control, criminal activities are out of bounds.
As an agent of a secret brotherhood you win in an action phase
points for arresting criminal characters, defusing bombs and
eliminating assassins. You can play in Agent mode as a competitive race for influence, or you can try the Android mode for 3-4
players; this is an extended game, in which you must unmask
android invaders which have infiltrated the organization as
agents. In the agent mode you win with most influence, in
the Android mode the androids score points too, for criminal
agitators who they arrested while being undetected.
Version: multi * Rules: de en fr nl * In-game text: yes

Placement game for 2-4 players, ages 7+

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

Cyberpunk adventure game for 2-4 player, ages 12+
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Rokoko

Rome & Carthage

Rummikub Original

Designers: Matthias Cramer, Louis and Stefan Malz
Publisher: eggertspiele / Pegasus Spiele

Designer: Jean-René Vernez
Publisher: Grosso Modo Éditions

Designer: Ephraim Hertzano
Publisher: Piatnik

8

As a dressmaker for noblemen you must provide the gowns for
the big ball, but must also manage the event. You play a worker
card for one of six main actions; Favor from the queen, resources,
sow or lend a gown, hire worker, send worker for money, finance
equipment. Some actions need a master for implementation,
some can be implemented by the apprentice. Actions result in
bonuses and bonuses in prestige for the taylor,. There is also
fixed income. After seven rounds the ball with a final scoring is
held, you can again get prestige for worker bonuses, gowns lent
to guests and financed decorations.
Version: de * Rules: de en fr * In-game text: no

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

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

Worker placement game for 2-5 players, ages 12+

Game of Conquest with cards for 2-4 players, ages 10+

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

Rund ums Taschengeld!

Rune Wars : Kampf um Terrinoth

Russian Railroads

Designer: Kai Haferkamp
Publisher: Ravensburger

Designers: Martin Wallace, Darrel Hardy
Publisher: Heidelberger Spieleverlag

Designers: Helmut Ohley, Leonhard Orgler
Publisher: Hans im Glück

6

School holidays, pocket money and a carnival! You can spend
your allowance or save it and maybe even earn money at the
carnival. You roll, move and try to reach an action card and buy
it. At the bank you can save, on certain spots you earn money
and events from event spots are implemented. If you end in
the middle of the carnival or cross it to save time, you must buy
something. Finally, the piggy bank advances, when it reaches
Sunday, all are given money. Whoever collects six action cards
and an item tile, wins. In the expert version you play in the
number range up to 100. Series: Spielend Neues lernen
Version: de * Rules: de * In-game text: no

Adventures in the Runebound universe, as a hero you want to
experience adventures, master tasks and confront danger, all
for fame. You control armies in the land of Terrinoth, rule your
home region and must conquer territories, hire heroes and
acquire enough Dragon Runes to conquer Terrinoth and to win
the game. You play rounds for seasons including implementing
of Season Card as well as choosing and implementing sequence
cards. Whoever controls six regions with Dragon Runes at
the end of a round or whoever controls most regions after six
seasons, wins. Expansion „Banner des Krieges“.
Version: de * Rules: de en fr it * In-game text: yes

Roll & move game for 2-4 players, ages 6-10

Fantasy adventure game for 2-4 players, ages 12+

Safranito

Sag‘s mir! Familie

Designer: Marco Teubner
Publisher: Zoch Verlag

Designer: Peter Sarrett
Publisher: Repos Productions

Russia at the end of the 19th century. Tsar Alexander III. orders
the Trans Siberian Railroad and other routes to be built. In an
attractive mix of resource management and worker placement
you try to construct the biggest and most advanced net of
routes and to use your workers as best as you can. Resources
are scarce and you must allocate them carefully – will you use
them for track to Siberia or the important and lucrative route
to St. Petersburg? But a route to Kiev would yield a good score!
Furthermore, you could add factories to your tableau which,
used properly, will give you advantages for track building.
Version: de * Rules: de en fr nl * In-game text: no
Worker placement game for 2-4 players, ages 12+

Sail to India

8

Designer: Hisashi Hayashi
Publisher: Okazu Brand / Japon Brand

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

In teams players must guess items, animals and jobs. According
to exact instructions you prepare a pile of 30 cards for the round,
using distributing, choosing and recollecting cards. A team is
active; one of its members explains as many terms as possible in
40 seconds; in round 1 he can say what he wants; in Round 2 he
uses one word only and in round 3 he can only use pantomime
and sounds. In each round you score the cards you collected and
a new stack is prepared, after three rounds the team with most
points wins.
Version: de * Rules: de en fr it * In-game text: yes

Seafarers are searching for the route to India and as a noble
sponsor you win with most victory points from discovering
new coastal towns, sale of goods and building churches. At the
start, Lisbon and three more towns are discovered = turned up.
Money and victory points are called Banker and Historian and
are marked with tokens on numbers. If you are out of markers, a
surplus is forfeit. A turn comprises 1) two actions of your choice
for cost/conditions – hire help, move ship including discovering
town, sell goods, build, make an invention or speed up ship and
2) put tokens for later use as banker or historian on Lisbon and
use inventions.
Version: multi * Rules: de en fr * In-game text: no

Bidding and action game for 2-4 players, ages 10+

Communication game for 4-12 players, ages 8+

Worker placement game for 3-4 players, ages 12+

Icon explanation
Solo Play

GABIS explanation on page 3
Two Players

Large Groups

Recommended Minimum Age
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Sails of Glory

Saint Malo

Samurai Battles

Designers: Andrea Angiolino, Andrea Mainini
Publisher: Ares Games

Designers: Inka and Markus Brand
Publisher: alea / Ravensburger

Designers: Richard Borg, Konstantin Krivenko
Publisher: Zvezda

Naval battles in the Napoleonic era - Sails of Glory is a system
based on the Air Combat simulation Wings of Glory, with which
you can simulate those battles. You sue ship miniatures and
cards for abilities and maneuvers. You choose your maneuver
card, align the ship and move it; each card has several options
for wind and sails used. Movement is followed by combat and
reloading. The rules take into account details like line of sight,
collisions or ammunition flight curves and provide an introductory scenario, standard rules and optional rules. You can invent
your own scenarios and additional ships are available.
Version: multi * Rules: en it * In-game text: no

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

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

Conflict simulation for 1-4 players, ages 8+

Development game with dice for 2-5 players, ages 10+

Set of rules for Conflict Simulation for 2 or more players, ages 10+

Samurai Battles Ninja Attack

Samurai Sword!

Sandwich

Designers: Richard Borg, Konstantin Krivenko
Publisher: Zvezda

Designer: Emiliano Sciarra
Publisher: dV Giochi

Designer: Christophe Raimbault
Publisher: Repos Productions

6

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. Ninja Attack is a collection of
scenarios for Samurai Battles.
Version: en * Rules: en * In-game text: yes

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 discarding 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

After three rounds you should score the most points with your
best or your least gruesome sandwiches. 9 cards per player are
stacked face-down. All turn up the top card simultaneously, each
player must take one ingredient, he can take his own but must
let go of it and take it up again. When the stacks have been redistributed players can swap ingredients one for one and make up
three sandwiches with three ingredients each. When they are
done, each player hands one sandwich to his neighbor. Then
the products are “tasted” and points scored for your favorite and
least favorite sandwich. After three rounds the player with the
highest score wins.
Version: multi * Rules: de en es fr nl * In-game text: no

Set of rules for Conflict Simulation for 2 or more players, ages 10+

Card game for 3-7 players, ages 8+

Collecting game for 3-6 players, ages 6+

Santa Cruz

Sauschwer

Say bye to the Villains

Designer: Marcél-André Casasola Merkle
Publisher: Hans im Glück

Designers: Andrea Mayer, Martin Schlegel
Publisher: Zoch Verlag

Designer: Seiji Kanai
Publisher: Kanai Factory / Japon Brand

8

The Island of Santa Cruz is settled in two stages. You build houses, 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 scoring 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

Pig Helmut sits on one end of the scales and an item card is laid
out at one side of the scales. Now, in turn, you place one of your
three item cards next to the pig-free scale end, assess the total
amount of items left and right of the scales and put Helmut on
the side that you think is heavier. When you draw a card your
turn ends and the other players can doubt; if not, the turn passes
to the next player. When someone doubts or after eight cards
the round ends; all place a bet on the heavier side. If you are
correct you get as many points as there were wrong guesses.
The doubter scores an extra point if he is right, or loses a point.
Version: de * Rules: de * In-game text: yes

As Vanquisher you punish Villains that cannot be reached by
justice, but the villains hold secrets and the vanquishers are not
invincible. As Vanquisher you use cards for special abilities and
preparations to learn the secrets. In a turn you use a card, your
special ability or a standard ability at the cost of time. When
you have used up 10 time units, you must name your target.
Information can be exchanged, governed by detailed rules.
At showdown you fight “your“ villain with your character and
cards against his character and Situation cards. When only one
vanquisher loses his fight, all players have lost together.
Version: multi * Rules: en fr jp * In-game text: no

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

Assessment game for 2-8 players, ages 10+

Cooperative card game for 3-8 players, ages 10+
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Schicki Micki

Schmatzspatz

Designer: Jacques Zeimet
Publisher: Zoch Verlag

Designer: Edith Grein-Böttcher
Publisher: Zoch Verlag

7

Schnapp’s!

4

Designer: Carlo A. Rossi
Publisher: Zoch Verlag

10

Players are doorkeepers at the pheasant gala evening. If you are
best at espying breaches of the dress code, you will win with the
majority of cards. Cards are turned over slowly and all players
search for umbrellas, hats, scarves, peaks, tail feathers or accompanying worms of the same color as well as ladies with 2 worms.
If you find those you knock. If you find accessories of the same
color you call out or grab a red or blue color depending on the
valid rule for this special case. If you interrupt play with the right
move you receive cards, knocking beats calling or grabbing.
New edition 2013 in a new design.
Version: multi * Rules: de en * In-game text: no

Baby birds want to be fed, players remember where they put a
worm, The nest is set up and the parent birds are placed, In your
turn you choose a bird for which there is at least one unfed baby,
You roll the die and move the bird to this location, where you
give him a worm. You decide which of the bird’s babies is fed, the
other players can make suggestions. When the baby swallows
the worm, it is full and closes his beak. If it refuses the worm, you
keep the worm. When all worms have been used and there are
still open beaks, all have lost together. When all babies are fed
and their beaks closed, all win together. A variant is included.
Version: de * Rules: de en * In-game text: no

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

Reaction game for 2-7 players, ages 7+

Cooperative memo game for 2-4 players, ages 4+

Reaction and communication game for 3-8 players, ages 10+

Schnappt Hubi!

Scotland Yard

Designer: Steffen Bogen
Publisher: Ravensburger

Designers: Projekt Team III, Michael Schacht
Publisher: Ravensburger

5

Scotland Yard Master

10

Designers: Projekt Team III, Michael Schacht
Publisher: Ravensburger

10

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

Mister X is on the run across London and up to five detectives
chase him. He goes first every round, then all detectives or
Bobbies have a turn. All use subway, bus or taxi; Mister X also
has Black Tickets and can do double moves. Tickets used by the
detectives are discarded and new ones drawn. Mister X secretly
notes his new position after a move and must show himself
after his 3rd, 8th, 13th, 18th and 24th move. If he is not caught
at the end of the 22nd round or if no detective can move, Mister
X wins. If a detective or bobby moves to the spot with Mister
X, Mister X must reveal himself and the detectives win. New
edition 2013.
Version: de * Rules: de * In-game text: no

Mister X is still on the run across London and up to five detectives chase him. But in this new edition of the deduction game
they are assisted by the latest technology. The game features an
app for tablet or smartphone. The app uses augmented reality,
shows London tourist attractions in 3D, allows handy locating
and witness interrogation as well as analysis and scanning. Basis
for the game are the familiar rules; when a detective or bobby
moves on a spot with Mister X he must reveal himself and the
detectives win. The app also replaces the rules and explains
the game. Without app the game plays with the standard rules
which are included.
Version: de * Rules: de * In-game text: no

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

Position and deduction game for 2-6 players, ages 10+

Position and deduction game with app for 2-6 players, ages 10+

Scrabble Freestyle

Seasons

Serpent‘s Tongue

Publisher: Mattel

Designer: Régis Bonnessée
Publisher: Libellud / Asmodee

Designer: Christopher Gabrielson
Publisher: UnBound Games

10

A version of Scrabble without a board! All letters are evenly distributed, seven are visible. The first player places his word, curves
into dents. Then you place words according to standard rules,
correctly spelled, in any direction or reading direction, even with
a bend in the word. Chips of different words may touch curve on
curve. Action chips for passing a turn, changing of turn order or
giving away letters are placed at the end of the word just placed
or anywhere if you can only place an action chip. If you cannot
place a chip, you swap letters with your stock; as soon as you
place your last letter, you win.
Version: de * Rules: de * In-game text: yes

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.
New: Expansion Enchanted Kingdom.
Version: de * Rules: de en es it fr pl * In-game text: yes

Deckbuilding about casting spells, chosen from a book and
voiced with gestures, in a language especially developed for the
game. The front of the spell card only shows you clues on the
text, to decode it you need a magical stone. The backside shows
the right words and gestures, so that the victim of the spell
can check if it was cast correctly. The introductory version has
preselected spells, later you choose 27 out of 100, and additional
spells in expansions are available. You can also choose the kind
of mage you want to be in this surprisingly tactical game, a
corrupt black magician or an elementalist drawing power from
air and earth.
Version: en * Rules: en fi * In-game text: yes

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

Card management game with dice for 2-4 players, ages 14+

Deck building game with special mechanisms, for 1-8 players, ages 12+

Icon explanation
Solo Play

GABIS explanation on page 3
Two Players

Large Groups

Recommended Minimum Age
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201 4
Set!

Sherlock Kids

Designer: Marsha J. Falco
Publisher: Amigo Spiele

Designer: Reiner Knizia
Publisher: Haba

8

Sieben unter Verdacht

5

Designer: Reiner Knizia
Publisher: Gmeiner Verlag

The name of the game is the aim of the game, you need to
find sets quickly and win with most of them. 81 cards differ in
amount, color, shape and filling of symbols. A set comprises
three cards on which each of the four characteristics, checked
by itself, is either identical or completely different. If you find
such a set in the display of 3x4 cards you call “Set”, point out the
three cards and – if you are correct – take the set and replenish
the display. When no set can be found, you add three cards from
the stack in accord with the rules. When you made a mistake you
cannot take another set until another player has taken one.
Version: de * Rules: de en * In-game text: no

Sherlock Kids are a secret society of young detectives who are
asked to clear up art thefts in the museum. The current Riddle
Submitter places a picture for all to memorize while he thinks
up a question that is answered by a color. Then he covers the
picture and poses his question; all mark the answer on their disc.
If you answer correctly you move your marker in museum, the
Riddle Submitter moves if not all answers are correct. After two
or three rounds per player you win if you are nearest to the thief
or you win if you reach the last room and catch the thief. Variants
for numbers or any kinds of questions with written answers.
Version: multi * Rules: de en es fr it nl * In-game text: no

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

Spotting and reaction game for 1-8 players, ages 8+

Communicative memo game for 3-6 players, ages 5+

Crime card game for 1-5 players, ages 12+

Die Siedler von Catan

Die Siedler von Catan 5+6

Die Siedler von Catan Seefahrer

Designer: Klaus Teuber
Publisher: Kosmos

Designer: Klaus Teuber
Publisher: Kosmos

Designer: Klaus Teuber
Publisher: Kosmos

The island of Catan, consisting of 19 landscape tiles, must be
explored and settled. Those landscape tiles yield different
resources, you can access those resources by building roads
and settlements. The dice determine each round who receives
which resources. Those resources – wool, clay, wood, ore and
grain – pay for building of roads, settlements and cities and can
be traded with the active player. If the dice result is Seven, the
robber arrives, blocks a tile and steals resources from players.
To win you need 10 victory points from settlements, cities and
knight cards.
Version: de * Rules: de en fr it nl jp and others * In-game text: yes

This set provides an extension to the basic game of Settlers
of Catan. It contains the necessary material for playing the
game with 5 or 6 players. There are additional rules for using
the extension set. The components have different backsides to
those of the basic game, a very user-friendly way to ensure easy
separation of extension and original game. The basic rules of
the game remain the same; the first player to collect 10 victory
points is the winner.
Version: de * Rules: de en fr it nl jp and others * In-game text: yes

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.
Version: de * Rules: de en fr it nl jp and others * In-game text: yes

Resources management game for 3-4 players, ages 10+

Supplement for Die Siedler von Catan for 5-6 players, ages 10+

Expansion for Die Siedler von Catan for 3-4 players, ages 10+

Die Siedler von Catan Seefahrer 5+6

Die Siedler von Catan Städte & Ritter

Die Siedler von Catan Städte & Ritter 5+6

Designer: Klaus Teuber
Publisher: Kosmos

Designer: Klaus Teuber
Publisher: Kosmos

Designer: Klaus Teuber
Publisher: Kosmos

In accordance with the basic game there is an extension to the
Seafarer expansion, enabling 5 or 6 people to play. They have a
choice from 16 different scenarios, for which they use the basic
game plus extension and the Seafarer expansion plus extension.
At sea roads turn into shipping lanes and ships, and wool
and wood are necessary to build ships. Rules for the different
scenarios always demand a specific selection of components
and provide different victory conditions.
Version: de * Rules: de en fr it nl jp and others * In-game text: yes

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.
Version: de * Rules: de en fr it nl jp and others * In-game text: yes

Again, in accordance with other expansions, there is an
extension for this Cities & Knights expansion to enable 5 and 6
players to join the fun: In this expansion Catan is threatened by
barbarians and wares can be used to develop a city into a metropolis. Again, the expansion + extension can be 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.
Version: de * Rules: de en fr it nl jp and others * In-game text: yes

Supplement for Die Siedler von Catan for 5-6 players, ages 10+

Expansion for Die Siedler von Catan for 3-4 players, ages 12+

Supplement for Die Siedler von Catan for 5-6 players, ages 12+
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Die Siedler von Catan Händler & Barbaren

The Settlers of Catan Traders & Barbarians 5+6

Die Siedler von Catan Aufbruch der Händler

Designer: Klaus Teuber
Publisher: Kosmos

Designer: Klaus Teuber
Publisher: Kosmos

Designer: Klaus Teuber
Publisher: Kosmos

Catan is booming: Caravans come out of the Southern desert,
in the North the Catan Council is built and barbarians threaten
cities. Knights fight the barbarians 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.
Version: de * Rules: de en fr it nl jp and others * In-game text: yes

This is the necessary extension to the Traders & Barbarians
expansions for Settlers of Catan to complement all other extensions and make this one playable for 5 and 6 players. All scenarios
of this expansion and also The Campaign, comprising five consecutive scenarios, can now be played by 5 or 6 people in any
combination with other scenarios from the Seafarer or the Cities
& Knights expansions. You need the basic game, the extension
for the basic game and the expansion Traders & Barbarians.
Version: de * Rules: de en es fr it jp * In-game text: yes

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

Expansion for Die Siedler von Catan for 3-4 players, ages 10+

Extension to Settlers of Catan for 5-6 players, ages 10+

Resources management game for 3-4 players, ages 12+

Die Siedler von Catan Das schnelle Kartenspiel

Die Siedler von Catan Entdecker & Piraten

Die Siedler von Catan Entdecker & Piraten 5+6

Designer: Klaus Teuber
Publisher: Kosmos

Designer: Klaus Teuber
Publisher: Kosmos

Designer: Klaus Teuber
Publisher: Kosmos

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 resources cards from your hand. If you build a knight or road and the
stack is empty, you take the card from your next neighbor in the
direction indicated by the Fate Card. If you own 10 victory points
in your turn, you win.
Version: de * Rules: de en * In-game text: yes

Expansion for Die Siedler von Catan; in several scenarios you
discover unknown oceans and build settlements on newly
discovered islands. This basic task is supplemented by missions:
Conquer pirate lairs, catch fish and deliver them to the Catan Senate or acquire spices from the inhabitants of Spice Islands. New
components are settlers, ships, harbor settlements, units as well
as pirate ships, schools of fish and bags of spices. Victory points
are accrued from building settlements and harbor settlements
and from completing missions. The „Land in Sicht“ scenario
explains the first part of the rules; in each scenario or mission
new rules are added.
Version: de * Rules: de en * In-game text: no

Extension for the expansion for Die Siedler von Catan; in several
scenarios you discover unknown oceans and build settlements
on newly discovered islands, supplemented by missions: Conquer pirate lairs, catch fish and deliver them to the Catan Senate
or acquire spices from the inhabitants of Spice Islands. New
components are settlers, ships, harbor settlements, units as well
as pirate ships, schools of fish and bags of spices. Victory points
are accrued from building settlements and harbor settlements
and from completing missions. The „Land in Sicht“ scenario
explains the first part of the rules; in each scenario or mission
new rules are added.
Version: de * Rules: de en * In-game text: no

Card game for 2-4 players, ages 8+

Supplement for Die Siedler von Catan for 2-4 players, ages 12+

Supplement for Die Siedler von Catan for 5-6 players, ages 12+

SimsalaHopp

Sissi! Die Bohnenkaiserin

Skip-Bo Brettspiel

Designers: Inka and Markus Brand
Publisher: Kosmos

Designer: Uwe Rosenberg
Publisher: Österreichisches Spiele Museum

Publisher: Mattel

5

7

At Castle Zauberstein you must conjure most white bunnies
and bunnies of your own color. In each round you are magician
once, all others are spectators. You put the animal tiles frog-side
up into the arena and knock with your wand from underneath
at the arena bottom to make the frogs jump and turn into
bunnies. When time runs out, spectators can turn over one frog
still in the arena by using a Foul Spell. Now each player scores
for bunnies and advances his bat marker. If you move your bat
marker furthest in this round you receive a cup. You win if you
win two cups! For the versions Master Magic and Adults cats are
introduced into the game.
Version: de * Rules: de * In-game text: no

Finally, there is some human interest in our Beaniverse! In this
stand-alone game, based on Bohnanza, you have seven kinds
of Beans of usual names, all called Captain Beans, value 4 to 18,
and also Sissi Beans. Sissi Beans can never be planted separately,
they must always alternate in fields with Captain Beans. You play
a normal Bohnanza turn, followed by a Sissi Action phase: you
check your bean fields for two identical cards in a row. If - when
planting beans - you had to put a Sissi Bean on a Sissi Bean or
a Captain Bean on a Captain Bean, you must now harvest this
field. All other Bohnanza rules apply, also for winning conditions.
Version: de * Rules: de en * In-game text: no

In this board game version, too, you want to be first to shed all
cards from your player‘s stack and win. Board and player stacks
are prepared. In your turn you fill your hand from the general
stock to five cards and place cards from your hand or your
personal stack on one of the stacks on the board, but only if one
of your markers sits on the corresponding color spot. Actions
from spot holding your marker can be used in your turn. If you
can shed all five cards in hand, you have another turn. At the end
of your turn you must place a card from hand to the „Help“ stack
and move one of your markers by that number of steps.
Version: de * Rules: de * In-game text: no

Dexterity game for 2-4 players, ages 5+

Set collecting game for 3-5 players, ages 12+

Card shedding game for 2-4 players, ages 7+
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Solo Play

GABIS explanation on page 3
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Skirmish: The Scrambles

Slicks

Designer: Takahiro
Publisher: KogeKogeDo / Japon Brand

Designer: Stefan Risthaus
Publisher: Ostia Spiele

7

Slotter

8

7

Publisher: Hasbro/MB

Monsters hear of treasure chests in their territory and start a
skirmish for those chests. You win with most points after five
rounds or if you acquired four or more treasure cards. You have
your deck and draw five cards in hand; one treasure is revealed.
Now you play first one and then two cards simultaneously and
draw the same number each time. Now you take back dummies
and implement spells. Then the strongest card triplet wins the
treasure. This is repeated until all treasures have been taken.
In case of very different playing abilities you can play using a
handicap.
Version: jp * Rules: en jp * In-game text: no

Preserve your tires or burn petrol? At the start of a round you
allocate turbo tiles for positions, Then you have your turn including: Calculate speed limit and draw speed card, maybe change
speed by using turbo tile or discarding petrol. Then you move
the car, only over and into empty spots, and only turns up to 60°,
and always over the full distance. Curbstones or tighter turns
ruin your tires. A pit stop costs you one round, but gives you
petrol and new tires. If you move the round marker off board,
you finish the race and determine your position.
Version: de * Rules: de * In-game text: no

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

Card game for 2 players, ages 7+

Car racing game for 2-6 players, ages 8+

Spatial arrangement game for 2 players, ages 7+

Sonne und Mond
Designer: Jacques Zeimet
Publisher: Drei Hasen in der Abendsonne

S.O.S. Affenalarm

8

SOS Titanic

5

Publisher: Mattel

Designers: Bruno Cathala, Ludovic Maublanc
Publisher: Heidelberger Spieleverlag

8

You draw five cards from the face-down stack including sun,
moon, and eclipses for both. You place a card, ascending, at one
end of your own or an opposing row and draw cards, when you
used all in hand. In a turn you must place a card or collect a row
and you can have only one sun and one moon row on display.
After an animal card you place a second card, darkness cards
interrupt opposing rows. A row of five or more cards can be
collected next turn; if you cannot place or collect you lose cards
in hand and both rows. When nobody can play anymore you
score one point for sun and moon cards, cards on display are
each worth -1.
Version: multi * Rules: de en fr it * In-game text: no

Hell has broken loose in the jungle! Monkeys sit in the trees and
want to stay there. You prepare the tree by putting the halves
together. Then you put sticks of different colors through the
holes in the palm tree so that they form a kind of grid inside the
tree. Then you put all monkeys into the tree. Now all players in
turn roll the die and remove a stick of this color - if still there from the topmost layer with sticks in the tree. When monkeys
fall off the tree while you do this you must take them. When all
monkeys have fallen you win if you had to take fewest of them.
Version: de * Rules: de * In-game text: no

A book in spiral binding represents decks of the Titanic, which
sink by turning the pages over. As a crew member you try, alone
or in teams, to save as many passengers as possible. You can
relocate passengers not yet saved - passengers in 1. and 2. Class
only within their class - and must then play either an action card
to save passengers or prepare passengers for saving. For this you
draw them from the covered stack and place them in suitable
rows. If you cannot place a single passenger, a deck sinks. When
the ship has sunk, you score surviving passengers - when the
score is higher than 19 you have been better than the original
crew.
Version: de * Rules: de fr jp * In-game text: no

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

Dexterity game for 2-4 players, ages 5+

Set placement and collecting game for 1-5 players, ages 8+

Space Station

Spartacus

Designer: Jacob Fryxelius
Publisher: FryxGames

Designers: Sean Sweigert, Aaron Dill
Publisher: Heidelberger Spieleverlag

Speed Cups

16

Designer: Haim Shafir
Publisher: Amigo Spiele

6

International Space industry is picking up momentum; as a player you control one of the companies participating of this growth
and compete with other companies for the best, biggest and
most beautiful space station ever. You start with a Core Module
and 10 M€, roll for the starting player and implement the actions
for start of the year; you get resources in the guise of Money,
Crew and cards. Then you have one action from Build; Module
Action – either crew action related to the module or a crewindependent module action; Event or Pass. When all players pass
in turn, the year ends and you score VP for color majorities in
functioning modules.
Version: en * Rules: en * In-game text: yes

You are head of a noble house in Capua and aim for power and
fame and use political intrigues, treachery and organizing of
spectacular gladiatorial fights as your means. In this realistic simulation you protect your house from you adversaries’ schemes,
employ slaves doing your household and earning money. You
own Ludus or school for gladiators provides the fighters for you
spectacles, their fame enhances your influence. The game comprises the phases of intrigues, market, arena and combat and
offers all mechanisms from negotiation and auction to rolling
dice to decide combats. Expansion „Die Schlange und der Wolf“
Version: de * Rules: de en * In-game text: yes

The game comprises colored cups in five colors, 24 task cards
and a bell. Each player has five cups, one each in blue, red, green,
black and yellow. On the task cards these cups are represented
by different images, five flowers or houses or cards. The top
task card is revealed and, depending on the image, you need to
line up the cups or stack the cups in correct order. For birds in a
tree, for instance, you stack them, and for cars you line them up.
When you are done, you hit the bell: If you arranged the cups
correctly, you take the card. When all 24 cards have been played,
you win with most cards.
Version: de * Rules: de * In-game text: no

Card game with a space topic for 2-6 players, ages 12+

Development game for 2-4 players, ages 16+

Reaction game for 2-4 players, ages 6+
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Spiel des Lebens

Spiel des Lebens Superstar Edition

8

Publisher: Hasbro

Spiel des Wissens

8

Publisher: Hasbro

Publisher: Jumbo

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

The big career as a super star is the aim of this variant. As usual,
you decide on a career path and play on basis of the standard rules. Access to the VIP spots must be earned; you collect stars and
cards for your entourage from cook to agent, marked by pins in
your car. The spinner can earn you additional prices with super
spin and your entourage, for further advancement. Entering
stop spots on the double-sided board causes turning-over of
board parts to the Red Carpet side. This side features new paths,
surprises and more stars. Whoever finishes first on the Happy
End spot with five stars, wins the game.
Version: de * Rules: de en * In-game text: yes

Galaxia is an unknown planet that players should explore. To do
so they must move through the solar system on the board and
travel further and further outwards. To travel you must answer
questions, drawing on your general knowledge as well as knowledge on special topics: Stories & Fairytales, Heroes & Villains,
Cartoons & TV, Word and language games, Animals as well as
Sports & Games. For correct answers on planet spots you receive
knowledge rings, for wrong answers you must move backwards.
If you are first to collect 6 planet rings and reach Galaxia, you
win. New edition with new box design and new questions.
Version: de * Rules: de * In-game text: yes

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

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

Quiz game for 2-6 players, ages 8+

Spielhaus

Spinnengift und Krötenschleim

Designer: Jörg Obrist
Publisher: Ravensburger

Designer: Klaus Teuber
Publisher: Kosmos

5

Spyrium

6

Designer: William Attia
Publisher: Ystari Games

Since 1973 you can go exploring in the rooms of this house.
The room cards are laid out randomly. You roll and move your
marker. Only one marker is allowed on a spot; when your target
spot is occupied, you move on to the next spot. Star spots are
normal spots, they indicate hidden items. When you roll a star,
you take the top item card and try to spot the pictured item in
one of the rooms. When you have found it, you put your marker
there. A star item can advance you or let you drop back. The card
is kept. Whoever arrives in the attics first, wins the game. Series:
Meine ersten Spiele.
Version: de * Rules: de * In-game text: no

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

In Victorian England the discovery of Spyrium revolutionized
industry; as a CEO of a flourishing company you seize the
opportunity to earn most victory points with buildings, placed
workers, patents and specialists. Each round is prepared with
income, event and display preparation. Then, in the Placement
phase, you place workers or use the event or change into the
Activation phase for earning money, activating a card, using
event or one of your own buildings or pass. After six rounds you
add VPs on building cards and patents cards to those accrued
during the game.
Version: de * Rules: de en fr * In-game text: no

Dice game for 2-4 players, ages 5+

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

Worker placement game for 2-5 players, ages 12+

Star Trek Catan Federation Space Map Set

Star Wars Angriff der Klonkrieger

Designers: Ron Magin, Charles Rice, Gero Zahn
Publisher: Mayfair Games

Designers: Inka and Markus Brand
Publisher: Kosmos

10

Star Wars Das Kartenspiel

8

Designer: Eric M. Lang
Publisher: Heidelberger Spieleverlag

With those two maps fans of Captain Kirk can boldly follow him
on his missions and settle worlds in Federation Space, based on
the map of the “Known Galaxy“ in Kirks Ready Room. You use
components from the Star Trek Catan game and use the rules
of Star Trek Catan with amendments. You build outposts on
marked intersections and spaceships on yellow and red routes.
Space ships on red routes control the adjacent outpost and you
can trade with them. Spaceships adjacent to VP intersections
yield the corresponding victory point marker; you win the game
with 10 victory points. A longer game can be played for more
victory points.
Version: en * Rules: en * In-game text: yes

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

A Living Card Game for Star Wars - Rebels against the Empire
at the time of the original trilogy. You have objective cards with
missions and player cards for units, events, enforcement and
fate. There are always five player cards for one objective cards
and you choose your cards by choosing the objectives. You lay
out cards, attack opposing objectives and defend your own or
play cards for Force, The Empire wins when the Death Star Dial
arrives at 12. The Rebels win when they destroy three objectives
of the Empire before the Empire wins. The deluxe expansion „Am
Rande der Finsternis“ allows more than two players.
Version: de * Rules: de en es it kr nl pl ru * In-game text: yes

Expansion for Star Trek Catan for 3-4 players, ages 10+

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

Card game for 2 players, ages 10+

Icon explanation
Solo Play

GABIS explanation on page 3
Two Players

Large Groups

Recommended Minimum Age
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Star Wars Kampf um Malastare

Star Wars X-Wing Miniaturen Spiel

Steam Map Expansion #3

Designer: Helmut Ast
Publisher: Kosmos

Designers: J. Little, A. Sadler, B. Sadler, C. Konieczka
Publisher: Heidelberger Spieleverlag

Designers: Morgan Dontanville, Martin Wallace
Publisher: Mayfair Games

6

Players in the roles of Jedi knights must fight Count Dooku’s
droids by flinging droids into the arena with their catapults.
In your turn you take a droid from your station, place it on the
catapult, align the catapult and fling the droid. You have three
attempts. When the droid lands in the arena and there are three
of the same kind in the arena you take those three and put them
on your junk yard. If the droid ends up three times outside the
arena it is discarded. When the droid lands on the Zillo beast you
win all droids currently in the arena. When all droids have been
flung you win with most droids in your junk yard.
Version: de * Rules: de * In-game text: no

X-Wing is a simulation of the space battles from Star Wars. Each
round comprises phases: Planning with secret choice of maneuver 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 defense 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. Numerous expansion packs
with models.
Version: de * Rules: de en es pl * In-game text: yes

The Map Expansion #3 for Steam offers a double-sided game
board; one side features maps for Japan, the island of Hokkaido
and Singapore, the other side features Western USA, and the
expansion includes track tiles and rules.
The expansions Singapore and Hokkaido are both intended for
two players, the Japan expansion for 3-4 players and Westward,
Ho! can accommodate 4-6 players; there are changes in the rules
for the beginners and standard games and you need the core
game for all those expansions; in the Singapore expansion there
is no difference between introductory and standard game.
Version: en * Rules: en * In-game text: yes

Dexterity game for 2-4 players, ages 6+

Miniatures game for 2 players, ages 14+

Expansion for Steam for 2-6 players, ages 13+

Steam Noir: Revolution

Steam Park

Designer: Daniel Danzer
Publisher: Steampunk

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

Stille Post Extrem

10

8

Publisher: Goliath Toys

Revolution, traitors, different factions - strife is afoot around
Emperor Julian, You want to see your own secret faction win,
but it should not win too clearly because in that case it would
instantly be ousted in favor of the second strongest faction. But
if you succeed as a traitor the Emperor has the majority and you
win with the weakest faction. You talk, discuss, negotiate, make
treaties, lie, bluff, but keep your cards secret. In a round you
play one for Revolution or Emperor and may play one once in a
section for Traitor. Support is evaluated and you may set aside
cards for scoring.
Version: de * Rules: de * In-game text: yes

Fair in Roboburg; you want to build the best steam-driven
attractions for visitors, but must leave everything as clear as you
found it. In each round you implement dice roll, dirt marker,
actions and income. All roll dice simultaneously, can place dice
on their Pig Boards and reroll the others. When you have placed
all your dice grab the lowest turn order marker still available.
Dice you placed are used for actions - build attractions, get
visitors, clean up, play bonus cards and expand your park. After
six rounds you pay cleaning costs according to the number of
your dirt markers and then you win with most money.
Version: en * Rules: en it * In-game text: no

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

Bluff and negotiation game for 3-5 players, ages 12+

Development game for 2-4 players, ages 10+

Drawing and guessing game for 4-8 players, ages 8+

Stomple

Stories!

Designer: Greg Zima
Publisher: Spinmaster

Designer: Thomas Odenhoven Kaller
Publisher: Schmidt Spiele

8

Story Cubes Mix

8

Designer: Rory O‘Connor
Publisher: The Creativity Hub / Hutter

6

Sink them cleverly and win! The marbles are randomly distributed 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

Within a minute you tell a story. The topic is announced and the
other players write down five terms - adhering to restrictions that they expect in the story. Then you tell the story and players
mark terms you used. One can interrupt you and ask up to two
questions. Whoever marked all his terms stops the round. Players in turn read out their terms and score for terms noted alone
or in common with other players. Questions posed score penalty
points. You as narrator score points equal to those of the player
with most points in this round. When everybody was narrator
once or twice you win with most points.
Version: de * Rules: de * In-game text: yes

A small box holds nine dice, each die features six different
and unique images, abstract or not, that can be interpreted or
named in many ways. This gives you 54 images or terms to play
with: You roll all nine dice, choose any for the starting die and
tell a story. This story must feature all nine images on the dice
in any order. You can play alone or in a group; in a group each
player tells a story and you vote for the best or each player must
continue the story by using one of the cubes.
Story Cubes Mix is a set of three expansion packs with three dice,
Enchanted, Prehistoria and Clues. The images on the dice relate
to the respective genre.
Version: de * Rules: de en es fr it nl * In-game text: no

Placement game for 2-6 players, ages 8+

Narrative game for 3-10 players, ages 8+

Narrative game with dice for 1 or more players, ages 6+
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Stratego Original

Streifen Toni

Publisher: Jumbo

Designer: Carmen Kleinert
Publisher: Zoch Verlag

8

String Savanna

4

Designer: Hisashi Hayashi
Publisher: Okazu Brand / Japon Brand

6

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

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

You are an animal researcher and collect information on African
animals; you use a string to enclose animals for research. A field
within a string circle and five research tiles are set up. You start
the game with one research and one animal tile. In a round
you can place your animal tile into the field, enclose animals
for victory points according to the parameters stated on your
research tile, place one of your research markers on an enclosed
animal tile and, finally, draw an animal tile and a research tile.
After a given number of rounds you win with the highest total
after scoring points on your research tiles and animal tiles you
did mark before.
Version: multi * Rules: en jp * In-game text: no

Position game for 2 players, ages 8+

Card placement game for 2-5 players, ages 4+

Placement and collecting game for 3-5 players, ages 6+

Sukimono

Sushi Draft!

Designer: Masao Suganuma
Publisher: Grounding / Japon Brand

Designer: Takahiro
Publisher: KogeKogeDo / Japon Brand

9

T-Rex greift an

8

Designers: Inka and Markus Brand
Publisher: Kosmos

7

You search for items your master wants. You earn wages and
the difference between buying and selling prices. Five “wanted”
items are on display. You receive a number card and 5 Ryo. In
order of the number cards you take one of eight draw piles
and search it for wanted objects. When you are done you put it
back and take a number card. When all are done you pay for the
objects and can then sell them in any amount and combination
according to the “wanted” display or collect them for later. The
“wanted” display is adjusted: rank and price of sold objects fall.
When you have 50 Ryo or more you win; otherwise, a new round
is played.
Version: multi * Rules: en jp * In-game text: no

The children bet who can eat more sushi of a kind; Mama
promises dessert for mixed eating! There are six different kinds
of sushi and point chips for those kinds and for dessert, which is
plum pudding. Each player is dealt six cards. You choose a card
and put it face-down, keep another on in hand and pass on the
rest of the cards. Now all reveal their cards. This procedure is
repeated four times. Then the displays are scored and you score
face-down sushi-points for most sushi of a kind and face-down
dessert points for most kinds of sushi laid out. After three rounds
you win with the highest score.
Version: jp * Rules: jp en * In-game text: no

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

Speculation game for 2-6 players, ages 9+

Set collecting game for 3-5 players, ages 8+

Adventure game for 2-4 players, ages 7+

Tabu

Tabu Junior

Publisher: Hasbro

Publisher: Hasbro

Tabu XXL

8

Publisher: Hasbro

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 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

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 mover: In “classic Taboo” you must avoid forbidden terms. “15 words”
only allows you that many words to get the description across,
“Draw” demands drawing of the term, and for “Knoten-Knut” you
use the purple doll to enact a pantomime to explain the term.
“Memory” gives you 2 hints to remember terms already guessed.
For each accomplished card the mover advances one step. The
first team to reach the finish wins.
Version: de * Rules: de en * In-game text: yes

Creative vocabulary game for 4 or more players, ages 16+

Creative definition game for 4 or more players, ages 8-12

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

Icon explanation
Solo Play

GABIS explanation on page 3
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Large Groups
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Talisman

Talo

Designers: Robert Harris, John Goodenough, Rick Priestley
Publisher: Heidelberger Spieleverlag

Designers: U. Krüger, B. Poloczek, J.-P. Schliemann
Publisher: Drei Hasen in der Abendsonne

Tante Trudels Trödel

6

Designer: Steffen Bogen
Publisher: Zoch Verlag

7

Talisman is one of the best known and oldest fantasy board
games, and a nice simulation of a role playing game on a board,
aiming to conquer the Crown of Power. You guide a character
with a basic equipment of gold, talent and luck, which can vary
during the game. These basic capacities and event cards plus
reactions of characters to these events influence the flow of the
game. You roll the die, move and resolve the event of the spot
you reached. To enter the Middle and Inner Level you must comply with prerequisites. Expansions The newest expansions are
Talisman Die Drachen and Talisman Blutmond with a Werewolf
as a non-playing character
Version: de * Rules: de en es fr it hu jp and others * In-game text: yes

Build and climb and move your marker upwards. In a turn you
choose one or two blocks with a total length equal to the dice
result. You place them horizontally or vertically, within the grid
spaces and up to height 10. From level 2 on the blocks can exceed the area. When the construction tumbles and you cannot
reconstruct it exactly you have lost. You may move your marker
before or after placing blocks or between placing two blocks.
You move it any distance, but only one level up in each step,
even passing underneath blocks. It must stop always within an
exact grid square. Whoever is first to reach level 10, wins.
Version: de * Rules: de * In-game text: no

While strolling through Tante Trudels Trödelladen you choose
what you put in your shopping trolley to match the weight
of the rummage of the day as closely as you can. First, the
rummage of the day is determined and placed before the scales.
Then you roll the die and can take something off the row of shelves you reached, or put something back, or swap something,
or use a voucher. Tante Trudel stands at the exit with her scales.
When all have reached her, all purchases are weighed against
the rummage. You win if your purchases are lighter. Should several purchases be lighter you win with the heaviest of them.
Version: de * Rules: de * In-game text: no

Fantasy adventure game for 2-6 players, ages 9+

Building game for 2-4 players, ages 6+

Assessment and collecting game for 2-4 players, ages 7+

Targi

Terra Kids Länder Europas

Designer: Andreas Steiger
Publisher: Kosmos

Designer: Markus Nikisch
Publisher: Haba

The Cave

8

Designer: Adam Kałuza
Publisher: Pegasus Spiele

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

From clues on 51 possible countries you must guess the current
location of your tourist. The active player reads out a clue from
the current country card – Country Code, Capital, Flag Code or
a 50:50 clue for two wrong countries. Players see a choice of
answers and can place an answer card after each clue; after clue
#4 all must answer. With a risk card you can correct an answer or
steal another player’s points for his earlier answer. If you answer
correctly you move your tourist.
If you are first to have circled Europe with your tourist or are
furthest ahead when twelve country cards have been played,
you win.
Version: multi * Rules: de en es fr it nl * In-game text: yes

To prepare your turn you discard - with the exception of the base
camp - 1 food and have then 5 action points for 1) discover new
cave tiles for 1 AP 2) Move and explore for usually 1 AP, including
equipment, exploration marker or depth marker placement or,
for 1 food and all 5 AP moving the whole team by one tile, or 3)
return to base camp and refill your backpack, for 2 AP. Special rules apply for the tent. If you are not back at base camp after three
final rounds you are out of the game; then bonus points for
exploration marker categories are given and you win with most
Version: de * Rules:de en it pl * In-game text: no

Placement and resources management game for 2 players, ages 12+

Geography game for 2-4 players, ages 8+

Adventure game for 2-5 players, ages 10+

The Downfall of Pompeii

The Great Persuader

The New Science

Designer: Klaus-Jürgen Wrede
Publisher: Mayfair Games

Designers: Ş. Ç. Barlok, C. H. Dilek, N. Tekin
Publisher: dV Giochi

Designer: Dirk Knemeyer
Publisher: Conquistador Games

10

In Phase 1 you place your tokens in the city, in Phase 2 you take
them to safety through the City Gates. In your turn you play
a card from your hand, place a token into the corresponding
house and draw a card. When the card AD79 appears for the first
time the rules for Omen – removal of opposing tokens – and
relatives – placement of additional pieces – come into play. After
the second appearance of AD70 a turn comprises drawing of
Lava tiles and placing them on a building – tokens there are lost
– and moving two of your tokens. When the last tile has been
placed whoever has saved most tokens wins.
Version: en * Rules: en * In-game text: no

Be convincing! Two offers are read out and players bet who of
the two active persuaders will be chosen by the active customer.
Depending on the result of the die - red or blue - A must praise
the advantages of his offer as opposed to that of B and vice
versa or A must state the disadvantages of his offer as opposed
to that of B and vice versa. If you are chosen by the customer,
you score two points and all players that bet on you score one
point. Once in the game you can change your mind on the
winner after the debate. When all have been customer once or
twice, you win with most points. Variants demand different ways
of presentations.
Version: en * Rules: en * In-game text: yes

Scientific revolution in Europe in the 17th century - you research,
discover, experiment and publish. A turn comprises the phases
of energy allocation, actions and cleanup, you take your turn in a
given order of scientists. You place three energy markers for action, each action is only available once in a turn - resting, events,
influence, discover, research, experiment and publish. Publishing
is only possible when you comply with all the requirements.
When the last level 5 discovery has been published or when
the event cards have all been used, you win with most prestige
acquired during the game and from a final scoring for majorities.
Version: en * Rules: en * In-game text: yes

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

Argumentative game for 3-8 players, ages 12+

Worker placement game for 2-5 players, ages 12+
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The Phantom League Combo Box

The Phantom League Pilot Academy

The Ships

Designer: Timo Multamäki
Publisher: Dragon Dawn

Designer: Timo Multamäki
Publisher: Dragon Dawn

Designer: Konstantin Krivenko
Publisher: Zvezda

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

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 Ships are the latest new release, including miniatures, in
the series of conflict simulation game series „Art of Tactic“. For
the first time the system is expanded to ships. We go back to
the 16. and 17, century, players are commanders of war ships
from the great seafaring nations England and Spain. Orders are
given secretly and simultaneously, turned up and implemented.
You can invent your own scenarios or play pre-prepared ones.
Tutorial scenarios facilitate access.
Version: en * Rules: en ru * In-game text: yes

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

Expansion for The Phantom League for 2-6 players, ages 12+

Historic conflict simulation for 2 or more players, ages 10+

The Walking Dead

Thermopyles

Thunderstone Advance Numenera

Designer: Cory Jones
Publisher: Kosmos

Designer: Touko Tahkokallio
Publisher: BoardGameTravel.com

Designers: Mike Elliot, Jason Eagle
Publisher: Pegasus Spiele

16

As a survivor of the Zombie apocalypse you must find food, weapons, transport and allies, represented by four location tiles, and
return to camp without being bitten. A turn comprises rolling
dice and move, implement the square you reached, reveal
encounter card if necessary and end of turn. Encounter cards
usually result in conflict, which is resolved with roll of dice and
use of equipment cards. If you lose a conflict you are bitten; if
you cannot deflect the bite with an ally tile, you become a Biter,
that is, a Zombie, and play with special rules and attack other
survivors. In a game of four you can play a team version.
Version: de * Rules: de * In-game text: yes

BoardGameTravel.com is a new idea for a combination of two
passions, a passion for travel and a passion for games. Travels for
gamers, so to say - the first summer event this year was called Cardboard & Sun and went to Patros; for January 2014 a trip to Lapland
is planned, that is, to Ylläs. As a gift for participants there was a card
game, specially designed, called Thermopyles. In this cooperative
card game all players together guide the Spartans in their desperate struggle to fight of the overwhelming invasion army of the
Persians. The decision when to deploy your strongest units decides
the outcome of the game. A Persian unit is defeated when cards
played by all surpass the strength of the active Persian unit.
Version: multi * Rules: en gr * In-game text: no

Thunderstone Advance is a new series within the Thunderstone
range of games, fully compatible with all editions of Thunderstone. 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.
This expansion introduces an intelligent virus to the game
threatening those that carry him. Viruses recognize each other,
regardless how the bearer looks. You can play Numenera as a
stand-alone or combine it with all other titles in the Thunderstone Advanced series.
Version: de * Rules: de en * In-game text: yes

Adventure game for 1-4 players, ages 16+

Card game for 1-4 players, ages 10+

Expansion for Thunderstone for 1-5 players, ages 12+

Tick Tack Bumm

Tick Tack Bumm Junior

Designer: Los Rodriguez
Publisher: Piatnik

Designer: Los Rodriguez
Publisher: Piatnik

Tick Tack Bumm Party Edition

5

Designer: Los Rodriguez
Publisher: Piatnik

This game of words offers an attractive combination of association elements with action elements. You have cards with groups
of letters or syllables and a special die that sets the location of
the letters or syllables in the word you must name. The bomb is
activated and players in turn name a correct word and pass the
bomb to the next player. If you hold the bomb when it “explodes” – it makes noises reminding you of an explosion – you get
the letter card of the round. You may only pass the bomb when
you have found a correct word corresponding to the demands
of card and die.
Version: de * Rules: de en fr nl * In-game text: yes

The fast award-winning word and association game is presented
in a junior version. The “Tick Tack Bumm“ gimmick is started and
no one knows how long it will tick. A card is turned up. If you
hold the gimmick, you must name a word that is somehow connected to the image on the card. If the word is correct, then you
can pass the bomb to the next player. If you hold the gimmick
while it goes “kaboom” and stops ticking, you must take the card.
Then a new round is started with turning up a new card and
starting the gimmick again.
Version: de * Rules: de * In-game text: yes

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

Vocabulary and association game for 2-12 players, ages 12+

Association game for 2-12 players, ages 5+

Vocabulary and association game for 3-12 players, ages 12+

Icon explanation
Solo Play

GABIS explanation on page 3
Two Players

Large Groups

Recommended Minimum Age
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201 4
Tiere und ihre Kinder

Time ‚n‘ Space

tiptoi – Starter-Set Stift + Buch

Publisher: Ravensburger

Designer: Tobias Stapelfeldt
Publisher: eggertspiele / Pegasus Spiele

Publisher: Ravensburger

2

4

As fits the age of the target group, this game is designed as a
two-part puzzle and is aimed especially at children of ages 2+.
The parts are made from thick so called “primary” material, especially thick, hard-wearing and chew-resistant card board. The
parts show animals and baby animals. Parts of a puzzle only fit
together if grown-up animal and baby animal belong together.
This game is a nice and well-working possibility to enjoy lovely
animal pictures and at the same time get some first impressions
of how different baby animals can be from their parent animals.
New edition in the series “Meine ersten Spiele”.
Version: de * Rules: de * In-game text: no

WIthin 30 minutes you must deliver as many goods as possible
to other planets, using production, logistics and demand. You
ahave two sand timers and all play simultaneously. The normal
timer is started; you place sand timers on time symbols: into the
spacehip for travel and order completion, into the production
site, the beam station for loading, the tradepost for orders or
into the research facilitiy, When the timer has run out you may
implement the action of the symbo. You may wait longer, but
when you pick up the timer you must take the action or it is
forfeit. When time is over and orders complete a final scoring of
order markers is done.
Version: de * Rules: de en * In-game text: no

This starter set is meant to facilitate the entry into the new
audio-digital teaching and learning system tiptoi featuring an
audio-digital pen, which changes invisible codes into sounds.
This starter set offers the pen and a book. It lets you play interactively, but without screen or monitor - the pen only uses sounds.
It tells stories, poses questions and tasks, and gives facts and lots
of information. In the starter set the pen is accompanied by the
book “Wieso? Weshalb? Warum? Entdecke den Bauernhof“. The
pen allows children their individual tempo. The books tell lovely
stories and impart profound information at the same time.
Version: de * Rules: de * In-game text: yes

Combining game for 1-4 players, ages 2-4

Worker placement game for 3-4 players, ages 10+

Starter set for the tiptoi system for 1 player from ages 4-8

tiptoi – Starter-Set Stift + Buch Bilderlexikon Tiere
Publisher: Ravensburger

tiptoi – Starter-Set Stift + Buch Mein großer Weltatlas

4

Publisher: Ravensburger

4

tiptoi – Starter-Set Stift + Spiel

6

Publisher: Ravensburger

This is another set intended to introduce the audio-digital
teaching and learning system, tiptoi, featuring a touch-pen
which changes invisible codes into sounds. This starter set also
offers the pen and a book. It lets you play interactively, but
without screen or monitor, the pen only uses sounds to tell
stories, pose questions and tasks, and to give facts and lots of
information in the individual tempo of each child. In this set the
pen comes with “Bilderlexikon Tiere”. Pen and book together let
children take an exciting journey into the animal kingdom of
many different habitats, complete with sounds, noises, info texts,
songs and games.
Version: de * Rules: de * In-game text: yes

This is yet another set intended to introduce the audio-digital
teaching and learning system, tiptoi, featuring a touch-pen
which changes invisible codes into sounds. This starter set also
offers the pen and a book. It lets you play interactively, but
without screen or monitor, the pen only uses sounds to tell
stories, pose questions and tasks, and to give facts and lots of
information in the individual tempo of each child. In this set the
pen comes with “Mein großer Weltatlas”. Reading maps, foreign
languages, melodies and sounds typical for a country – oceans,
continents, countries – in short, a travel adventure of a special
kind is provided by tiptoi pen and book.
Version: de * Rules: de * In-game text: yes

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

Starter Set for the tiptoi system for 1 player, ages 4-6

Starter Set for the tiptoi system for 1 player, ages 4-6

Device for the tiptoi system for 1-4 players, ages 6+

tiptoi Dein Körper und du!

tiptoi Der Millionencoup

Designers: Inka and Markus Brand
Publisher: Ravensburger

Designer: Matthias Cramer
Publisher: Ravensburger

4

tiptoi Die monsterstarke Musikschule

8

Designer: Kai Haferkamp
Publisher: Ravensburger

4

Their own body is a fascinating topic for all children and the
topic is handled informative and interesting in this game. Nurse
Elke visits the classroom and gives extensive information on
five main subjects connected to a human body – anatomy,
health, senses, emotions and alimentation. There are answers on
questions like “How does my ear work?”“What are baby teeth?”
“Why do muscles get sore?“ and those answers are perfectly
geared to the age group. The audio-digital tiptoi pen hands out
challenging tasks and rewards correct solutions with points.
Version: de * Rules: de * In-game text: yes

You want to get a job as security team in a band and must make
it to the safe room in a given time as a test. If the watchman
spots you or alarm is triggered, you have lost game and job.
In three levels of difficulty there are planning and implementation phase, the time limit includes both phases. Characters
have different abilities. Action choices in the planning phase
are learning, planning and exploring; in the implementation
phase there are Walking, Running, Creeping, Climbing, Locks,
Electronic, Combination of the safe and 1st Digit of the safe as
well as implementation of plans. The watchman is guided by the
audio-digital tiptoi pen.
Version: de * Rules: de * In-game text: yes

All monsters in the land want to participate in the big music
competition and must prove their abilities beforehand. Each
monster can help to master one instrument. Each player chooses a band; the director of the music school, Krokus, embodied
by the tiptoi pen, calls each band into of the rooms separately,
where they must solve tasks and puzzles. You first hear the tone
of the step on the stairs where Krokus is standing and then the
tone of the step associated with the room where you need to
solve the task. The rooms are instrument shop, classics saloon,
and rooms for singing, recording, rhythm and sounds. Krokus
awards points for tasks solved.
Version: de * Rules: de * In-game text: yes

Interactive educational game for 1 or more players, ages 4-7

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

Educational game for 1-4 players, ages 4-7
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tiptoi Die Welt der Fahrzeuge

tiptoi Erste Zahlen

Designers: Niklas Böwer, Daniela Betz
Publisher: Ravensburger

Designers: Eva Odersky, Silke Voigt
Publisher: Ravensburger

4

tiptoi Expedition Wissen Musik

4

Designer: Michael Bayer
Publisher: Ravensburger

7

Motor vehicles – one of the most fascinating topics for children
is taken up in this book. You are invited by the tiptoi pen,
featuring authentic sounds and interesting fact texts, into the
universe of vehicles. The spectrum includes bulldozers and
tractors, cars and ambulances as well as Formula 1 racing cars.
Topics like automobile production are dealt with as are the
professions connected to the vehicles. Detailed pictures and a
multi-facetted range of more than 800 sounds and noises invite
to interactive play and to discover unknown facts. Series Wieso?
Weshalb? Warum?
Version: de * Rules: de * In-game text: yes

Together with Emma and Leo and accompanied by the audiodigital tiptoi pen players experience the universe of numbers,
amounts and measurement units in their daily life: In the nursery, at shopping, at the zoo or at a birthday party. You choose
from three levels of difficulty, learn individually by experimenting and discovering and thus acquire first abilities on numbers
and amounts up to 10 and on simple addition and subtraction
operations. Furthermore, you acquire information on measurement units, weight, length and money in familiar correlations,
supported by more than 1800 sounds and 500 games and tasks.
Series: tiptoi Mein Lern-Spiel-Abenteuer
Version: de * Rules: de * In-game text: yes

Detection work, aided by the audio-digital tiptoi pen: A new
case for Ben, Juli and Professor Pfeffernuss takes the reader into
the universe of music. Those three are detecting again, because
they find an old sheet of music. And instantly the question arises: Who is the composer? Could it be Mozart? But not only the
children and the professor are interested in the sheet of music
… In order to solve the case the detectives must familiarize
themselves with things musical. In this they are supported by
the tiptoi pen which turns the story into a musical adventure
with fascinating sounds and challenging games, transporting
knowledge in a new way.
Version: de * Rules: de * In-game text: yes

Interactive adventure book for 1 player, ages 4+

Interactive learning adventure for 1 or more players, ages 4-6

Interactive educational game for 1-4 players, ages 7+

tiptoi Grundschulwörterbuch Englisch

tiptoi Im Einsatz

Designers: Kirsten Jebautzke, Nina Dulleck
Publisher: Ravensburger

Designers: Violetta Leitner, Thomas Daum
Publisher: Ravensburger

6

tiptoi Im Garten der Feen

5

Designers: C. Neudert, B. Götzen-Beek
Publisher: Ravensburger

6

tiptoi pen not only leads you in a masterly way through strange
new worlds or interesting topics, but is also of great help
with rather dry subjects like learning new words. This basic
dictionary has been sorted by topics and features 1000 entries.
Ten chapters pick up a child’s world: at home, at school, at the
supermarket, with sports, hobbies, and so on. For each English
word there is a picture, the translation and an example sentence.
The discovery and narrative mode brings persons to life and you
learn the correct English pronunciation.
Version: de * Rules: de * In-game text: yes

The series “Puzzeln, Entdecken, Erleben” uses a mechanism that
is much favored by children – lay a puzzle. A puzzle of 100 parts
shows images of operations by relief units that have been called
to an accident site – police, fire fighters and ambulances are at
the site. When you touch the puzzle with the audio-digital tiptoi
pen it yields interesting information on the work of relief units
and you can even interact by taking bandages to the emergency
doctor or assist the policemen. In age-correlated form factual information on relief units is acquired, you train listening and logic
combination of facts. Series: tiptoi Puzzeln, Entdecken, Erleben
Version: de * Rules: de * In-game text: yes

On the way to her recorder lesson Anna discovers an enchanted
garden where mysterious fairies are dancing, When Anna
climbs into the garden all fairies are hiding from her but one
….! In this story about a fairytale encounter readers can decide
if they want the story to be read to them, if they want to read
and listen or if they want to read it alone. Challenging reading
puzzles and games intensify understanding of words and text
context, and more than 800 different sounds accompany and
illustrate events. The audio-digital tiptoi pen offers adventures,
information and fun when learning to read. Series: Leserabe
Lesen lernen mit tiptoi
Version: de * Rules: de * In-game text: yes

Interactive language learning game for 1 or more players, ages 6+

Interactive puzzle for 1 player, ages 5-8

Interactive story book for 1 player, ages 6+

Tiptoi Interaktiver Globus
Publisher: Ravensburger

tiptoi Mein großer Weltatlas

7

tiptoi Mein großes Wimmelbuch

5

Publisher: Ravensburger

Designers: Friederike Großekettler, Inke Friese
Publisher: Ravensburger

4

Foreign countries, all continents and oceans – a topic that is
fascinating, endlessly and again and again. With this globe and
the audio-digital tiptoi pen you hear information on a lot of
topics, simply by touching a country or other item depicted
with the pen. Topics are the size of countries, capitals, language,
local time and much more. On some countries there are animal
portraits, which of course also yield information. Everything is
directed by the interactive menu that sits in the Atlantic west of
Africa and of course the globe and pen offer games, too – for fun
and for intensifying knowledge, for up to four players.
Version: de * Rules: de * In-game text: yes

A trip around the world, orchestrated by the tiptoi pen: The
interactive book “Mein großer Weltatlas” allows nursery kids to
discover foreign countries and continents. Assisted by the audiodigital tiptoi pen they read maps, listen to foreign languages and
melodies typical of a country. They learn interesting facts about
a country and its population as well as about exotic animals
and beautiful buildings. Children from different countries tell
curious and interesting facts about their daily lives. Fun games
provide the means to intensify and memorize the information
thus acquired.
Version: de * Rules: de * In-game text: yes

„Wimmelbücher“ are a special kind of books. Each of their pages
or double pages is dedicated to one topic and is chockablock
full of details – landscapes, people, things, animals, plants and
so on – the audio-digital tiptoi pen makes those different worlds
come intensely alive. In this book seven double pages offer a
plethora of details to for instance construction sites with their
huge machines, a farm, an outdoor pool, city life, Zoo or alpine
pastures – the pen provides information and stories on the
topics. It also offers funny songs and interesting and challenging
games using the acquired information.
Version: de * Rules: de * In-game text: yes

Interactive information and play unit for 1-4 players, ages 7+

Interactive book for 1 player, ages 5+

Interactive picture book for 1 player, ages 4+
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tiptoi Spielfiguren
Publisher: Ravensburger

tiptoi Tierset Bauernhof

4

Publisher: Ravensburger

Titten, Ärsche, Sonnenschein

4

Designer: Walter Schranz
Publisher: Heidelberger Spieleverlag

16

A spotted cow, a Golden Retriever and his puppy, a colt, a sheep,
a pig and a piglet, cockerel, cat, lamb and calf – all now don’t
frolic in virtual realities only, but are very real and realistically
sitting on our tables, waiting to be played with. They all feature
a touch-point where you put the tiptoi pen: And, presto, here
are sounds, information texts, stories and three games on educational information and knowledge topics for each figure. In
analogy to the European Farm Animals there are African Animals
from elephant to lion and from chimpanzee baby, crocodile, gnu
and leopard to a zebra colt.
Version: de * Rules: de * In-game text: yes

Some of the new interactive animals were combined to a great
play-set, the interactive animal set Farm or Bauernhof. In the
set you find thee tiptoi figures – a cow, a colt and a piglet – as
well as a play-mat, a barn and barn for small animals, a feeding
trough and fodder, hay and a muck heap. The audio-digital
tiptoi pen provides noises, sounds, information and facts, stories
and songs as well as spotting and learning games and thus
knowledge. Furthermore it wets curiosity and encourages role
play. Of course you can combine other figures from the series
with the set.
Version: de * Rules: de * In-game text: yes

As hotel manager you need attractive personnel and good ambience 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 actions - 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

Accessory for the tiptoi pen, for 1 or more players, ages 4-7

Interactive play set for 1-4 players, ages 4-7

Placement game for 2-5 players, ages 16+

Tobago

Tomorrow

Designer: Bruce Allen
Publisher: Zoch Verlag

Designer: Dirk Knemeyer
Publisher: Conquistador Games

Top 5 Rummy

16

Designer: Rüdiger Dorn
Publisher: Ravensburger

8

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 comprises placement of a treasure card, marking, and movement of
the car. You can collect amulets which protect you from cured
treasures and offer other advantages. When all treasures are
distributed, you win with most gold.
Version: multi * Rules: de en fr hu nl * In-game text: no

Something must happen to avoid extinction of mankind! You
cooperate in order to save mankind and rival with other powers
for the status of new super power! Turns comprise event, cyberspace, choice and implementation of actions. Essential for the
game are negotiations and treaties or deals with other powers.
Drastic measurements like pandemics or military actions might
become unavoidable. When all manage by cooperation that the
end of the track for Global Threats can be reached, all win together and the player with the highest score from a final scoring
for population, collected cards and other factors becomes the
new super power and wins.
Version: en * Rules: en * In-game text: yes

You collect number cards in order to complete tasks on display
as quickly as possible. You have five markers of your color,
starting money and five cards in hand, other cards are displayed
on the wheel board and task boards are on display. In your turn
you buy cards from the wheel and turn the wheel or sell cards
to the card wheel, if a place is available, or you complete a task
by playing the necessary cards and placing one marker on the
task board. You earn a bonus in money markers, but may only
complete a penalty task if you pay for it. When you are first to
place your last marker on a task board you win.
Version: de * Rules: de * In-game text: no

Game of treasure acquisition for 2-4 players, ages 10+

Development game for 4-6 players, ages 18+

Card game for 2-4 players, ages 8+

Trains

Trains and Stations

Triominos Tri-Balance

Designer: Hisashi Hayashi
Publisher: Pegasus Spiele

Designer: Eric M. Lang
Publisher: WizKids

Designer: Michael Sohre
Publisher: Goliath Toys

6

You manage railroad companies in Japan and want to build the
best railway lines in the Greater Osaka or Tokyo region. 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, and you
clean up your deck. When four stacks are empty or when 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: de * Rules: de en fr jp * In-game text: yes

Dice are resources for tracks, buildings and goods monopoles for
VP. Available dice and bonus dice are collected, rolled and - for
money - re-rolled; then you place them, depending on kind
and number of symbols, as train or building on the board or
keep them for later or return them to receive money. Dice on
the board are then scored for track/delivers, goods/monopolies
and power cards/orders as well as scarcity of goods/building
upgrade. When all VP cards have been taken, all players that had
no turn in this round have one more turn; then you add VP cards
and VP for completed orders and monopolies.
Version: multi * Rules: de en * In-game text: no

A descriptive title for a new edition under the flag of a wellknown brand; a triangular board is balanced on a ball and reacts
to each piece that you place. Each player has – depending on
the number of players – a different number of triangular pieces
in his color, always in sizes One to Four. You place pieces into
triangular areas, marked with dice pips for points, for the best
possible score. You score for the size, better the weight of a
piece, multiplied by the number of pips in the area. To score
the piece that you placed must not imbalance the board. If this
happens, you must take back the piece without scoring.
Version: de * Rules: de * In-game text: no

Deck building railway game for 2-4 players, ages 12+

Dice game for 3-5 players, ages 14+

Balance game for 2-4 players, ages 6+
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Our Winners!
Game Hits for Experts 2013!
„Für Vielspieler ist Tzolk’in die aktuelle Nummer 1.“
– Udo Bartsch, Stuttgarter Zeitung

„Tzolk’in classifies itself in the
highest regions of quality
board games.“
– Richard van Vugt, gamepack.nl
„Dieses Spiel rockt!“
– Moritz Mehlem,
dnd-gate.de

„Wer diese Art von Spielen mag,
sollte Tzolk‘in nicht verpassen.“
– Voltan, rpg-foren.com

„Ein reizvolles und vielschichtiges Spielerlebnis
zugänglich, elegant, spannend.“
– Karsten Höger, teilzeithelden.de
„Spartacus – Das Brettspiel ist
eine absolute Bereicherung.“
– Luzifer, rpg-foren.com
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201 4
Triple3

Trivial Pursuit Family

Designer: Maureen Hiron
Publisher: Ravensburger

8

Trivial Pursuit Master Edition

8

Publisher: Hasbro

16

Publisher: Hasbro

Triple3 picks up the idea of correlating characteristics: 64 cards in
four colors – Red, Blue, Purple and Yellow show four shapes – Circle, Diamond, Cross and Star in four different amounts - no, one,
two or three wave lines. Nine cards are laid out in a 3x3 grid, the
rest is dealt evenly to all players. You turn up the top card of your
stack as fast as you can and place it in the grid so that if forms a
triple with two other cards in the grid, with one common feature
– Shape, Color or Amount - in a row, column or diagonally. If
you place your last card you win. When nobody can place a card
anymore you win with fewest cards.
Version: de * Rules: de * In-game text: no

This edition features a complete game, with movers and board.
Categories are blue for Geography, pink for Entertainment, yellow 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

A new variant with nearly 3000 new questions and a new
element for the game – a timer! The basic rules apply: You roll
the die, move, and answer a question in the category of the
space you reach. The question is read out to you and (new!) the
timer is started. If you answer correctly before time runs out, you
earn another turn or receive a wedge and have another turn, as
appropriate for the space you stand on. Again, as usual, you go
to the middle of the board when your mover is filled with 6 different wedges, and answer a final question to win. The category of
this question is chosen by your opponents.
Version: de * Rules: de en * In-game text: yes

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

Trivia quiz game for 2-6 players, ages 8+

Trivia quiz game for 2 or more players, ages 16+

Trüffel-Jagd

Twister

Designer: Arwed Loquai
Publisher: Loquai Holzkunst

5

Twister Dance Rave

6

Publisher: Hasbro

8

Publisher: Hasbro

The crossings on the board are filled with joker truffles, all others
with plain truffles. You roll in turn and at first enter the markers
into the board; markers can move in any direction and around
corners. If you enter a spot with a truffle you take it and - in case
of a joker truffle - you take one truffle from each player. If you
enter a spot with another player‘s marker, you take two truffles
from him. Only two markers are allowed in one spot. Starting
area and big areas must be circumvented. When all truffles have
been collected, a truffle is worth 1 point, a joker truffle 2 points,
and you win with most points.
Version: de * Rules: de * In-game text: no

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 Dance Rave 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. Includes the songs Hit The Lights, Lights, Glow
and Caught Up In A Twister.
Version: de * Rules: de en * In-game text: no

Movement and collecting game for 2-4 players, ages 5+

Agility game for 2 or more players, ages 6+

Dancing and agility game for 1-2 players, ages 8+

Twister Rave Skip-It

Typisch Deutsch?! Das Kaya Spiel

Tzolk‘in: Tribes & Prophecies

Publisher: Hasbro

Designer: Michael Feldkötter
Publisher: Huch! & friends

Designers: Simone Luciani, Daniele Tascini
Publisher: Czech Games Edition

8

Twister Skip-it has only joy in movement in common with the
original dotted mat; in this Version you use a game unit made
up from a sling and an electronic unit, connected by a cord.
You switch on the unit, put a foot through the sling so that it is
placed ankle-high and let Skip-it rotate around your ankle and
jump over it with your other foot. This causes lighting up of color
spots; if you manage to turn up all four colors you have reached
levels 27-30; Red stands for levels 1-7, Blue for levels 8-14, Yellow
for levels 15-21 and Green for levels 22-26.
Version: de * Rules: de en * In-game text: no

A game as a tribute to the cult comedian, a party game for
points. You roll & move along the roads through cities to reach a
province of which you hold a card. If you do not manage this you
take a province card from the display. If you arrive at the desired
province you answer a question or do a province-related action.
There are province and dialect questions as well as action tasks
like drawing, explaining, pantomime and others. You always
receive a province card and points for correct solutions as well
as a province tile – those earn you bonus tiles for later use in the
game. Whoever collects 40 points first, wins.
Version: de * Rules: de * In-game text: yes

The first expansion for Tzolk‘in: The Mayan Calendar introduces
several new features which can all be used together or in any
combination of your choice, but always only together with
the basic game. 13 tribe tiles give each player an individual
special ability for the whole game, influencing the rules. Three
prophecies can be laid out to introduce one problem for each of
three quarters of the game. New buildings can now be set up by
discarding old ones for payment and you can now play Tzolk‘in
with five players. For the so-called „Quick Action“ you place tiles
on the Tzolk‘in Gear and they are - like the starting player action
- used on the same day.
Version: en * Rules: de en * In-game text: yes

Agility game for 1 player, ages 8+

Party game for 2-5 players, ages 10+

Expansion for Tzolk‘in for 2-5 players, ages 12+
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201 4
Ubongo

Ubongo Das Kartenspiel

Designer: Grzegorz Rejchtman
Publisher: Kosmos

Designer: Grzegorz Rejchtman
Publisher: Kosmos

8

Ubongo Das Würfelspiel

8

Designer: Grzegorz Rejchtman
Publisher: Kosmos

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

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

A sheet for each player shows six areas, which you play in
sequence from #1 to #6. Someone rolls one black and one white
die per player and then each player quickly takes one black and
one white die. Now you can, but need not, mark the areas on
your dice on your current area on the sheet. When you filled
an area you score points in relation to the place you achieved
when you finished your area. When you are done you do not
take dice, but all dice are rolled. The last one does not fill his area,
but scores one consolation point. Then all play again using the
next area. When all areas have been played you win with the
highest score.
Version: de * Rules: de * In-game text: no

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

Card game on symbols for 2-4 players, ages 8+

Dice game for 2-4 players, ages 8+

Ubongo Junior

Ugo

Ultimate Werewolf Inquisition

Designer: Grzegorz Rejchtman
Publisher: Kosmos

Designer: Ronald Hoekstra
Publisher: Playthisone

Designer: Dan Hoffmann
Publisher: Bezier Games

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

You have 10 cards in hand. You play a fiefdom, the others follow
suit in color, if possible; the highest card wins the trick, which
you place, separated by color, on fiefdom areas, you choose
the top card; you also receive the farmers depicted on the card
that won the trick and place them in areas without farmer. For
areas of value 1,2 and 0 there are special rules. When all tricks
are played you sum the top card values from areas with farmers.
Not enough farmers in areas with cards result in penalty points,
farmers in areas without cards in bonus points.
Version: multi * Rules: de en fr nl * In-game text: no

The usual villager against werewolf scenario with a twist! You
start the game with two of 50 votes. Residents are placed facedown and huts openly in separate grids. In the day phase you
choose a hut for its action or pass and take two votes. Actions
can change orientation of cards and give hints. Then you vote
- you place one vote on a resident. Whoever gets most votes
is lynched. At night the inquisitor chooses cards from the grid,
hands them around - only werewolves may take a look - and
puts them back. One resident is attacked by werewolves and all
cards are reoriented vertically. A new day begins.
Version: en * Rules: en * In-game text: yes

Placement game for 2-4 players, ages 5+

Trick-taking card game for 2-4 players, ages 10+

Deductive party game for 3-12 players, ages 8+

Uluru

UNO Explosion

Designer: Lauge Luchau
Publisher: Kosmos

8

UNO power

7

Publisher: Mattel

Publisher: Mattel

7

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

You play UNO according to standard rules and place color on
color or number on number or symbol on symbol or play an
action card. If you cannot place a card, you must draw a card
from stock. In this version you must place this card into an
empty slit on the card-thrower. If the unit does not react, your
turn ends. But if the unit ejects cards, you must take up all cards
spit out! Action cards in this UNO are: Draw 1!, Discard all cards
of a color, Turn around! Card, Pass turn card, Choice of Color card
and Choice-of-color-explosion card. If you can place your last
card, you win.
Version: de * Rules: de en fr and others * In-game text: no

You play UNO according to standard rules and place color on
color or number on number or symbol on symbol or play an
action card. There are also four Power towers, marked with U, N,
O and „!“ and one symbol of an action card each. When you place
a card with a power symbol, you take the corresponding tower,
even from another player; the color of the card is disregarded!
While you have it, a Power tower works as defense against the
action card whose symbol it carries. When you own all four
towers, you can immediately discard all cards but one, albeit
having to announce UNO! Or draw a card! Whoever places his
last card, wins.
Version: de * Rules: de en fr and others * In-game text: no

Placement game for 1-5 players, ages 8+

Card shedding game for 2-6 players, ages 7+

Card shedding game for 2-6 players, ages 7+
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201 4
Vaca Loca

Vasaran alla Unter dem Hammer

Designer: Iris Rossbach
Publisher: Zoch Verlag

Designers: Jani and Tero Moliis
Publisher: RollD6 Games

6

Venetia

10

Designers: Mario Maggi, Francesco Nepitello
Publisher: Stratelibri

Aliens crash-land on earth after a rather lively party; they got
mixed up in the beamer and were split up into heads, bodies
and legs. Fortunately, a light slap on the head can help. The body
parts are spread out face-down. One by one players turn up one
single tile. When the third part of an alien becomes visible you
need to put your hand quickly on its head. If you are fastest you
collect all three body parts. If you hit a wrong tile, you take on
planet marker for a penalty point. When all but three animals
have been found each complete animal is worth three points
and you win with the highest score.
Version: multi * Rules: de en fr it * In-game text: no

A millionaire goes bankrupt and his assets are auctioned, You
meet other creditors to negotiate the distribution of assets. You
are dealt an open card for negotiations. You suggest a swap according to rules and offer 1 money, the other can agree or raise
the bid etc. Or you can decide to keep the card yourself. When
everybody could deal or pass protection money goes back on
cards, cards that you received go into your permanent display.
When all cards are distributed you win with most points from
cards per category. As an option you can play with action cards
and use one per round.
Version: multi * Rules: en fi * In-game text: no

As head of a Venetian patrician family you send representatives
into foreign markets and try to gain influence in Venice and to
become Doge. In epochs Rise, Apogee and Struggle you earn
victory points and win in the end with most of them. At the start
the first Doge is elected; he rolls the action dice for the first time,
places them and takes the first action. In turn, all others take a
die for actions. Depending on the die you took you can take a
number of military, political or economics actions, based on a
detailed choice of possibilities.
Version: multi * Rules: de en it * In-game text: yes

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

Bidding game for 2-6 players, ages 10+

Complex development game for 2-4 players, ages 12+

Versteckt! Entdeckt?

Villa Paletti

Designer: Antje Damm
Publisher: MeterMorphosen

Designer: Bill Payne
Publisher: Zoch Verlag

6

Village Inn

8

Designers: Inka and Markus Brand
Publisher: eggertspiele / Pegasus Spiele

No, memo is not boring because all too familiar, there is always
something new to discover. In this case an adaptation of the
classic memo in which items from daily life were transformed
into animals - I still remember the cute crocodile that was a cloth
peg in an earlier life! In this memo you must find the item that
was changed into a face or which forms part of a face. Spaghetti
for a hairdo, keys for eyeglasses - you can start looking yourself
and come up with an idea what a brush could be in a face? Or
an egg? Where in a map could a face be hidden? Creative, fun,
surprising, memo!
Version: de * Rules: de * In-game text: no

Players compete to place their own pillars on the highest level
of Villa Paletti. In your turn you take one of your own pillars, be it
still loose or already built into a level, and place it one level higher. If you cannot do so, you ask for a new level. In case of a veto
the opponent must remove a pillar of the player demanding the
level. In case of success this pillar goes out of the game, otherwise a pillar of the opponent. From the green level upwards you
score points for pillars on the top level and receive the seal for
most points. When the villa tumbles, the owner of the seal wins.
Version: multi * Rules: de fr it pt * In-game text: no

The first expansion for Village comprises the components for
a fifth player and two new buildings, Brewery and Inn. The
Brewery demands a crafts action, produces two beer and you
pay with tree time or 3 grain bags. The Inn introduces a new
action space, for access you take one piece from there or discard
three identical influence markers. You can now acquire a Villager
Card: If you have no family member in the Inn, pay one time, put
the top card from one Villager Card stack at the bottom and then
take one Villager card and pay the cost. When a family member
in the Inn dies it goes to an anonymous grave.
Version: multi * Rules: de en * In-game text: no

Memo game for 2 or more players, ages 6+

Game of dexterity for 2-4 players, ages 8+

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

Villen des Wahnsinns

Villit Kuviot Wilde Muster

Designer: Corey Konieczka
Publisher: Heidelberger Spieleverlag

Designer: Jarno Siekkinen
Publisher: RollD6 Games

Voodoo Mania

8

Designer: Martin Nedergaard Andersen
Publisher: Huch! & friends

7

One player is the Keeper, the others are Investigators. In each
game the investigators go to a location to solve a puzzle. They
win or lose as a team and need courage and brains to find
artifacts, weapons and clues. The keeper has an individual goal,
ranging from madness for the investigators to the end of the
world. One turn per investigator with two encounters and one
action is followed by one turn for the keeper with exchange
for the investigators; determine threat, keeper action, monster
attack and event. The investigators win as soon as they find all
cards, the keeper wins if he achieves his aim. New expansion „Ruf
der Wildnis“
Version: de * Rules: de en es fr jp pl * In-game text: yes

In a 5x5 five grid 15 tiles in three colors are randomly distributed,
but tiles must touch each other at least along one edge and all
tiles must be connected. One piece gets the blocking marker.
Cards are sorted by value; you draw a card from each stack
and can then in your turn take another card or move a tile. The
blocking marer is put on the tile that you just moved. When you
spot a pattern on the board that is also depicted on one of your
cards, you reveal the card instantly, even if it is not oyur turn.
When you cannot draw another card you win with most points
from revealed cards minus cards in hand.
Version: multi * Rules: en fi * In-game text: no

Voodoo adepts need to discard all necessary utensils for their
magic. 91 double-sided utensil cards show four out of five utensils in four out of five colors; so on each side one combination of
utensil and color is missing. You hold a stack of face-down cards
and three cards in hand. One card is laid out and all search their
cards for the missing combination. If you have it you discard the
card, which now determines the next combination to find. You
can also discard a card on which exactly the same combination
is missing. When you are out of cards, all others score points for
remaining cards; after three rounds you win with fewest points.
Version: multi * Rules: de en fr nl * In-game text: no

Fantasy adventure game for 2-5 players, ages 13+

Placement and collecting game for 2ö6 players, ages 8+

Reaction game with cards for 2-6 players, ages 7+
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201 4
Waka Waka

War of the Ring

Warhammer 40.000 Deathwatch

Designer: Rüdiger Dorn
Publisher: Kosmos

Designers: R. die Meglio, M. Maggi, F. Nepitello
Publisher: Ares Games

Publisher: Heidelberger Spieleverlag

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

You command one of the armies of factions confronting each
other in this epic struggle: The united armies of the Free People
against the Dark Hosts of the Shadows. In this new edition elements from the limited Collector’s edition have been included;
character abilities, event cards, army deployment of the dwarves, use of combat cards as well as “The Hunt” and the entering
into Mordor have been modified. In this game with highly
complex rules you can either win with military achievements
or with ring-related events: The Ring is destroyed or Sauron
corrupts the Ringbearer.
Version: multi * Rules: de en * In-game text: yes

In the role playing system Deathwatch you embody a Space
Marine, a biologically enhanced super soldier, member of Adeptus Astartes. Those exclusive armed forces hunt enemy Xenos
and erase heresy and agitation to fight the demonic threat from
the Warp. The rulebook has all the necessary information for
character creation, specializing, character advancement, abilities
and how to acquire them, on equipment, PSI powers and the
rules themselves as well as on missions of Space Marine and his
purpose in life, which is combat. Rulebook and additional books,
e.g. „Der Imperator beschützt“.
Version: de * Rules: de en * In-game text: yes

Trading game with cards for 2-4 players, ages 10+

Epic strategy game for 2-4 players, ages 12+

Role playing system for 2-6 players, ages 12+

Warhammer Fantasy

Warhammer Invasion Living Card Game

Was ist Was Das große Quiz

Publisher: Heidelberger Spieleverlag

Designers: Eric M. Lang, Nate French
Publisher: Heidelberger Spieleverlag

Designers: Elisabeth Sieber, Thorsten Suckow
Publisher: Kosmos

8

Since more than 25 years role players from all over the world go
on adventurous trips in the grim and dangerous „Old World“. The
3rd editions offers a completely new entry into role playing with
its innovative game mechanics. Symbol dice instead the usual
Percent dice support creativity and role play, because they only
state the quality of the roll, not the exact effects according to
the tables. So everybody is challenged to enliven his dice results.
Handbooks and Arsenals for player and game master as well as
creatures offer the necessary information, „Ein Sturm zieht auf“ is
a campaign for the system.
Version: de * Rules: de en * In-game text: yes

A living card game is a new kind of card game, based on the
system of collectible card games. The Core Set holds four
ready-to-play pre-constructed decks for the „good“ races of
Empire and Dwarves and the „evil“ factions 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. With deluxe expansions like “Verborgene Königreiche“ and
Battle Pack Cycles.
Version: de * Rules: de en and others * In-game text: yes

You roll both dice, move and decide on a topic from the spot you
reached. The quiz dice tell you the category: A for three answers,
one of them is correct; B for two answers with correlation – for A
and B you choose one of the answers; C for judging a statement
to be correct or wrong. You give your answer only when all other
players have placed a tip if your answer will be correct or not.
Depending on the result coins you and the others receive coins.
In the play-smart-variant iPad mini games played on ?-spots
yield time points for use in a labyrinth search for additional coins.
At the end you win with the highest sum from your coins.
Version: de * Rules: de * In-game text: yes

Role playing system for 2-6 players, ages 12+

Fantasy card game for 2 players, ages 13+

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

Was passt dazu?

Was passt zusammen

2

Publisher: Ravensburger

Wer ist es?

2

Publisher: Ravensburger

Publisher: Hasbro

6

20 picture tiles made from cloth show things that belong
together, like a jumping rabbit and a rabbit nibbling a carrot.
The tiles have a flap under which a symbol for self-control is
hidden – when those symbols or pictures underneath the flap
are identical the items shown on the tiles do belong together.
Those components are used for three games: Simply searching
for pairs among all the spread-out tiles or find a picture among
all single tiles pairing a picture shown to the child, or reveal cards
one by one and point to pairs that appear. Series: ministeps
Version: multi * Rules: de fr it * In-game text: no

With the series „Meine ersten Spiele“ this game offers large, easily handled puzzle parts made from so-called primary material,
that is stable cardboard that is safe to chew. The puzzles have
only two parts that belong together and show items that go
together: A watering can and flower put, a doll and a doll’s pram,
a chair and a table. Those puzzles are combined, or you search
for parts, describe them and tell stories about them. Children
discover contexts and are stimulated on think logically, ask
questions, tell stories and observe.
Version: de * Rules: de * In-game text: no

Each player sits in front of a portrait gallery, some show a beard,
some sport a hat! Each player chooses a portrait and must find
out his opponent’s choice. Alternately, players ask a question
and close the shutter in front of portraits that do not fit the
answer. Who is quick enough to find the correct portrait first? In
this new edition the portraits are printed on an exchangeable
sheet, the box comes with a second sheet featuring animals.
Additional sheets can be downloaded from the web. The folding
mechanism of the game makes it easy to transport this ideal
travel companion.
Version: de * Rules: de en * In-game text: no

Educational puzzle for 1-4 players, ages 2-4

Educational puzzles for 1-4 players, ages 2-4

Logic and question game for 2 players, ages 6+

Icon explanation
Solo Play

GABIS explanation on page 3
Two Players

Large Groups
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Wer wird Millionär?

Wickie 4-in-1 Spielesammlung

Publisher: Jumbo

Publisher: Studio100 Media

Wickie und die starken Männer Memo

3

3

Publisher: Studio100 Media

Based on the successful TV quiz show, this German edition
provides 752 new questions. Only one of four answers for each
question is correct – if you do not know the answer you need
a lucky guess or a correct answer from one of the four possible
jokers. Players in turn are quiz masters, who do not participate in
guessing in this round and cannot win any money. Use of jokers
is well regulated, so you can, for instance, look for an answer on
internet when using the telephone joker. Whoever wins a Million
Euro when all have been quiz master equally often, or whoever
has most money after an agreed number of rounds, wins. New
edition 2013.
Version: de * Rules: de * In-game text: yes

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

This is a game of memory for fans of the cheeky and clever little
Viking boy, well beloved and a welcome guest in nurseries. As
usual, you need to find most pairs. You are looking for Wickie,
Ylvi, Halvar and other friends and tribe members on 36 pairs
of cards. You play this version of a memo game according to
standard rules, too: 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 pictured, you put both tiles back and
your turn ends. When all pairs have been found you win, if you
collected most of them.Version: de * Rules: de * In-game text: no

Quiz game for 2-5 players, ages 12+

Game Collection for 2-4 players, ages 3+

Memo game for 2-8 players, ages 3+

Wickie und das Rätsel von Flake
Publisher: Studio100 Media

Wickie und der Piratenschatz

5

Publisher: Studio100 Media

Wien! Das Spiel

6

Designer: SpartacoAlbertarelli
Publisher: Piatnik

8

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 needs help to salvage the treasures from Sven’s Island.
One player guides Sven, all others Vikings. You win if you collected most gold coins when the island is empty. Sharks hinter
Vikings, dolphins make them faster. In a round first all Vikings
move, then Sven- A Viking rolls the white die; Sven rolls the black
one twice. Both move according to detailed rules, taking sharks
and dolphins into account. You must reach both the pirate island
and a ship to deliver gold with an exact die roll. When Sven
meets a Viking with coin, he takes if off him, takes it back to the
island and throws it into the slit.
Version: de * Rules: de * In-game text: no

The board shows colored spots along a path, attractions and
a time line with events and dates. Cards carry information on
Vienna’s history; seven site markers are on the board. You choose
one of seven dice and then one of two possibilities: 1) move
according to die to reach a site marker quickly and get cards or
2) play 1 to 3 cards to advance on the time line or implement
the special action of a red card. The next player chooses a die
and moves or plays cards, etc. Advancement on the timeline
depends on the kind of card played and on the location of your
marker at the start of the move. Whoever reaches the end of the
timeline first, wins.
Version: de * Rules: de * In-game text: yes

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

Roll & move game for 2-5 players, ages 6+

Roll & Move with history topic for 2-6 players, ages 8+

Wien Catan

Wilderness

Wir spielen Baustelle

Designer: Klaus Teuber
Publisher: Kosmos

Designers: Daniel and Thomas Fryxelius
Publisher: FryxGames

Designer: Marco Teubner
Publisher: Ravensburger

2

Vienna must be settled, it is made up of landscapes yielding
wood, grapes, clay, stone and grain for resources; the knights are
called militia in this version. As in the original Catan game the
dice determine in each round who gets which resources from
the landscapes. Those resources pay for building of roads, settlements and monuments and you can trade resources with the
active player. Monuments can only be built on their own special
spots. If the dice result is Seven, the robber arrives, blocks a tile
and steals resources from players. To win you need 10 victory
points from settlements, cities and militia cards.
Version: de * Rules: de * In-game text: yes

Robbed and stripped of all equipment you end up far from civilization and must survive and find your way back to a village that
is somewhere to the east, on a board which is revealed bit by bit.
In your turn you can move, drink, search for food, rest or sleep.
After each player’s round there is a “Nature“ turn in which all get
hungrier, thirstier and more exhausted. One turn comprises six
hours, after four rounds each comes a new weather card for the
new day, sometimes with special rules. Event cards help you and
hamper your opponents. If you are the only one to survive or
stand in the village at the end of your turn, you win the game.
Version: en * Rules: de en es fr se * In-game text: yes

Wrongly delivered building material must be delivered to the
correct building sites. There are sites for building a house, street
tiles, tiles for building materials, two lorries and a color die. You
start with simply playing with the components; then you can
connect sites with street tiles and let the lorries roll along the
street and relocate the material tiles. Older players use the color
tile and play with all sites; the lorry always moves to the next
street tile in the color you roll. This variant can also played for
winning - correctly delivered material tiles are kept and you win
with most of them. Series: Spielend Erstes lernen.
Version: multi * Rules: de fr it * In-game text: no

Development game for 3-4 players, ages 10+

Strategic adventure game for 2-8 players, ages 12+

Educational game for 1-4 players, ages 2+
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Witch’s coming!

Wiz-War: Krieg der Magier

Word A Round

Designers: Sayaka, Takahiro
Publisher: KogeKogeDo / Japon Brand

Designers: Tom Jolly, Kevin Wilson
Publisher: Heidelberger Spieleverlag

Designers: Joe and Dave Herbert
Publisher: Thinkfun / HCM Kinzel

10

10

Halloween –Witches vs. Villagers! When three witches make it
into the houses before the time marker reaches 0, the witches
win – if not, the villagers win.
Witch player and villager player alternate turns. The witch player
chooses five of his cards and puts them in front of empty houses.
Then the villager player chases away any number of those cards
by sliding them towards the witch, but only from houses with
closed doors. Then cards are revealed and evaluated: Depending
on who was chased off or was able to enter – witch or child –
doors are opened or closed or houses are safe from witches or a
witch managed to enter.
Version: jp * Rules: de en jp * In-game text: no

Magic Mayhem in an underground stone labyrinth - Wizards
fighting each other of the office of Guild Master - dangerous and
deadly! All choose three Schools of Magic - groups of thematically connected spells - together for a game. First, for the active
player, time passes - the effect duration of his spells is reduced
by one unit. Then you can move up to three steps including optional acceleration, casting of any number of neutral spells and
attack. Then you discard cards and draw cards. If you have two
victory points from eliminating wizards or stealing of treasures
or if you are the last one alive, you win.
Version: multi * Rules: cn de en es fr * In-game text: yes

Reading is simple – but also in a circle? 100 cards feature 300
words, three words on a card – one word of six letters in the blue
inner circle, one word of seven letters in the red middle circle
and a word of eight letters in the black outer circle. Direction
of reading a word can be clockwise or counter-clockwise. The
game starts with the word in the black circle on the top card.
Whoever finds the starting letter and reads out the word first,
wins the card. You turn it over: The color of the backside determines the word you must read out from the next card. When both
players read at the same time there is a playoff for two cards.
Whoever collects ten cards first, wins.
Version: de * Rules: de * In-game text: yes

Card placement game for 2 players, ages 10+

Magic adventure for 2-4 players, ages 14+

Reading game for 2 players, ages 10+

Word on the Street

Wrong Chemistry

Designer: Jack Degnan
Publisher: Out of the Box

Designer: Toni Cimino
Publisher: Mage Company

Wrong Chemistry Expand your Lab

8

Designer: Toni Cimino
Publisher: Mage Company

8

A word game on letters for two teams; to win, a team needs
to win 8 of 17 consonants laid out in the middle of the board.
One team draws a card and reads out the current category,
the other team starts the timer. While the timer runs the active
player searches for a correct word and moves each letter used in
the word one step towards the team’s side on the board. If the
letter is moved off the board, your team has won this letter. This
means that with a word containing three identical letters you
can win this letter in one turn. Letters that have been won can
still be used in words, but are not moved anymore.
Version: de * Rules: de en * In-game text: yes

Clueless researchers play around with molecules. A starting molecule 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

With 66 new elements, five new molecules and ten new scientists at your disposal you keep researching. New in this expansion: 1) you can now relocate an empty hex within a molecule, be
it yellow or gray. 2) For the cost of one Energy you can turn over
an empty hex; several times in a turn. 3) Use Transmutium once
per turn to create a molecule corresponding to a card on display.
4) Once per turn and three times in a game you can use the special ability of your scientist or use him as „Element of Surprise“ at
the end of another player’s turn to acquire two actions that you
must implement instantly.
Version: multi * Rules: de en fr + 12 more languages * In-game text: no

Word spelling game game for 2-10 players, ages 12+

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

Expansion for Wrong Chemistry for 2-4 players, ages 8+

Wunderland

Würfel Bohnanza

Designer: Dirk Hillebrecht
Publisher: Pegasus Spiele

Designer: Uwe Rosenberg
Publisher: Amigo Spiele

8

World War II Barbarossa 1941

10

Designer: Konstantin Krivenko
Publisher: Zvezda

Players journey through Wunderland to reach given destinations
and collect picture post cards, cleverly using trips of other
players. You move any number of your markers one or two
steps from A to B, other players can join you. When you have a
marker on all locations of a destination card you reveal and score
it and take one marker back from each location to the start.
For markers on symbol spots you take a post card and put the
marker back to the start. You only score for four cards per sector.
If you complete your 5th destination card or hold post cards
from seven sectors you win with most points from destination
and picture post cards.
Version: de * Rules: de * In-game text: no

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 identical. 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

Barbarossa 1941 is also part of the Art of Tactic series: There is
the basic game as a simulation on a modular board including
terrain cards; scenarios are included, supplemented with historic
information and providing challenging tactical missions within
the system. There is also the first expansion, Battle for the
Danube, a confrontation between Soviet Border troops and
Rumanian infantry divisions. The expansion features 11 new
models for new kinds of units, for instance armored river boats
and trains as well as new terrain tiles.
Version: en * Rules: en * In-game text: no

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

Dice game for 2-5 players, ages 10+

Historic simulation for 2 players, ages 12+
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Solo Play
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World War II Battle for Moscow

WWII Blitzkrieg 1940

World War II Tank Combat

Designer: Konstantin Krivenko
Publisher: Zvezda

Designer: Konstantin Krivenko
Publisher: Zvezda

Designer: Konstantin Krivenko
Publisher: Zvezda

Battle of Moscow is also an Art of Tactics series game; all act
simultaneously, order their troops and implement orders, Cards
are assigned to the units with characteristics and possible
orders, The rule introduce you to the game in four steps; forst
movement and combat, then morale and honor, in level three
terrain and exhaustion in level four. This is a starter set with new
miniatures including winter uniforms, the new T-35 tank as well
as new rules for combat in winter and new scenarios.
Version: en * Rules: en ru * In-game text: yes

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 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. 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

Tank Combat is also published in the series of Art of Tactic
games in the category of WWII, It does not feature an individual
battle, but expands on the topic of basic information on tank
combat; from detailed descriptions of the cards available for the
individual types including technical data, to explanations for
line of sight and information on landscape types, Planning of a
skirmish is explained, too, from giving orders to following orders,
the individual orders are explained, too!
Version: en * Rules: en ru * In-game text: yes

Rules for conflict simulation, for 2 or more players ages 12+

Historic simulation for 2 players, ages 12+

Rules for conflict simulation, for 2 or more players ages 12+

Yay

Yunnan

Zen Garden

Designer: Heinz Meister
Publisher: Noris Spiele

Designer: Aaron Haag
Publisher: Argentum Verlag

Designers: H. Jean Vanaise, Coleman Charlton
Publisher: Mayfair Games

8

10

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

You guide a tea dynasty in rounds with two phases, auction
and travel. In the auction phase you place traders for bids into
market or buildings or pass; then you pay and take traders
and acquired progress. In the travel phase you first move, oust
opposing traders and build. Then you relocate the province
inspector, he bans a trader. Now you receive gifts, if there are
any left, and tote up your earnings for tea minus transport costs;
earnings also determine the new sequence of play. Finally, you
can buy victory points for money. 80 victory points for a player
end the game after phase 2 and you win with most points after
a final scoring.
Version: de * Rules: de en fr * In-game text: no

All players place landscape tile to form a Japanese Garden. You
randomly draw a pattern tile and must form this pattern twice
in the garden with two different types of landscape. In your turn
you place one tile orthogonally adjacent to at least one tile in
the garden or you replace a lantern tile (joker) with a landscape
tile. If you are first to reveal your pattern you score 5 points and
bonus points and stop to play. All others score 4 points and
lose one point for each round they take without revealing their
pattern. When all have revealed or nobody has points anymore
you win with most points. Includes variant Rock Garden.
Version: en * Rules: en * In-game text: no

Dice game for 2-4 players, ages 8+

Auction and worker placement game for 2-5 players, ages 10+

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

Zicke Zacke

Zicke Zacke Hühnerkacke

Designer: Marek Zoschl
Publisher: Zoch Verlag

Designer: Klaus Zoch
Publisher: Zoch Verlag

4

Zicke & Zacke Ran an die Federn

4

Designer: Klaus Zoch
Publisher: Zoch Verlag

5

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

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. There is now an app
for iPad.
Version: de * Rules: de en fr it nl jp and others * In-game text: no

Zicke and Zacke ran away from each other, but as they run in a
circle they inevitably meet again. Who jumps over whom? Hen
coop and race track are set up and you play one against one or
in teams. Teams may confer. You try to find the picture in the
hen coop that is identical to the picture on which the worm in
the color of your chicken sits. If you cannot find it, you stay put.
If you find it, you go to your worm. The worm is frightened and
runs away as many steps as you have feathers still available. If
you jump over the opposing chicken you put a feather on your
chicken. The chicken that carries all feathers first, wins the game.
Version: multi * Rules: de en fr it * In-game text: no

Card game for 2-5 players, ages 4+

Game of moves and memory for 2-4 players, ages 4+

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

Zombicide

Zooloretto Löwenedition

Designer: Klaus Altenburger
Publisher: Heidelberger Spieleverlag

Designers: R. Guiton, J.-B. Lullien, N. Raoult
Publisher: Asmodee / Cool Mini or Not

Designer: Michael Schacht
Publisher: Abacusspiele

8

Card texts describe two terms from daily life, but description do
not follow each other in consecutive order, but are interwoven
in short scraps of text like the cogs of a zipper. You hold 10 chips;
eight Zipper cards are stacked and covered and the answer card
is laid out. Each player pays a chip into the pot; the active “Headzipper” reads out the text and if you recognize one of the hidden
terms you put your hand on the answer card, pay one chip and
make a guess; for a correct solution you receive chips. You can
only give one guess at a time and only one guess for each term.
Version: de * Rules: de * In-game text: yes

Humans in cooperative efforts against zombies controlled by
the game, to complete mission goals and survive. Turns are split
into player phase and zombie phase. Players activate their Survivors for three actions each - abilities acquired during the game
can give you more - for movement, eliminating zombies and
completing tasks for completing missions, according to copious
and detailed rules. Zombies use one action each to attack a
Survivor or to move towards survivors or the loudest area on the
board. When all mission goals have been achieved, humans win;
zombies win by eliminating all Survivors.
Version: multi * Rules: en * In-game text: yes

In your zoo you score for visitors, expansions and sets of matching animals. In each round you can either place a tile from the
pile on a transport cart or take a cart to place the tiles in your zoo
or use a money action to expand your zoo, rearrange the layout
of your zoo or buy animals from other players. When the first
tile of the final pile is placed, the round is finished and you score
the full amount of points for filled enclosures, missing tiles result
in a lower score. Vendor stalls guarantee a minimum of points.
Animals left in the barn lose you points. Lions as a new animal
variety can replace any other animal.
Version: de * Rules: de en es fi fr it kr pl * In-game text: no

Word game for 1-6 players, ages 10+

Cooperative adventure game for 1-6 players, ages 13+

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

Zug um Zug
Designer: Alan R. Moon
Publisher: Days of Wonder

8

On a background of a bet of one million dollars in the tradition
of Phileas Fogg players try to visit, that is, connect as many
cities as possible and the player with the highest score wins. In
his move a player can take car cards from open and face-down
stacks or use a section of track by placing cars on the track or
draw three new destination cards. Points are scored for tracks
between cities, an uninterrupted track between cities according
to a player’s destination cards and also for the longest uninterrupted track. There are numerous variants and expansions, the
latest are Heart of Africa and The Netherlands.
Version: de * Rules: many languages * In-game text: no
Track building game for 2-5 players, ages 8+

SPIELEFEST - Austria Center Vienna
8. to 10. November 2013
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PUBLISHER CONTAC T INFORMATION
2F Spiele, http://www.2f-spiele.
de/
Abacus, http://www.abacusspiele.de/
Aegir Games, http://aegirgames.
com
Alderac Entertainment Group,
http://www.alderac.com/
Alea, http://www.aleaspiele.de
Amigo, http://www.amigospiele.de/
Arclight Games, http://www.
arclight.co.jp/ag/
Ares, http://www.aresgames.eu
Argentum, http://www.argentum-verlag.de/
Asmodee, http://de.asmodee.
com/
Asmodee / Bombyx, http://www.
studiobombyx.com
Asmodee / Cool mini or not,
http://www.coolminiornot.com/
Asmodee / Days of Wonder,
http://www.daysofwonder.com
Asmodee / Gary Games, http://
stoneblade.com/
Asmodee / Gigamic, http://www.
gigamic.com/
Asmodee / Hurrican, http://
www.hurricangames.com
Asmodee / Lautapelit, http://
www.lautapelit.fi
Asmodee / Libellud, http://www.
libellud.com
Asmodee / Lookout, http://www.
lookout-games.de
Asmodee / Ludically, http://
www.ludically.com
Asmodee / Lui-Même, http://
www.luimeme.com/
Asmodee / Repos, http://www.
rprod.com/
Asmodee / Wizkids, http://www.
wizkidsgames.com/
Asmodee / Ystari, http://www.
ystari.com/
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Asmodee / Z-Man, http://www.
zmangames.com/
ASS, http://www.ass-spiele.de/
Backspindle Games, http://www.
guardsguards.com/
Beleduc, http://www.beleduc.
de/
Bewitched, http://www.bewitched-spiele.de/
Bezier, http://www.beziergames.
com/
Blackrock Editions, http://www.
blackrockeditions.com/
BoardGameTravel.com, http://
www.boardgametravel.com
Bombasta Spiele, http://www.
bombasta-spiele.de/
Bombyx, http://www.studiobombyx.com
Bonetti, ClickerClicker, http:/www.clickerspiele.de
Conquistador, http://www.conquistadorgames.com
Cranio Creations, http://www.
craniocreations.com/
cuboro, http://www.cuboro.ch/
Czech Games Edition, http://
www.czechgames.com/
Dark Eras / Sordje, dlp Games, http://www.dlpgames.de/
Dragon Dawn, http://www.tuonelaproductions.com
Drei Hasen in der Abendsonne,
http://hasehasehase.de
dV Giochi, http://www.dvgiochi.
com
Drei Magier, http://www.dreimagier.de/
Fable Smith, http://fablesmith.
com/
Feuerland Spiele, http://www.
feuerland-spiele.de/
F-Hein, http://www.f-hein-spiele.
de/

Franjos, http://www.franjos.de/
Fujimi Shobo, http://www.fujimishobo.co.jp/top.php
Fryx Games, http://www.
fryxgames.se/
FunForge, http://www.funforge.
fr/US/
gamefactory, http://www.gamefactory.ch
Gerhards, http://www.spiel-unddesign.eu/
Gigamic, http://www.gigamic.
com/
Gigantoskop, http://www.gigantoskop.se/
Gmeiner, http://www.gmeinerverlag.de/
GMT, http://www.gmtgames.
com
Golden Egg, http://goldenegggames.com/
Goliath, http://www.goliathgames.nl
Grosso Modo, http://www.gmeditions.fr/
Grubbe, http://www.
grubbemedia.de
Haba, http://www.haba.de/
Hans im Glück, http://www.hansim-glueck.de/
Hasbro, http://www.hasbro.com/
HCM Kinzel, https://shop.hcmkinzel.eu/
Heidelberger, http://www.hdsfantasy.de
Helvetia, http://www.helvetiagames.ch/de/
Heptagon, http://www.heptagon.de
Huch, http://www.huchandfriends.de/
Huch / Blue Orange, http://www.
blueorangegames.com/
Huch / Megableu, http://www.
megableu.fr/
Huch / R & D, -

201 4

Huch / Story Cubes, http://www.
storycubes.com/
Huch / What’s Your Game, http://
www.whatsyourgame.eu
Hurrican, http://www.hurricangames.com
Hutter, http://www.hutter-trade.
com/
Igramoon, http://www.
igramoon.de/
Iello, http://www.iello.fr/
Intellego, http://www.intellegoholzspiele.de
IQ Spiele, http://www.intellegoholzspiele.de
Japon, http://japonbrand.gamers-jp.com/
Japon / 1nite werewolf, http://
japonbrand.gamers-jp.com/
Japon / conception, http://
japonbrand.gamers-jp.com/
Japon / Flipflops, http://japonbrand.gamers-jp.com/
Japon / Junias, http://japonbrand.gamers-jp.com/
Japon / KogeKogeDo, http://
japonbrand.gamers-jp.com/
Japon / Okazu Brand / Kanai,
http://japonbrand.gamers-jp.
com/
Japon / One Draw, http://onedraw.jp/
Japon / Yu-Gen, http://limitedromance.blogspot.jp/
Jumbo, http://www.jumboworld.com
Kaleidos, http://www.kaleidosgames.com/
Kanai Factory, http://kanaifactory.web.fc2.com/
Kiehly, http://www.kiehly.de/
Kasanen, Kosmos, http://www.kosmos.de
Kuznia Gier, http://www.kuzniagier.pl/
Krimi Total, http://www.krimitotal.de/
Larsson, -

Laurin, Lautapelit, http://www.lautapelit.fi/Etusivu
Lego, http://games.lego.com
Libellud, http://www.libellud.
com
Lookout, http://www.lookoutgames.de
Loquai, http://www.loquai-holzkunst.de/
LudiCreations, http://ludicreations.com/
Ludonaute, http://www.
ludonaute.fr/
Madoka Kitao, http://shop.nekomado.com/
Mage Corporation, http://www.
magecompany.com/
Mattel, http://www.mattel.com
Mayfair Games, http://www.mayfairgames.com
Mesaboardgames, http://www.
mesaboardgames.pt/en
Metermorphosen, http://www.
metermorphosen.de/
Moses, http://www.moses-verlag.de/de/
Noris, http://www.noris-spiele.
de/
NSKN, http://www.nskn.net/en2/
nsv, http://www.nsv.de/
Nürnberger, http://www.nsv.de/
Numbskull, http://numbskullgames.com/
Okazu Brand, http://okazubrand.
seesaa.net/
Österreichisches Spiele Museum,
http://www.spielemuseum.at/
Ostia Spiele, http://www.ostiaspiele.de
PD Verlag, http://www.pd-verlag.
de/spiele/
Pegasus, http://www.pegasus.
de/
Pegasus / Matagot, http://www.
matagot.com/
Pestas, http://www.pestas.net/
Piatnik, http://www.piatnik.com

Piatnik / Abacus, http://www.
abacusspiele.de/
Piatnik / Ares, http://aresgames.
eu/
Piatnik / Huch Megableu, http://
www.megableu.fr/
Piatnik / Queen, http://www.
queen-games.de/
Piatnik / Tactic, http://www.
tactic.net/
Placentia Games, http://www.
placentiagames.it/ENG/main.
html
Playthisone, http://www.playthisone.com/en/
Phalanx Game Polska, http://
www.phalanxgames.pl/
Portal Publishing, http://portalgames.pl/pl/
Quixotic, http://www.quixoticgames.com
Racky, http://www.racky-spiele.
de/
Ravensburger, http://www.
ravensburger.com
RBG, http://www.russianboardgames.com/
Repos, http://www.rprod.com/
Revision Games, http://www.
revision-games.com/
Rio Grande, http://www.riograndegames.com/
RollD6, http://www.rolld6.com/
Runadrake, http://www.runadrake.com/
Saikikaku, http://www.k221.
com/monjiro/
Sandtimer, http://www.sandtimer.be/
Schmidt, http://www.
schmidtspiele.de/
Schranz / Kosmos, ??
Sewelli, Sierra Madre, http://www.sierramadregames.com/
Sitdown, http://www.megalopole.com/
Show Enterprise, http://show-e.
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jp/
Sphinx Spieleverlag, http://www.
sphinx-spieleverlag.de/
Spielpunk, Spielundlicht, http://spielundlicht.de/impressum.php
Spinmaster, http://spinmastergames.com/
Stiftung Brändi, Stratamax, http://www.stratamaxgames.com/
Stratelibri, http://www.stratelibri.
it
Studio100, http://www.studio100.be
Tactic, http://www.tactic.net/

Tamakonnyaku label, http://
www.card-of-the-dead.com/english.html
The Game Master, http://www.
thegamemaster.nl/
Treefrog, http://www.treefroggames.com/
Two Geeks, http://www.twogeeks.com/
Ulisses / Paizo, http://paizo.com/
Ulisses / Privateer Press, http://
www.privateerpress.com/
US Game Systems, http://www.
usgamesinc.com/
Ventonuovo, http://www.VentoNuovo.net

Wattsalpoag, http://wattsalpoaggames.com/
Weyel, http://www.ulrich-weyel.
de/
Whyme, http://de.ulule.com/
western-town/
White Goblin, http://www.
whitegoblingames.com
Ystari, http://www.ystari.com/
Z-Man, http://www.zmangames.
com/
Zoch, http://www.zoch-verlag.
com
Zvezda, http://www.zvezda.org.
ru
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