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OUR REVIEWtDIE GLASSTRASSE



   HUGO KASTNER RECOMMENDS

 100 HIGHLIGHT AMONG GAMES
   AN OVERVIEW

„Anyone who takes games for shenanigans only
And takes work too serious
Has understood little about both“
Heinrich Heine

Dear reader! With this overview I would 
like to bring the series of essays on „100 
Highlights among Games“ to a prelimi-
nary close. If was a pleasure to suggest 
to highlights from the endless universe 
of games to you. I believe to have made a 
very selection from all game genres, albeit 
the selection being governed by personal 
preferences. Should you want to immer-
se yourself even deeper into the world of 
games and gameplay, do visit the many 
events of Stiftung Spielen in Österreich.

I would like to thank Dagmar and Ferdi-
nand de Cassan for entrusting the selec-
tion of highlights to me and me alone 
over all those eight years.

The TRIANGLE OF SUSPENSE in Games
Games thrive on the element on sus-
pense, of ambiguity, of surprise. Without 
those elements a game would be without 
allure, without them a game would not be 
liked and would probably not stand the 
test of time without those elements. But 
what introduces this ambiguity, the eter-
nal question of how proceeding will deve-
lop? What corner stones of ambiguity and 
suspense are to be found - in one guise 
or another - can be found in all gaming 
activities, even in those games that are 
characterized by pedagogical elements?

The deciding criteria seem to be those 
elements: First of all, the question for me-
chanisms that result in keeping up the 
suspense to the end of the game. In es-
sence, as Jörg Bewersdorff has mentioned 
in his excellent analysis of game theory, 
„Luck, Logic and Bluff“, three elements 
seem to characterize the dynamic of ne-
arly all games: (1) Competence (2) Gaps 
in Information (Info+) and (3) Chance. 
(Bewersdorff, Jörg: Glück, Logik und Bluff. 
Vieweg Verlag, Wiesbaden 2003.)

Let‘s take a closer look at those mecha-
nisms (causes of suspense) in detail.

1. Competence: When all players com-
mand definite options to act, exactly de-
termined by the rules, the course of the 

game is often decided by the depth of 
combinations alone. The more diverse 
and manifold the options are the more 
unmanageable will the consequences 
of any given move in the game be. The 
uncertainty in purely combinatorial 
games therefore results only from the so-
metimes astronomical depth of possible 
turn sequences. The demand on players 
in those games is cross-linked thinking. A 
classic example for them is Chess. If you 
are better in assessing and calculating 
possible branching and threats will, in the 
long run, always be the winner.
Suspense is introduced into in pure Logic 
games when players have nearly identical 
abilities, or when, as is the case in the Chi-
nese-Japanese Game of Go, you can play 
with handicaps.
Those elementary facts are not the only 
sources for suspense based on abilities in 
games, but are responsible for most cases 
of imponderability. Besides them there 
are other facts that play an important role 
in the competence part of the triangle: 
Dexterity and physical performance (for 
instance in Carabande), Memory (as in 
Memo Games), Knowledge (as in Anno 
Domini), Communication (as in Time‘s 
Up) and Vocabulary (as in Scrabble). Fur-
thermore you should not forget rules 
interpretations that push given borders 
(for instance the validity of certain words 
in Scrabble), where the element of „Am-
biguity“ or „Uncertainty“ becomes more 
than visible. However, in most cases those 
areas of competence are normally of little 
importance, contrary to to „Chance, Lo-
gic and Bluff“, if we use the Bewersdorff-
shortcut. 

2. Gaps in Information (Info±): In quali-
ty analysis of games this second element 
of ambiguity is often neglected. The term 
„gaps in information“ comprises that a 
player at a certain moment in the game 
holds information that clearly differs from 
information held by other players. A clas-
sic example, for instance, is Poker, where 
you must place bets with the sole infor-
mation on your own hand, or the simple 
Rock-Scissors-Paper game, where your 
own strategy depends totally on the de-
cision of your opponent, but where this 
decision remains unknown up to mo-
ment of action. The margin for bluffing 
will depend on the intensity of gaps in 
information and the other elements in the 

game. The assessment of an opponent‘s 
actions, the psychological component so 
to say, is also closely connected to players‘ 
personalities. The classic analysis of the 
„Prisoner‘s Dilemma“ by John von Neu-
mann offers intellectual approaches how 
game theory would cope with incom-
plete information or bluff. An individual 
player however, will, due to his personal 
readiness to take risks, sometimes choose 
completely unexpected strategies. In is 
interesting that this second corner stone 
of the Suspense Triangle establishes links 
to economy, to the military and to general 
processes of decision taking. This finding 
is confirmed with the awarding of the No-
bel Prize 2005 for Economics Sciences to 
two game theoreticians, American Tho-
mas Schelling and Robert Aumann from 
Israel for their work on conflicts and co-
operation in game theory.

3. Glück: One of the oldest instruments 
to govern the flow of a game or a game 
turn is the die. But also cards, Bingo dra-
wings and similar mechanisms are used 
as control elements. In its purest form 
chance exclusively dominates games of 
luck, as in the classic Roulette. As a player 
you must accept your fate, but hope to be 
able to force your luck. Mostly, however, 
it is a combination of player decisions 
and chance events which introduce the 
appeal of ambiguity in a game. Most inte-
restingly those events that are unpredic-
table in every single case do follow laws 
of equalization in long-term calculation, 
so that questions on games of luck may 
be taken for the birth of Probability Cal-
culation. As Alex Randolph said: „Dice are 
the Symbols of Unpredictability“.

As a quintessence of those considerati-
on one can make up a Triangle of Sus-
pense for each game that offers a clear 
view on the characteristic elements of 
ambiguity.  In the coded presentation 
the mechanisms are counted by begin-
ning at the corners, with a value of „9“ for 
those corners. In a pure game of luck as 
in Roulette therefore the K(Kompetenz 
= Competence)- and I(nfo+) values Zero, 
the G(Glück = Luck) value Nine. In the 
table below the ratio „Kompetenz-Info+-
Glück“ is represented by three groups of 
colored rings that always make up a total 
of nine rings - according to my personal 
assessment. Maybe this is a bit of help for 
my readers in their search for the „right“ 
game that „goes“ with the group assem-
bled for playing.
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Color codes for target groups (Headline Color)

For children + learn
For families

With friends
For experts

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

Strategy
Creativity

Knowledge
Memory

Communication
Interaction

Dexterity
Action
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RECOMMENDATION (from #53 also in English)	

Competence - Info± - Chance

#1 	 Schotten-Totten (Knizia) 			   OOOOOOOOO
#2 	 Hive (Yianni)				    OOOOOOOOO
#3 	 Rack-O (unbekannt)			   OOOOOOOOO
#4 	 Can’t Stop (Sackson)			   OOOOOOOOO
#5 	 Risiko (Lamorisse)			   OOOOOOOOO
#6 	 Kreml (Hostettler)			   OOOOOOOOO
#7 	 Acquire (Sackson)			   OOOOOOOOO
#8	 Dampfross (Watts)			   OOOOOOOOO
#9	 Go (unbekannt)				   OOOOOOOOO
#10 	 Marracash (Dorra)			   OOOOOOOOO
#11 	 Scotland Yard (Autorenteam)		  OOOOOOOOO
#12 	 Tichu (Hostettler)			   OOOOOOOOO
#13 	 Sagaland (Randolph/Matschoss) 		  OOOOOOOOO
#14 	 Café International (Hoffmann)		  OOOOOOOOO
#15 	 Domino All Fives (unbekannt)		  OOOOOOOOO
#16 	 Minister (Hoffmann)			   OOOOOOOOO
#17	 1000 Kilometer (Dujardin)			   OOOOOOOOO
#18 	 Schach (unbekannt)			   OOOOOOOOO
#19 	 El Grande (Kramer/Ulrich)    		  OOOOOOOOO
#20 	 Mah Jongg (unbekannt)			   OOOOOOOOO
#21 	 Die Siedler von Catan (Teuber) 		  OOOOOOOOO
#22 	 Memoir ‘44 (Borg)			   OOOOOOOOO
#23	 Vinci (Keyaerts)			   OOOOOOOOO
#24	 Monopoly (Darrow)			   OOOOOOOOO
#25 	 Nobody Is Perfect (Kaes)			   OOOOOOOOO
#26 	 Backgammon (unbekannt)			  OOOOOOOOO
#27 	 Scrabble (Butts)			   OOOOOOOOO
#28 	 St. Petersburg (Tummelhofer) 		  OOOOOOOOO
#29 	 Bohnanza (Rosenberg)			   OOOOOOOOO
#30 	 Pi mal Daumen (Rejchtman)		  OOOOOOOOO
#31 	 Yinsh (Yianni)				    OOOOOOOOO
#32 	 Mancala (unbekannt)			   OOOOOOOOO
#33 	 Anno Domini (Hostettler)			   OOOOOOOOO
#34	 Magic (Garfield)	 	 	 OOOOOOOOO
#35	 Die Macher (Schmiel)			   OOOOOOOOO
#36 	 Trivial Pursuit (Abbott/Haney)		  OOOOOOOOO
#37 	 Time’s Up (Sarrett)			   OOOOOOOOO
#38 	 6 nimmt! (Kramer)			   OOOOOOOOO
#39 	 Outburst (Hersch)			   OOOOOOOOO
#40 	 Darts (unbekannt)			   OOOOOOOOO
#41 	 Die Werwölfe v. Düsterwald (Pallières/Marly)	 OOOOOOOOO
#42 	 Tip-Kick (Mayer)			   OOOOOOOOO
#43 	 Activity (Catty/Führer)			   OOOOOOOOO
#44 	 Ricochet Robots (Randolph)		  OOOOOOOOO
#45 	 Wallenstein (Henn)			   OOOOOOOOO
#46 	 Wyatt Earp (Borg/Fitzgerald))		  OOOOOOOOO
#47 	 Imperial (Gerdts)			   OOOOOOOOO
#48 	 Bluff (Borg)				    OOOOOOOOO
#49 	 Hosen runter (unbekannt)			   OOOOOOOOO
#50 	 Um Reifenbreite (Bontenbal)		  OOOOOOOOO

#51 	 Laska (Lasker)				    OOOOOOOOO
#52 	 Zug um Zug (Moon)			   OOOOOOOOO
#53 	 High Kings of Tara (Heasman)		  OOOOOOOOO
#54 	 Troia (Fackler)				    OOOOOOOOO
#55 	 Texas Hole ’em (unbekannt)		  OOOOOOOOO
#56 	 Hase und Igel (Parlett)			   OOOOOOOOO
#57 	 Mensch ärgere dich nicht (Schmidt)		  OOOOOOOOO
#58 	 Carcassonne (Wrede)			   OOOOOOOOO
#59 	 Twixt (Randolph)			   OOOOOOOOO
#60 	 Medina (Dorra)				   OOOOOOOOO
#61 	 Targui (Dijk/Dijkstra)			   OOOOOOOOO
#62	 Top Race (Kramer)			   OOOOOOOOO
#63 	 Junta (Goldberg/Tsao/Grossman)		  OOOOOOOOO
#64 	 Tarock (unbekannt)			   OOOOOOOOO
#65 	 Maestro (Hoffmann)			   OOOOOOOOO
#66 	 Funkenschlag (Friese)			   OOOOOOOOO
#67 	 Zoff im Zoo (Matthäus/Nestel)		  OOOOOOOOO
#68 	 Schwarze Katze (unbekannt)		  OOOOOOOOO
#69 	 Quartett (unbekannt)			   OOOOOOOOO
#70 	 Rummikub (Hertzano)			   OOOOOOOOO
#71 	 Puerto Rico (Seyfarth)			   OOOOOOOOO
#72 	 Dominion (Vaccarino)			   OOOOOOOOO
#73 	 Agricola (Rosenberg)			   OOOOOOOOO
#74 	 Hamburgum (Gerdts)			   OOOOOOOOO
#75 	 Powerplay (Yianni)			   OOOOOOOOO
#76 	 Die sieben Siegel (Dorra)			   OOOOOOOOO
#77 	 Billabong (Solomon)			   OOOOOOOOO
#78 	 Pandemie (Leacock)			   OOOOOOOOO
#79 	 Mr. Jack (Cathala/Maublanc)		  OOOOOOOOO 
#80 	 Orbit (Randolph)			   OOOOOOOOO 
#81 	 Freya’s Folly (Bone)			   OOOOOOOOO 
#82 	 Jenseits von Theben (Prinz)		  OOOOOOOOO
#83 	 Die Gärten der Alhambra (Henn)		  OOOOOOOOO
#84 	 Old Town (Riedel)			   OOOOOOOOO
#85 	 Raja (Kramer/Kiesling)			   OOOOOOOOO
#86 	 Reef Encounter (Breese)			   OOOOOOOOO
#87 	 Caylus (Attia)				    OOOOOOOOO
#88 	 Dicke Luft in der Gruft (Proena) 		  OOOOOOOOO
#89 	 I’m The Boss (Sackson)			   OOOOOOOOO
#90 	 Bridge (Culbertson)			   OOOOOOOOO
#91 	 Age of Steam (Wallace)			   OOOOOOOOO
#92 	 Maka Bana (Haffner)			   OOOOOOOOO
#93 	 Dixit (Roubira)				    OOOOOOOOO
#94 	 La Città (Fenchel)			   OOOOOOOOO
#95 	 Schnapsen (unbekannt)			   OOOOOOOOO
#96 	 Stone Age (Brunnhofer)			   OOOOOOOOO
#97 	 Tabu (Hersch)				    OOOOOOOOO
#98 	 Kuhhandel (Koltze)			   OOOOOOOOO
#99 	 Coloretto (Schacht)			   OOOOOOOOO
#100	 7 Wonders (Bauza)			   OOOOOOOOO
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