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Another pre-spring weekend at the Côte 
d’Azur, a new Festival with many new and 
many familiar companies and designers 
showing their prototypes; quite a lot that 
was there we had already seen at Nurem-
berg at Essen, but there were novelties, too!

As usual, at the eve of the Festival on Thurs-
day evening, the winners of As d’Or awards 
were announced, again in four categories:
L‘As d’Or Jeux de l’Année Enfant was 
awarded to Riff Raff by Christoph Cantzler 
for 2-4 players, ages 8+, published by Zoch 
2012. 
L‘As d’Or Prix du Jury was awarded to Les 

Batisseurs - Moyen Age by Frédéric Henry, 
for 2-4 players, ages 10+, published by Stu-
dio Bombyx. The German language edition 
is called Die Baumeister - Mittelalter and dis-

tributed by Asmodee.
L’As d’Or Grand Prix, representing the cat-
egory of games for experts, was won by 
Bruxelles 1893 by Etienne Espreman for 
2-5 players, ages 13+, published by Pearl 
Games and, in a German language edition, 
by Heidelberger Spieleverlag. 
L‘As d’Or Jeu de l’Année, the main award, 

the Game of the Year in France, was award-
ed to Concept by Alain Rivollet & Gaëtan 
Beaujannot, a game of associations for 4-12 
players, ages 10+, published by Repos Pro-
ductions, the German edition of the game is 

also distributed by Asmodee.
Also nominated were:
Augustus by Paolo Mori for 2-6 players, 
ages 8+, Hurrican 
Crazy Time by Alex Putfín for 4-7 players, 
ages 12+, In Ludo Veritas
Koryŏ by Gun-Hee Kim for 2-4 players, ages 
13+, Moonster Games / Asmodee
Krosmaster Arena by Nicolas Degouy and 
Édouard Guiton for 2-4 players, ages 14+, 
Ankama / Pegasus
Les 3 Petits Cochons by Laurent Pouchain 
for 2-5 players, ages 7+, Purple Brain Cre-
ations / Iello / Heidelberger
Lewis & Clark by Cédrick Chaboussit for 
1-5 players, ages 14+, Ludonaute / Heidel-
berger
Love Letter by Seiji Kanai for 2-4 players, 
ages 8+, AEG / Filosofia Édition / Pegasus
Mascarade by Bruno Faidutti for 2-13 play-
ers, ages 10+, Repos / Asmodee
Mice & Mystics by Jerry Hawthorne for 1-4 
players, ages 7+, Plaid Hat Games / Heidel-
berger
Panic Cafard (Kakerlakak) by Peter-Paul 
Joopen for 2-4 players, ages 5+, Ravens-
burger

CHEFREDAKTEUR DAGMAR DE CASSAN REPORTS FROM CANNES IN FRANCE

FESTIVAL INTERNATIONAL DES JEUX
An overview by Dagmar de Cassan, assisted by Christoph Proksch
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40 Lines for Meeples 
Dagmar de Cassan, Editor-in-Chief

The Festival itself was the same like every 
year, nothing has changed, and there was 
the usual mix of game publishing compa-
nies, distributers and shops, the area dedi-
cated to designers and their prototypes, the 
toy manufacturers, the area dedicated to 
role playing, and so on. 
The only change was found in the layout 
of the festival - I thought that the Manga 
area was a bit smaller compared to previous 
years, and I also saw fewer visitors in Manga 
costumes in the enormous crowds in the 
hall. The event offered the well-working mix 
of games, toys, material for hobby and ac-
tivities, for instance from Séntosphere, the 
role-playing area offered the usual mix of 
costumes, accessories and games including 
tabletop; the areas for Manga, electronic 
games and abstract two-player games were 
more in the background this year.
And now let’s go browsing in the halls:

Krosmaster Arena und Dofus Krosmas-
ter were already on display in Essen and 
Nuremberg, Krosmaster Arena will be pub-
lished in a German edition by Pegasus, and 
in Cannes a preview on two new products 
was given: Krosmaster Quest for 2-6 play-
ers, ages 12+: this version can be played as 
a cooperative game, in three versions of the 
game you hunt for treasures.

Krosmaster Junior for 2-4 players, ages 7+, 
is targeted at casual gamers and younger 
players, if features new characters, simpli-
fied rules and scenarios that refer to respec-
tive previous scenarios.

La Relève: Le Visiteur du Futur was an-
nounced as a prototype.

Voldétour – a strategy game for 2 or 4 
players, ages 8+, by Aurélien Benhamou, 
is now available under the company label 
Arborel; the king sits on a three-level tow-
er and must be relocated to an opposing 
tower; you build a path for him from your 
pieces. There is a new expansion featuring 
24 pieces which allows for a game with four 
players.

For the second time Roman Mather showed 
his Essen release at Cannes:
Yunnan by Aaron Haag for 2-5 players, ages 
10+: In an auction and worker placement 
game you guide the fates of a Tea Dynasty, 
played in rounds comprising the phases of 
Auction and Travel. In the auction phase you 
place bids in market or building in the guise 
of a trader, or pass. Then you pay and take 
trader ands and acquired developments. 
In the travel phase you travel, chase 
off opposing traders, construction and 
relocating the provincial governor as well as 
guest gifts and evaluating revenues.

Ankama

Arborel

Argentum 
Verlag

The visitor numbers tell their own distinct 
story, and not only in French: „Le Festival In-
ternational des Jeux“ in Cannes is the biggest 
consumer fair on the topic of games world-
wide, attracting more visitors than Essen! 
Those visitors come from all over France 
and Cannes is not located in such a densely 
populated area as Essen. That tells its own 
story: Most visitors come here to play, espe-
cially classic games like Scrabble, Chess, Go, 
Mah Jongg and others, shopping for games 
takes second place in Cannes.
That France has become a more important 
player on the European market for games 
has become evident in the last years and is 
also noticeable from our report, more pu-
blishers, more designers, and more games. 
It is unusual to find so many elderly peop-
le among visitors, enthusiastically playing 
games, and especially noteworthy are the 
many families with toddlers.
We have noted the dates 27.2. to 1.3.2015 
and will surely be there again!
The French games community will surely in-
troduce a lot of stimulus also to the German 
speaking games community.
You can read in our report about the games 
that were there and which games could be 
of interest.
All our games can be found in the game 
data base LUDORIUM, under http://www.
ludorium.at.
WIN Das GamesJournal can now also be 
read as an eBook and Kindle (in German 
and English) and is thus more easily read on 
modern devices than a PDF file. If you like 
our WIN, become a subscriber! We have a 
PayPal account, so the payment of € 6 for 
a one-year-subscription is safely and easily 
done, see http://www.gamesjournal.at  
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3D playing pieces are nothing new, but 
when they are printed by a 3D-printer 
directly in the booth, they are! Arkem 
Chronicles by Jean-Baptiste Cousinat and 
Thomas Le Bloas uses such playing pieces, 
which, by the way, look sensational; the 
game features a conflict between Arch 
Mages and their creatures, for 2 players, 
ages 12+, you summon creatures and 
activate items on the battle field.

A new company, showing two new games, 
both created by Alain Francois and featuring 
topics for school children:
Hep! Bus for 3-4 players, ages 8+, is a 
cooperative game; you need to reach the 
bus stop, carrying your book satchel and a 
bus ticket, before the bus leaves the stop. 
To achieve this you must exchange cards 
according to the given rules.

Teethrun is a card game for 2 players, 
ages 6-12, on the topic of teeth and teeth 
hygiene.

The novelty 2014 is called Boxes and is an 
auction game for 2-8 players, ages 10+, 
by Benoit Rem and Alexandre Debrot. In 
each round a container holding 10 cards is 
auctioned; if you offer the highest bid you 
get the box; before the auction each player 
has one action, in which you can look at 
cards.

Once again Asmodee was the dominating 
presence in Cannes and showed the new 
releases already presented in Nuremberg:
Already announced for some time and 
now released is Jungle Speed Safari for 
2-6 players, ages 5+, by Tom Vuarchex and 
Pierric Yakovenko, you must be faster than 
your fellow players to acquire the correct 
food for your animals; you must imitate 
animals with sounds and pantomime and 
also look for the correct color around the 
room when the chameleon appears.

Tic Talk by Dave Yearik for 4-6 players, ages 
10+, is a guessing game, in which each 
team influences the time available to the 
opposing team: in a first phase you write 
down words using letters determined by 

dice roll; in a second phase word sheets are 
exchanged and hints given and a team has 
as much time to guess as the other team 
needed to write down the words.
Asmodee is distributor for the games from 

Foxmind in France - on occasion of the 25th 
Anniversary a new edition of Logix was pre-
sented, called Smart Cookies and featuring 
cookies for geometric shapes.

In the Designer Area we found Astro-Log-
ic, a card game for 2-6 players, ages 5+, by 
Laurena Lansiquot, based on astrology and 
signs of the zodiac, in which you should col-
lect most cards.

On show were the autumn releases from 
2013, already presented at Essen:
L’Aéropostale by Olivier Chanry und Mi-
chel Pinon for 3-5 players, ages 12+: Historic 
simulation featuring early air travel compa-
nies, you create stop-overs and try to break 
records.

Arkem 
Chronicles

Arole 
Editions

Art of 
Games

Asmodee
Astro-Logic

Asyncron 
Games
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Pentos by Bruno Cathala for 2-5 players, ages 
7+: A card game featuring a topic of magic 
cauldrons and potion ingredients, you score 
for sets and individual ingredients. If you cast 
the Megalos spell you end the game and win 
it, otherwise the winner is whoever has the 
highest score after three rounds.

Already shown in 2013 was Ultrium Sphere, 
a ball game simulation for 2-4 players, ages 
10+, by Nicolas Smeers and Guillaume Du-
cos, in which nearly everything is allowed 
in order to achieve three goals, in a violent 
Techno Future setting. New in 2014 is Impe-
rium Sphere, the first expansion featuring 54 
cards.

Also new is Tricolor for two players, a fast card 
game in which you want to be first to lay out 
a triplet of cards showing identical shapes or 
color. The game is available in editions featur-
ing robots, dragons or Halloween creatures.

Since 2005 Bum van Willigen is showing his 
balance game game called Balance Duels 
for 2-4 players, ages 8+, at games events; 
this year he was again an exhibitor at 

Cannes with his game based on balancing 
both sides of the construction. You roll dice 
and relocate pieces accordingly to transport 
them from start to finish; if you disturb the 
balance you have lost.

The publisher is specializing in role playing 
games since ten years, but this year has 
exhibited two card games:
The French edition of Pathfinder, the card 
game by Mike Selinker for 1-4 players, ages 
14+, in which each player holds a deck of 
cards representing his character and must 
defeat, together with other players, a villain 
in a quest on Varisia.
The other game is Banzai, a party game 

for 3-12 players, ages 7+, by Tom Berjoan 
a family game that was published first in 
2005. 12 families rival for the title of Banzai 
Master; in each round one player and his 
family must quit the game; you use card 
combinations to make announcements 
which influence the positions of playing 
pieces. When Banzai is announced all 
players grab pieces, of which there are less 
than there are players.

Azao Games

Balance 
Games

Black Book 
Editions

GAMES BUYER INFORMATION SYSTEM - GABIS

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

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

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

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

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

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

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

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

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

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

 Knowledge:
Cultural and educational knowledge, long-term memory

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

 Communication: 
Talk to each other, negotiate, inform

 Interaction: 
Influencing each other, bluffing, auction

 Dexterity
Motor skills

 Action:
Body movement, balance and reaction

ADDITIONAL INFORMATION
Version: The edition of the game on which the review is 
based
Rules: This lists the languages in which rules are available or 
are included in the game, often even more translations can 
be found on the web.
In-game text: A YES marks a game with language-
dependent components that cannot be played without 
translation or knowledge of the language
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The Essen releases were shown again: 
Armadöra by Christward Conrad for 2-4 
players, ages 8+: In this new edition of Nug-
gets you are an orc, an elf, a magician or a 
dwarf and look for dwarf gold by staking 
out claims. When the last player has passed 
the game is scored. If you have the major-
ity of points in an area you take all the gold 
there and you win with most gold.
The second game presented as a novelty is 

also already published: El Bazar by Florence 
and Roberto Fraga, a co-production with 
Hobbity, for 3-8 players, ages 6+: You must 
create items of daily life using wooden geo-
metric shapes, the other players must guess 
the item correctly.
Announced as prototypes there were:

Haru Ichiban by Bruno Cathala, released 
in 2012 for Apple by Id&Al Editions, for 1-2 
players, ages 8+, now intended as a board 
game. You must arrange plants in your Wa-
ter Garden in certain given configurations.
All that is known so far about Prohis by 
Marc Brunnenkant, also announced at the 

beginning of January on Facebook as a 
novelty, is the title, and this, too, is only an 
interim title.
Targets by William Fort, is a snipping 

game with dice; each player holds three 
dice which must be snipped onto discs on 
display; this is produced in cooperation 
with Cocktail Games.
Tchiki Boum is the title the game is 

announced by from Le Labo Merlin in 
cooperation with Blackrock, in the picture 
from Blackrock Editions the name is Tchika 
Boum. The game is a creation by Cyril 
Blondel and is planned for publication in 
cooperation with FlipFlap Games.

Medieval Academy by Nicholas Poncin 
for 2-5 players, ages 8+, is mixture of board 
game and card game - in six months you 
learn the craft of being a Knight in order 
to serve Good King Arthur 42nd! You move 
pieces with cards you play, but there are 
seven boards on which you play simultane-
ously and you hand on cards alternately to 
your left and to your right.

Again presented were:
Battle Sheep by Francesco Rotta for 2-4 
players, ages 7+: Revised new edition of the 

game Split, published in 201, featuring the 
same rules but now accommodating up to 
four players. You first construct the board, 
then place stacks of discs and move discs 
from stacks across the board, leaving be-
hind at least one disc.

Braverats by Seiji Kanai for 2 players, ages 
10+: This is the French edition of “R”, origi-
nally published 2012 by Kanai Factory. You 
compare two cards out of a total of eight, 
the stronger card wins; special effects can 
change the outcome.

There was also an announcement for a 
new release: Versus, in co-production with 
Asyncron, for 2 players, ages 8+, by Michel 
- a new release of the abstract placement 
game, first published in 2008, and now 
coming with a fantasy topic: On a clearing 
in the Forest of Orcynie the forces of Good 
fight the forces of Evil in a terminal battle!

Blue Orange is distributor for Le Droit de 
Perdre in France.

Besides the games already announced 
in Nuremberg and Essen there were trial 
games offered for Abyss by Bruno Cathala 
and Charles Chevallier for 2-4 players, ages 
14+: this is a game with a fantasy topic, you 

Blackrock 
Editionse

Blue Cocker

Blue Orange
Bombyx
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use influence, power and control over terri-
tories in a bid for throne in an underwater 
town.

Also announced is Souk, a new edition of 
Spice Merchant, which was originally de-
signed by Deinko Games and is a design 
by Gun-Hee Kim for 3-4 players, ages 10+: 
A card game on resources, cards are at the 
same time shares for the commodity mar-
ket and also  sold commodities; you set 
aside cards for coming scorings and either 
play a card on the table for yourself or up to 
for identical ones into the market.

A simulation in which you test your knowl-
edge in very different categories, from ecol-
ogy to economy, from feminism to politics, 
and in which you also take up the role of a 
protester. Ça va péter! is intended for 4 or 
more players, ages 16+.

Cat’s Family is a publisher for educational 
games and publishes card games on the 
subjects of French, Mathematics and Eng-
lish, but also books and other educational 

materials.
This year the presentation focused on the 
following games, all released in 2013:
Détective Mathéo by Alain Brobecker for 
2-4 players, ages 8+, - you must spot wrong 
solutions and be fastest to find the correct 

solution.
La Pêche aux mots - A game on words for 
2-4 players, ages 6+, by François Petit and 
Charlotte Nicod, topic is the speed in which 
you recognize words, identical or different 
ones, for catching most fish.

Les Nains versions, also created by Fran-
çois Petit and Charlotte Nicod; 2-4 players, 
ages 7+, should name the word which can 
be found on two cards, but beware of read-
ing errors due to similarities, for instance 
grade/garde; you are awarded gold nug-
gets for correct answers.

Maths et Moutons for 2-10 players, ages 
7+, one should communicate results of 
calculations to other players without using 

words, with the help of sheep, dogs, wolves 
and shepherds.

In addition to an overview over the com-
plete range of games from Cocktail games 
there was a preview on a new release not 
yet produced:
What a Fake is a drawing game for 3-8 play-
ers, ages 10+, you draw three images for a 
given topic and drawings are checked for 
identical ideas; but beware of forgeries.

Perlin PinPin was also intensely promoted, 
a game for 2-5 players, ages 8+: You need to 
wake up the Chocolate Princess, the Lady 
Bug Princess and ten of their friends while 
avoiding Knights, Dragons and Magical Po-
tions.

Winner of Cocktail d’Or was Blitz by Andrew 
Innes for 3-6 players, ages 10+: You reveal 
one card. When there is the same symbol in 
front of two players those two players must 
name a term fitting the category on the oth-
er player’s card. The game was presented in 
an oversized version at Cannes.
Announced for future release once again 
were:

Ça va péter!

Cat‘s Family

Cocktail 
Games
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Body Party for 5-10 players, ages 7+, is 
played in teams of two and the winner is the 
team that holds six cards first - literally holds 
them with their bodies, and the cards tell 
you with which body parts you must hold 
them - chin and shoulder, back and hip, etc.

Detective Academy for 3-7 players, ages 
8+, is a puzzle in which you receive clues 
and must find the last word - clues can be 
drawings, pantomimes, words, objects, lo-
cations or sounds.

Mimtoo Famille by Nicolas Bourgoin for 
4-10 players, ages 6+, introduces new task 
combinations of characters and characteris-
tics which you should portrait with a pan-
tomime.

Unanimo by Theo and Ora Coster comes 
in a new package. 3-12 players, ages 7+, 
note eight words in relation to an image on 
a card that is displayed; you only score for 
words that other players have noted, too.

At the booth there was also, as in 2013, a 
Speedgaming event, this time not men vs. 
women, but North vs. South, playing games 
of Rallye Photo, Blitz and Contrario!

Nicolas Szymczak presented his simulation 
of Air Combat in World War I in a game called 
Combat d’As. 2-4 players can take up the 
roles of famous pilots aces of the time, fly 
different missions, surveys, bombardments, 
balloon rides, and so on, and also be 
promoted for flying achievements. 

The artist offers paintings to play on, to 
relax with, or to make them yourself, with 
variable colors, images and rules, all under 
the general title of Kaleidosmandala.

In the Designer Area Philipp Marneffe 
showed his game Curulis Quest, a game 
for three players on a chess-board-look-a-

like made up of triangles; the three Consuls 
Caesar, Pompeius and Crassus are lined up 
on the banks of the Rubicon for the final 
battle for the red Sella Curulis in the middle 
of the board.

Prototypes where shown, announced in 
the program under the name of one of the 
games, a small card game with a very, very 
long name, L’Insectarium carapatesque 
du professeur Bugliwofski; you need to 
remember body parts of your insects and 
then answer demands with the correct cor-
responding cards. If you are first to collect 
six insects, you win.

Amazing Magazine - a game on front 
pages of newspapers, head lines are laid 
out and as editor-in-chief you set a topic for 
players.

Highlight of Days of Wonder’s presentation 
at Cannes was an exhibition on 10 Years of 
Ticket to Ride / Zug um Zug, “Les Aventuri-
ers du Rail. In celebration of this anniversary 
there will be a Jubilee edition of Ticket to 
Ride for 2-5 players, ages 8+, featuring a 

Combat d‘As

Corinne 
Durbas

Curulis 
Quest

David 
Exertier

Days of Wonder
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new design, new illustrations, an outsized 
board and made-to-measure plastic cards 
in an individual design for each color plus 
storage tins showing emblems of railway 
companies.

A prototye called Tribes of Naqala by Bru-
no Cathala was played in Off, the nightly Sa-
lon of games, we only looked in briefly, it is 
a game based on Awale/Mancala

Also shown were the new releases present-
ed at Nuremberg:
Small World 6 Player Board Expansion by 
Philippe Keyaerts - an expansion for Small 
World for use with up to six players with 
new rules for team play as well as new loca-
tions, relics and cards.

Zug um Zug Das Kartenspiel / Ticket to 
Ride The Card Game by Alan R. Moon for 
2-4 players, ages 8+, is published in a con-
tent-wise unchanged, but graphically re-
designed edition.

A new publishing company presenting a 
not really new game, which was already 
published in 2012: Off Shore 5 Millions by 
Cyril de Breville, for 2-6 players, ages 8+. In 
this card game you want to be first to have 
stashed away five millions on your offshore 
account and to escape the tax declarations 
of your fellow players. The designers say 
that the game is a mix of Mille Bornes and 
Monopoly.

Deal The American Dream by Vincent Turri 
and Tristan Frobert - yet another game in 
which you want to achieve a successful ca-
reer as a gangster in America, you establish 
territories for production and territories for 
users, by conflict, double-dealing, betrayal 
and negotiations.

L’intuitif is a game intended to improve 
concentration powers and develop extra-
sensory abilities.

Announced and shown as a prototype in 
2013 under the name of Soldes qui peut for 
2-12 players, ages 7+, by Fabrice Arcas and 
Guillaume Peccoz on the topic of sales was 
produced and presented again under the 
new title of Sold out!.  

The company specializing in children games 
had new games to show again this year:
Déserto, a card game by Jean-Jacques 
Derghazarian, set in a Caliph’s realm and in-
tended for players of ages 7+, in which you 

must lay out your cards cleverly to win the 
game.
Tombalo, is a game of dexterity, players of 
ages 7+ lay out wooden sticks as logs for a 
natural barrier, but beavers chew at them 
and make life difficult for the builders.

Mokiturn by Stéphane Drot is a board 
game on words: In magazines that kind of 
puzzles is called Swedish Puzzle, the “black” 

De Breville 
Editions

Deal

Deborah 
Zylberberg

Diptic 
Games

Djeco

DRO.I.T.E
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squares in the puzzle hold the clues. In Mok-
iturn the squares are arranged in concentric 
circles, the value of difficult letters is deter-
mined by rolling dice.

At the joint booth with the games journal 
Ravage test games of Zombicide, Star Wars 
X-Wing and the Star Wars Rolle playing 
game were offered, as well as a preview on 
new releases:
Avalon - the French version of the version 
to The Resistance.

Fünf Gurken by Friedemann Friese is re-
leased in French under the name of 5 Cor-
nichons for 2-6 players, ages 8+: In this 
trick-collecting card game you do not want 
to win the last trick; depending on the card 
with which you win a trick you take 0 to 5 

cornichons.

Gloom - A satirical card game with Black 
Humor elements, for 2-4 players, ages 8+, 
by Keith Baker on the topic of misanthropic 
members of an eccentric family which must 
be given the worst possible experiences be-
fore coming to their deserved end.
Les proprios - This is the French edition of 
Frieses Wucherer by Friedemann Friese 
for 2-6 players, ages 12+, which is a revised 
new edition of Wucherer. You let flats and 
earn money, have troubles with tenants 
and house squatters, must pay bail when in 
prison and use actions in order to win at the 
end with most money.

Liens de sang - The French edition of Blood 
Bound by Kalle Krenzer for 6-12 players, 
ages 14+: A long time after the War of Vam-
pires the Clan Eldest search for survivors for 
the Last Battle. As a clan member you gain 
information by attacking others. The active 
player passes or attacks a player who takes 
damage. If you take the fourth damage you 
are subordinated - if you unmask the Clan 
Chief your own Clan wins, or else the oppos-
ing clan.
There will also be a new edition of Planet 
Steam by Heinz-Georg Thiemann for 2-5 

players, ages 12+; in a Steam Punk universe 
you must transform a planet into the new 
Earth by means of Terraforming. 
Zombies!!! - This is a card version of Zom-
bies!!!, with a separate deck for each player, 

based on the best-selling games by Twilight 
Creations-

Karta Doppio - A fast card game for 1-4 
players, ages 8+, made up from 16 revers-
ible and transparent cards; you want to 
achieve most lines of four in your color, by 
adding to cards or topping cards with other 
cards.

In addition to Galopia, already shown in 
2013, by Nadine Dagleris for 2-8 players, 
ages 6+ - in which you travel along the track 
by answering questions on horses in films, 
books, mythology and so on - there was also

Equi-n-Play, a card game on horses and 
their riders, intended for an educational 
game in order to improve relations be-
tween horse and rider, you want to earn as 
many stars as possible.

Edge 
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Edition 
Richard Stehr

Editions 
Brindavoine



WIN The Games Journal now also available as eBook!
For all information on that check our website.www.gamesjournal.at 11ISSUE 462 / FEBRUARY 2014

OUR REPORTtFESTIVAL INTERNATIONAL DES JEUX CANNES 2014

Elfik by Yannik Tartaix - A fantasy card game 
on the topic of defeating dragons; you are 
a member of one of four Elven Houses and 
must collect items and spells at different 
locations. The game was already published 
in 2006 and was shown anew this year, this 
time under the product name Elfik without 
mentioning a publisher.

This year there was a prototype on show, 
called Romans go Home! by Eric B. Vogel 
and intended for 2-4 players, ages 13+. This 
will be a card game in which the Clans of 
Caledonia rival with each other in order to 
conquer the largest and most valuable Ro-

man fort along Hadrian’s Wall.
Skull & Roses by Hervé Marly, winner of As 

d’Or 2011, has been released again in a new 
design and made its appearance already in 
the autumn of 2013 under the new title of 
Skull, for 1-6 players.

The series of puzzle games called Puzzle 
Battle had already been presented in 2012 
and 2013 and was again shown this year, they 
are a creation of Pierre Burtel for 2 players, 
ages 5+. This year the boxes, each featuring 
two puzzles with similar images which differ 
in coloring and other details, have been 
re-designed. You shuffle the pieces of both 
puzzles together and both players try to be 
first to complete their puzzle; when you spot 
a puzzle piece in your opponent’s puzzle that 

belongs into your puzzle, you can take the 
part away from him.
Another game that has been presented every 
year since 2011 and also this year, is Smart 
Memory - the somewhat different memo 
game is available in three different levels of 
difficulty, intended for players of ages 5, 7 
and 9 years, the topic is always animals and 
the image pairs only differ in details.

The publisher of role-playing games has a 

portfolio consisting mainly of role games 
set in the Cthulhu universe - the latest topics 
are “Les Lames du Cardinal”, set in FRrance 

in the XVII. Century, and La Malédiction de 
Necronomicon.
Bimbo, another new release, is set in a 

universe based on Grindhouse, the film by 
Robert Rodriguez and Quentin Tarantino.
Since 2013 sans-Detour cooperates with a 
publisher based in Luxembourg, called Play 
& Win, a publisher of board games, usually 
French editions of games published in other 
languages. Check for details at Play & Win.

In this game for 3-6 players, ages 16+, that 
is called Ego Master, you choose your op-
ponent, try to capitalize on his weaknesses 
and use them against him and also confront 
him with his own preferences, in an interac-
tive game offering three modes to play and 
1200 questions.

The company based in Monaco presented 
ZigZag, already shown in 2013, and also 
four more prototypes, all designed by Ced-
ric Duwelz: Circus for 2-4 players, ages 8+: 

Editions
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Editions
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Editions
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You are tasked with organizing the best Cir-
cus festival.
Nereides for 2-4 players, ages 6+: Each play-
er embodies a Mermaid and is responsible 
for conserving one endangered species.

Rainbow for 2-6 players, ages 8+: You need 
to be first to locate a color in demand and 
touch the corresponding color card in mid-
dle of the table.

Sur le Bout de la Langue for 4-16 players, 
ages 10+; two players are in a scenario, for 
one player certain words are forbidden, 
other words must be guessed at by the sec-
ond player.

Elemon by M. Johann Roussel comes in 
two different versions: In one version, called 
“La quête de la pierre philosophale” and 
intended for 3-5 players, ages 7+, you look 

for the Philosopher’s Stone that can cure ill-
nesses and change everything to gold. And 
in the other version, called “ La chasse aux 
Gigamons “ by Karim Aouidad and Johann 
Roussel for 2-4 players, ages 5+, you must 
pass the final Magician Exam by summon-
ing Gigamons.

In the Designer Area we also found Es-
sen the Game by Etienne Espreman and 
Frédéric Delporte. You embody one of the 
Essen visitors, a passionate gamer on the 
search for novelties, rare treasures and cop-
ing with parameters availability, budget 
and carrying capacity - and occasionally you 
need to go to your car to store games.

Titanium Wars: Confrontation by Frédéric 
Guérard for 2-4 players, ages 12+, is the 

first expansion to Titanium Wars. There are 
new cards, planets, events, leaders, tactical 
possibilities and also the confrontation 
mode of One versus One or Team versus 
Team.

Letragame by Roger Hassevelde for up to 
12 players, ages 3+; the board features six 
regions of different colors and squares for 
all letters; you roll dice and use letters of 
the resulting colors for a previously chosen 
word.

Colis Party by Ludtche for 3-5 players, ages 
8+: Johnny the Postman does not know 
whether he is on his heels or his head, he 
wants to finish his round and collect the 
last parcel quickly; players must prepare it 
for him and want to be first in handing it to 
Johnny.

Another newcomer to Cannes - the com-
pany is predominantly a producer, but of-
fers also Game Collections and Magic Tricks 
Collections, very rarely there are also board 
games, for instance Voyage & Fortune for 
2-6 players, a travel game on a map of the 
world, you collect souvenirs in 100 coun-
tries.
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La France d’Outre Mer offers the same 
mechanism for overseas regions of France.

Also this year Filosofia showed its range of 
French editions of games previously pub-
lished in other languages; as a represen-
tative for all we list Mice and Mystics - Le 
Coeur de Glorm, by Jerry Hawthorne for 
1-4 players, ages 7+. Vanestra has been 
defeated, but another Evil has invaded 
the castle and wants to entrap Prince Col-
lin and his Friends. A new character in the 
game is Nere, a wild mystic commanding 
strong magical powers and knowledge of 
Alchemy.

This was a new exhibitor presenting three 
small games distributed by Blackrock Edi-
tions.
Pile Poil by Leo and Cyril Blondel for 2-8 
players, ages 7+, uses double-sided card 
showing a number of squares and a num-
ber on one side and images on colored 
backgrounds on the other side; a card is 
turned over to the square/number side and 
you name a word corresponding on the im-
ages on the now covered backside, either 

with as many syllables as there are squares 
or letters equal to the number.
Tête de Linotte by Cyril Blondel for 2-8 
players, ages 8+, is a card game; each card 
shows four animals in four different colors; 
the backside of the top card on the face-
down stack shows a question that relates 
to five face-down cards that you looked at 
before.

Zebulon by Cyril Blondel for 2-8 players, 
ages 8+: Cards show four circles made up 
from eight letters each; you want to be the 
first player to read the word correctly or to 
form a word from the four underlined let-
ters.

A game of dexterity using cards, called 
Flype; you can nudge the card in a way that 
it spins at the tip of your finger and stays 
in place while you do random movements 
and turns with your arms and body.

Designer Aurélie Wickersheim presents 
Freequalbroth - Maítrisez votre destin - 
a game on the topic of Citizens Rights and 
Duties, Health, Language abilities, Wages, 

Deportation etc.
In addition to the novelties shown at Essen 

and Nuremberg there were two prototypes:
Clouds by Ludovic Maublanc - Life on Earth 
is boring, so why not fly up into Seventh 
Heaven and do that with balloons; you try 
to avoid obstacles, catch clouds in the real 
sense of the words and must take care that 
the balloon is not deflating.
Samurai Spirits by Antoine Bauza is a coop-
erative game; as a Samurai you are the last 

hope of a Farmers Village that is plagued by 
bandits and plundering; but each Samurai 
is guarding a secret that can change the 
outcome of the story, the spirit of an animal 
that is waiting for the opportunity to break 
free and tear its enemies to pieces.

Veronique Lauliac presented Garalapi, a 
game for 2-5 players, ages 5+: Birds in your 
garden come and eat the grains placed in 
the feeding area; you win if you can attract 
most birds.
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In addition to the new releases already 
shown at Nuremberg the company pre-
sented French editions of games previously 
published in other languages:
From Zoch: Riff Raff, Geistesblitz 2.0 as Ba-
zar Bizarre 2.0 and Geistesblitz 5 vor 12 as 
Bazar Bizarre Ultime
From Granna/Heidelberger: CV by Filip 
Miłuński for 2-4 players, ages 10: In this 
game of dice and cards you accompany 
and guide one person through her life and 

make decisions; you roll combinations to 
acquire cards which in turn provide sym-
bols and special abilities; thus you take in-
fluence on friends, relationships, job and 
other activities.
From Amigo Spiele: Speed Cups as Crazy 
Cups, by Haim Shafir for 2-4 players, ages 
6+: In this reaction game you hold five cups, 
one cup each in blue, red, green, black and 

yellow. Those cups are represented on task 
cards by different images like five flowers 
or five houses, etc. The top card is revealed 
and, depending on the way those images 
are depicted on the card, horizontally or 
vertically, you must align the cups or stack 
the cups, in the correct color sequence.

Goliath once again showed a cross section 
of their range of games; the emphasis in 
demoing was placed again on Esquisse?. 
Out of the range of Nuremberg releases 
there are French versions of:

No Panic! Turbo is called No Panic! Battle 
in French, for 2-4 players, ages 7+, and is a 
version of No Panic! You pose the question 
and your opponent announces a bet on the 
number of his answers; you have three sec-
onds for an answer. Other players can use a 
Black Cat marker to force one of the duelers 
to give two answers per round.

Spotography, too, is called by a differ-
ent name in France -  Où est l’erreur?, is a 

variation of the “spot the mistake” principle 
2-4 players, ages 5+; first one player puts 
changes into one of the two pictures, the 
other players must mark the differences 
with colored pens.

Triominos Turbo is a speedy version; you 

place a correct piece and press the button 
of the timer, the next player does the same, 
etc.; and you should get rid of all your pieces 
within the run-time of the timer.

Also a new release for the French market is a 
game already published in Germany in the 
autumn of 2013, 
Triominos Tri-Balance by Michael Sohre 
for 2-4 players, ages 6+: New edition of the 
game originally published by Theta; you 
need to place the pieces of different weight 
on the board in a way to keep the board bal-
anced. If you disturb the balance you pass 
your turn and do not score.

This is a publisher of beautiful and unique 
games made from wood - as a new release 
for 2014 Labyrinthe 4 by Nicolas Delclite 
was presented, a cooperative game for 2-16 
players, made up from four different laby-
rinths in four levels of difficulty.

Again presented this year was the car racing 
game Grand Prix Expert by Andre Bonnet, 
you play a complete season of races, the 
individual race tracks are represented by 
abstract tables.

Gigamic Goliath
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Since last year’s Festival the company has 
changed its name to the name of the game, 
Graphème, designed by Marianne de 
Cooman, which is still a game on letters and 
words; the box comprises 12 words, split 
into letters which are individually decorated 
letters - the letters are shuffled and with the 
use of dice you try to collect the best pos-
sible number of words.

Grosso Modo, too, showed titles already 
shown previously, especially 30 Carat and 
Nosferatu. 
30 Carats by Fabien Chevillon for 3-6 play-
ers, ages 8+: The new release for 2013 is a 
trading game featuring gold and gems; You 
lay out a transaction card and offer a corre-
sponding combination; all others offer gold 
and gems according to the card (simulta-
neously or secretly). You accept an offer or 
pay 1 gold and sell to the bank. After three 
rounds you score gems and gold according 
to accumulated Secret Value cards.

Nosferatu by Pierre-Yves Lebeau for 5-8 
players, ages 10+: Setting vampires against 

vampire hunters who must identify Nos-
feratu and eliminate him with the Ancestral 
Stake before Nosferatu has played five Vam-
pire cards.

Unita by Steve Brück for 2-4 players, ages 
13+: This is a game again set into the ficti-
tious fantasy version of Switzerland, called 
Helvetia, fighting for independence; you 
use your armies of 64 cubes to reach the 
Magic Portal and to put an end all problems.

At the booth a selection of the new releases, 
already presented in Nuremberg, was on 
display:
Pina Pirata by Donald C. Vaccarino for 2-6 
players, ages 7+: You play a card showing 
the pirate that was played by the previous 
player or you draw a card; if you can discard 
all cards you receive a piece of the map and 
choose a new rule; in each round another 
rule is added!

Shinobi Wat-Aah by Théo Rivière for 2-4 
players, ages 10+: Confrontations and 
fights in the threatened Moon Empire; 

creatures emerge from the rift and with 
the empire Lords that were loyal once 
want to grab power. Two game modes: 
Grasshopper as an introductory game and 
Grand Master Mode over three rounds with 
a confrontation finale.

Zombie 15 by Guillaume Lémery and 
Nicolas Schlewitz for 2-4 players, ages 
14+: Again a fight for survival, based on 
scenarios; cooperation is necessary and 
time is scarce. A sound-track determines the 
speed of the game.

Furthermore, iello is distributing games of 
the following publishers in France:
Ares - Beleduc - Cranio Creations - Czech 
Games - Euphoria - Funforge - Huch & 
friends - Flatlined Games Kosmos - Le 
Scorpion Masque - Moses Verlag - Portal 
Publishing Schmidt - Superlude -What’s 
your Game
New in the range of iello are:
Fun Farm by Luca Bellini for 2-10 players, 
ages 6+: Yet another spotting game fea-
turing animals that have escaped; they are 
pictured on cards, but there are color dice, 
too: When a color that was rolled is visible 
on the Die icon on the animal card you grab 
the animal shown on the card off the table.

Madeira: Pearl of the Atlantic for 2-4 play-
ers, ages 12+ by Nuno Sentieiro and Paulo 
Soledade: The economy in Madeira was 
first based on wheat, then on sugar and yet 
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later again on the famous wine. Players try 
in five rounds to achieve the optimum cau-
sality chain for better harvests and wood 
that they need to build buildings in town 
and ships for trading with far-away markets 
and also for expedition; all governed by the 
needs of the Crown and your own striving 
for prestige.

Smash Up - Cthulhu Fhtagn! by Paul Pe-
terson for 2-4 players, ages 12+: Expansion 
#2 for the smashing card game. Two players 
can play it as a stand-alone game, otherwise 
it is an extension featuring new cthulhoid 
factions and the new card type of Madness 
cards.

Due to the fact that the game was 
announced as a new game by iello in 
Essen and Nuremberg I mention Heroes of 
Normandie here, despite being presented 
as a prototype in the Designer Area at 
Cannes: Heroes of Normandie by Yann et 
Clem for 2 players, ages 10+: Summer 1944 
in Normandy, the source for a strategic 
miniature game without miniatures, 
inspired by Hollywood war films. 

At the booth of distribution partner Paille 
one found Les Souris Gourmandes, a 
game by Dominique Breton for 2-6 players, 

ages 5+, on the topic of mice looking for 
cheese and trying to avoid traps, featuring 
a Can’t Stop mechanisms.

2014 again saw the announcement of two 
new releases Ilopeli:
1001 is a design by Florian Fay and takes us 
inside the stories from 1001 Nights, in a co-
operative game for 2-5 players, ages 4+, we 
are asked to assist Scheherazade to tell the 
stories of Aladdin, Ali Baba or Sindbad.

The second novelty is announced for Essen, 
is different from the usual format and will 
be published in cooperation with Matagot: 
Korrigans by Arnaud Urbon and Ludovic 
Vialla, board and first drawings promise an 
Irish topic, leprechauns and gold at the end 
of the rainbow.

All that is known from a so far nameless 
prototype is that its topic is a trip around 
the world, the illustrations suggest that it is 
probably taking place in an early 20th cen-
tury setting.

Crazy Time, nominated for As d’Or, by Alex 
Putfín for 4-7 players, ages 12+, and already 
presented at Essen: Mysterious beings are 
counting the hours so that time can keep 
flowing, and to relive the tedium they play 
a game with continuously changing rules. 
You turn up cards in order to shed all cards 
and count the time that passes.

Actually Isabelle Meyer is a writer, but she 
is also a game designer - her game Pips & 
Betsy was published by Beleduc; in Cannes 
she showed four prototypes:
Bam Piploum is a card game for 4 or 6 play-
ers, lists of words and picture cards must be 
coordinated.

Blind Pitch is a dexterity game for 1-4 play-
ers, you must do your actions blindfolded.
Les cinq pierres - A card game for 2-6 play-

ers; you should collect plants and gold, de-
cipher messages from elves and deal with 
dragons and trolls to acquire the five Stones 
of Edelynn.
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Paîtra, paîtra pas? - A cheerful conflict for 
2-4 players about the most beautiful sheep 
and the very best pastures.

And once again on show at Cannes, this 
time supported by live music: Jammette, 
a dice game on the topic of music by Em-
manuel Mallein and Christophe Nouveau; 
dice are marked with musical symbols; you 
roll those dice to determine parameters for 
the piece of music that must be played.

Avva, an abstract game, designer Jacques 
Marais calls it a mix of Chess and Checkers 
and intended for 2 players, ages 7+; playing 
pieces with dents and pieces with protru-
sions fitting those dents are moved across 

the board; a piece that is moved to a sta-
tionary opposing piece so that dent and 
protrusion fit together, catches the station-
ary piece.

And yet another exhibitor who names his 
enterprise for his game - Victorus is a card 
game by Eric Hilbert, featuring abstract im-
ages for 2-6 players, ages 7+: you lay out 
cards in order to arrange three cards of the 
same color; such groups can be secured 
with a “Victorus” card.

Company name and name of the game, 
Jeux2Maux, are a play on words by Erick 
Damaisin on the topic of the game, Jeux de 
Mots, you use dice and cards; concrete rules 
were not named, the game is meant to be 
culture-independent and targeted at 4-10 
players, ages 15+.

In the Designer Area Jeux de Zinc showed a 
total of four very beautiful wooden games 

by Karine Pardigon:
D’Jumpy for 2-4 players, ages 4+, a logical 
game that is based on Solitaire and can be 
played by up four players, you must elimi-
nate other players’ pieces and only know 
your own color.
Damakat for 4 players, ages 7+, a game 
of logic and planning similar to Draughts/
Checkers for four players, you should arrive 
at the opposing camp with as many pieces 
as possible.

Sakamo for 2 or more players, ages 7+, a 
game on letters and rolling dice, you must 
write as many words as possible, the die de-
termines the number of letters in the word.
Tatoo for 2 players, ages 4+: You roll three 
dice featuring images of fruits and place 
them on the board in order to score a maxi-
mum of points.

On show was the complete range of games 
for children and families, especially the new 
releases for 2014, all designed by François 
Koch:
Cache-Cache Souris for 2-4 players, ages 
4+: You alternate to place cards that con-
tinue paths or block paths.

Le Jeu des Contraires for 2-4 players, ages 
4+, is a game on halves of pictures on which 
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players should recognize and understand 
opposites illustrated by animals: warm/
cold, young/old, day/night.

Les musiciens de la ville Brême for 2-4 
players, ages 6+ is an adaption of The Bre-
men Town Musicians fairy tale.

Memo les Grosses Betes - a memo game 
for 2-6 players from ages 5-12, featuring im-
ages of large animals on 30 pairs of tiles.

Distributed by Paille Editions, Jeux Opla 
presents Lincoln at the Paille booth, a game 
by Florent Toscano, for 3-6 players, ages 
10+: Lincoln finds himself in rural surround-

ings and encounters several adventures 
with his friends.

The card game KQJ by Gilles Roudeilla and 
Jacques Dalmau was shown last year as a 
prototype; it features the standard and fa-
miliar cards with numbers and images like 
Jack, Queen are King, and is now produced; 
it comes with additional cards and you 
play Pelote, Tarot or variants of classic card 
games.

In Off there were also some prototypes like 
Fous l’Contact! for 2-6 players, Tracker for 
3-6 players, or Chasse à Bloc, a strategy 
game for 2 players, and Espion, a card game 
for 2-5 players.

The new game of 2014 is called Wu Xing, 
was designed by Peter Despilles and An-
toine Riot and is placed for financing on the 
crowdfunding platform Ulule.  2-6 players, 
ages 6+, search for correlations between 
cards in hand and cards on the table - when 
several players find the same card, confron-
tation results.

This is an institution that is concerned with 
thinking and stimulation of reasoning abili-
ties and wants to offer games and books 
on those topics. One of the games was pre-
sented at Cannes, Crossroad by Jianwei Su 
for 2 players. It is a game like a chess board, 
but three-dimensional, there are square 
heights and troughs, some pieces move on 
the heights, ships in the troughs, yet other 

pieces can move on both levels.

As experienced before - Mohammed Bel-
mabrouk showed his Les Quatre Couleurs 
Celestes yet again this year, a kind of new 
playing cards which can be used for a wide 
variety of games and which also introduce 
a new method to take trick; even or uneven 
total, 40 cards feature the colors of gold, sil-
ver, black and white showing numbers 1-9 
plus one unnumbered card that trumps all 
others.

In the Designer Area this publisher should 
three ideas for games:
Antagonist by Laurent Foltin is a design 
from 2013, a combinatory abstract game 
for 2 players; you have 18 pieces with 2 
circles and 2 crosses on a square piece, 
identical symbols oppose each other, you 
must achieve an arrangement of 8 circles or 
crosses. 

Pharao XI by Laurent Foltin - you need to 
collect 11 points, using action cards for 
points.
Shinobi Run by Stephane Dott is a race 
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game for 3-5 players; ninjas are moved 
with cards, and you play a card for the tar-
get symbol and also hold attack cards to 
achieve a retreat move or switching of posi-
tions.

The booth was marked with the name of 
the game, Invazions, which is a coopera-
tive and asymmetrically confrontational 
card game for 2-4 players, by Benoit Ban-
nier. Topic is once again the confrontation 
humans vs. zombies, the mechanisms use 
deck-building elements and you play until 
humans have collected 30 science points 
for an antidote or the zombies have col-
lected five cards “free zombies”.

An educational game by Irina Moucheton 
the topic of music: La Bonne Mesure!, in a 
way music theory intended to be fun, tar-
geted at 2 or more players, ages 5+.

The new game of 2014 is called Delirium, 
is a design by Sylvain Duchéne and Franz 

Le Jeune and according to the designer 
Delirium cannot be described; you have to 
play it and it describes itself - and that is all 
I know so far.

This company is more a distributor than a 
publisher, but there are two games with the 
company logo, both by Karine Minidré:
Cité ok for 4-14 players, ages 12+, a game 
on mediation and violence-free communi-
cation on topics of urban life, e.g. neighbor-
hood, traffic, discrimination, etc.

La vie devant Toi for 2-6 players, ages 
12+, is a game on avoidance of risks and 
dangers, topics are empathy, violence-free 
communication and proper use of possibili-
ties and resources.

Christian Lemay hat some new games to 
show at his booth:
Le Monde est fou by Chris James for 4-12 
players, ages 12+, a new edition of Off your 
Rocker: The games table turns into a psy-
chiatrist’s couch, each player has a personal 
problem which must be unearthed by clev-

erly asked questions.
sQuizz by Martin Nedergaard Andersen 
for 2-8 players, ages 12+, is a game of pos-
ing questions on assessments of size rela-
tions; you must deduce or guess from facts 
which of the numbers is the oldest, biggest, 
youngest, smallest or maybe the middle 
one of three values.

Zombie Kids - 2013 presented as a proto-
type and now produced; a game by Annick 
Lobet for 2-4 players, ages 7+: You need to 
close four portals - and two players must be 
together in a spot to do so - in order to fight 
of zombies, which are moved according to 
dice roll and can be eliminated.

This is a publisher offering a range of re-
constructions of antique and medieval 
games, all of them familiar, the presentation 
showed a cross-section of the program.

Announced at Cannes 2013 and now pre-
sented as finished and produced product: 
Wink!, the new edition of Zwinkern by 
Friedhelm Krahwinkel, which was once 
published by F.X. Schmid; you use grimaces 
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to signal who holds the suitable card.

Rumors on this game were around for a 
while already, but in Cannes the prototype 
for Lords of Xidit was displayed, a game by 
Régis Bonnessée, based on Himalaya, pub-
lished at Tilsit in 2005 and set into the Sea-
sons universe and named using an anagram 
of the very successful game Dixit; Himalaya 
has been completely revised and thus very 
nearly is a new game now. Planned publica-

tion date August 2014.
Loony Quest, too, is in its prototype state, a 
design by Laurent Escoffier & David Franck 
for 2-5 players, ages 8+. You play on transpar-
ent boards and must find the optimum path-
way for one the 42 missions, in the face of 
obstacles and dirty tricks of your opponents.

Already published is Vite! Cachons-nous! 

by Fréderic Moyersoen for 2-8 players, ages 
4+, a new edition of “Nicht zu fassen”, pub-
lished in 2009 from Zoch.

Archipelago Guerre & Paix by Christophe 
Boelinger for 2-5 players, ages 12+, was al-
ready presented in Nuremberg and intro-
duces the first expansion for Archipelago. 
The conflicts between Colonial powers con-
tinue in the colonies; the expansion features 
20 Character and 20 Progress cards. 

This company too, showed games already 
presented at Nuremberg and Essen:
Lewis & Clark by Cédrick Chaboussit for 
1-5 players, ages 14+, with Ludonaute: 
1803 Louisiana was sold for 15 Mio. Dollars. 
Thomas Jefferson sent out the discoverers 
Lewis & Clark to explore a water route to the 
pacific. In your boats you have room for re-
sources and accompanying Natives.

SOS Titanic by Bruno Cathala und Ludovic 
Maublanc for 1-5 players, ages 8+, with 
Ludonaute: The game comprises a spiral 
book, the pages represent decks of the 

Titanic and sink when being turned. As a 
member of the crew you try alone or as a 
team to save as many passengers as pos-
sible. If you cannot place a passenger cor-
rectly, a deck sinks. When the ship has sunk 
you score saved passengers - with a better 
score than 19 you did better than the crew 
of the real ship.

An organization offering demo space to de-
signers for their prototypes and - with very 
few exceptions - the same designers and 
authors as in 2013 were on show:
Luc Toledano showed, again, Le Cinéphile 
and L’Interpret, both for 2-4 players, ages 
12+, and with the same game mechanism 
– once for a film topic and once on the topic 
of knowing foreign languages; you move 
through different areas on the board und 
must score four points in each area.

Gilles Chomel hat brought, as he did in 
2012, Arkantis, a placement game with 
task cards for 2-4 players, ages 8+; you place 
pieces onto a board to make up formations 
which are meant to represent remnants of 
architectural structures of a destroyed city. 
Jean-Marc Radigois showed a new game, 

PluX, a card game for the family on the top-
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ic of mental arithmetic. 
Alain Bideau this time had three games 
to show: Nemausus picks up the topic of 
chariot races in ancient Nîmes, the energy 
for the chariots is provided by gladiatorial 
combats. 

Les sentiers apaches is a conflict between 
two American Indian tribes, there are more 
than 70 paths for invading the opposing 
camp. 
Transhumance is a race for pastures for 
goats, dogs, shepherds and a wolf

François Morin once again showed his frog 
game Ranabag from 2008.

In the Designer Area you could find Master-
line, a placement game by Jonathan Bizet 
for 2 players, ages 7+: There are 47 cards, 
showing black or white half-circles on all 
four sides; you should place cards next to 
each other with corresponding borders to 
form a row of five complete circles in your 
color, special cards allow to rotate or block 
cards. - 

Produced and available at the booth was 
a game that has been in the making for a 
while, Origin, by Andrea Mainini for 2-4 
players, ages 8+; players represent tribes in 
the early days of mankind and evolve their 
tribe, that is, humanity, beginning in Africa 
and spreading all over the planet, scoring 
for items, hunting grounds as well as discov-
eries of territories and technologies.
For Corto by Sebastien Pauchon and Lau-

rent Escoffier an expansion has been an-
nounced, Corto Les Secret de Venise, in 
cooperation with Ludocom.
Also new and also already produced was 

Desperados by Bruno Cathala and Ludovic 
Maublanc for 2-4 players, ages 4+ - a game 
set in the universe of Dice Town; as a gang 
boss you have the problem that all your 
handymen are doing penalty service in 
prison, so you need to get them out of there 
before you can think about r booty.

Shown as a prototype was Metal Cards 
Adventures by Lionel Borg for 3-6 players, 
ages 13+: In a boundless galaxy courageous 
men and women realize their lives’ ambi-
tions in freedom and exotic surroundings, 
being space pirates on adventure tours.

Based on mechanisms from memory 
games children learn to use a clock and 
tell time and also to do first arithmetic in 
Memo-Time by Gérôme Debelmont for 2-4 
players, ages 5+.

Pont de Rama is a game on travelling on 
Indian subcontinent, designed by Sophie 
Chabanet, using the familiar standard 
mechanisms of rolling dice, moving your 
marker and executing cards; aim of the 
game is to build a bridge from India to Sri 
Lanka.

In the focus of the presentation at the 
booth was of course Koryŏ, nominated for 
As d’Or and already on show in Essen 2013 
and Nuremberg 2014; it is a design of Gun-
Hee Kim for 2-4 players, ages 13+: Set in the 
steam punk universe; you play any number 
of members of one family and try to obtain 
the majority in families of politicians; the 
special abilities of a family are at the dis-
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posal of the player who controls the family.
Announced as a novelty was Minivilles 

by Masao Suganuma for 2-4 players, ages 
7+, a game originally presented at 2013 
as Machi Koro by Japon Brand: You are the 
owner of a company and develop your 
town. Two companies are on display openly 
as “already built” and four landmarks are 
displayed face-down in the status of “under 
construction” in your town. You roll dice, first 
one, and two when the station has been 
built: The corresponding type of company is 
activated and earns you money if you own 
such a company.

In addition to a cross-section of the pro-
gram, two new releases were presented:
Au Loup!, a card game for children, ages 
4+, you need to assist animals to escape the 
wolf.

Boucle d’Or shows the same design as Au 
Loup and is also intended for players of 
ages 4+; you need to spot items in three 
sizes as fast as you can.

In a booth named after one of his games, 
Patrick Quiles presented his game designs 
in the Designer Area: Numbers is a game 
of calculations that can be played in sev-
eral levels of difficulty. Le Mot Commun is a 
game of finding words, based on the cross-
word principle.

Qui est l’assassin de la soirée? is a crime 
game - three male and three female play-
ers must embody six suspects, additional 
players can assist; the suspects act in three 
scenes and can question each other and ac-
cuse each other.

This is a distributor, where - among other 
games, for instance Elemon Games, see 
under Elemon - Farmeroo by Quantuum 
was shown, a Dutch game. Farmeroo! by 
Peter Coolen for 2-4 players, ages 4+: Yet 
once again animals have run away from the 
farm. You roll and move and collect animals; 
whoever collects all six animals and the 

farmer first, wins the game.

Archaelogia - A prototype of a game on 
the topic of excavations, currently a project 
presented on the crowd funding platform 
Ulule.

Origames is a publisher of magazines and 
journals, for instance Lotus Noir and OTK 
for collectible card games, produces games 
under the company logo of Whatz Games 
and is also a publisher for game: Memo 
Wars - A Black Hole disturbs the Galaxy and 
you must save your units with memory and 
diplomacy.

Sabordage - A game with a pirate topic, still 
in early prototye status.
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Another distributor, taking care of a lot of 
small publishers and again showing an im-
pressive cross-section of its range, among 
them new releases from
Helvetia Games - Unita
IF Association - Les Souris Gourmandes
Jeux Opla - Lincoln
Robin Red Games - Magic Cooking
There are also in-house releases:
El Diablo by Laurent Segard for 2 players, 
ages 9+, was shown again, it is a card game 
featuring special cards, 15 is strongest, but 
the Devil can have value 15 and the Chame-
leon allows you to choose a number, and so 
on ….

Octave Dugland by François Marquay for 
3-6 players, ages 8+, is a game of bluff; on 
player embodies Octave and chooses an-
other player for a duel, all other players bid 
cards against Octave.

An educational game on ecology and pro-
tection of the environment, Qui veut sau-
ver la planetète?, adaptable to pupils’ ages 
from 4 years up. 

Two games were presented in prototype 
stages, both designed by Jerôme Poulain 
and Thomas Freard.
Asylum for 2-4 players, ages 12+, is tactical 
miniatures game on a modular board; you 
are a nurse in a lunatic asylum and program 
your action; all characters have special abili-
ties - for instance, one of them can do tele-
kinesis and throws furniture around, which 
is present, by the way, in the shape of en-
chanting miniatures.

Yum Yum features the topic of collecting 
stores for the Queen of Ants, intended for 3 
or 4 players, ages 7+. You play cards against 
Soldier Ants of opposing colonies and cards 
to protect your own. But that is not all, you 
also have to cope with a meddlesome gar-
dener, an automatic watering system and a 
coquettish cow, which all can wreak havoc 
with your best planning.

Games Journal Plato and the Belgian games 
publisher Sit Down! shared a booth as usual. 
Check for game news under SitDown!, from 
Plato there was the latest issue to be had.

This Luxembourg-based company 
cooperates with the role-playing-games 
publisher Éditions sans-Détour; new for 
2014 is the French edition of Praetor by 
NSKN, by Andrei Novac for 2-5 players, ages 
12+: In a resources management game set 
in Southern England you build a town in the 
shadow of Hadrian’s Wall; completed city 
parts deliver resources and you must also 
comply with demands of the Emperor.

A newcomer with two new games: New 
York King by Arnaud Ladagnous for 2-5 
players, ages 13+, picks up the topic of Ma-
fia in America, you are tasked with taking 
control of New York.

Agents Secrets, also designed by Arnaud 
Ladagnous for 6-12 players, ages 10+, picks 
up the topic of Cold War between KGB and 
CIA over taking control of the whole world; 
you complete missions and use double 
agents.
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Le Lièvre & la Tortue will be the third game 
in the Fairy Tale series, intended for 2-5 play-
ers, ages 7+, on the topic of Hare & Tortoise. 
Already published are Baba Yaga and Les 
Trois Petits Cochons, both in a very beauti-
ful bookcase box.

Ready to Rock by Tommaso Bonetti for 3-9 
players, ages 14+, was also shown in Cannes 
after Modena and Essen 2013. 
It is card game on the topic of a rock 
concert, illustrated with pictures taken at 
real concerts. After preparing the display 
and your decision for the starting ticked 
you draw one card per turn and have two 
actions; playing of a card is one action: You 
get your rocker to the stage along path 
cards, cards that you stepped on are turned 
over. Wall cards block paths. 

Repos presented yet again the games al-
ready shown in Essen, Concept for 4-12 
players, ages 10+, by Gaëtan Beaujannot 

and Alain Rivollet: In this game of associa-
tion you explain terms by combining picto-
grams; in teams of two you choose a term, 
discuss it and place markers on the selected 
pictograms; color markers allow for sub-
categories.

Magic Cooking by Ivy Colin, Pascal Bouch-
er and Pak Cormier for 2-6 players, ages 6+: 
Queen Gourmandine VI. reigns in a realm 
of gastronomers; in an annual competition 
magicians rival to create the best recipe out 
of given ingredients. Distributor: Paille

The Belgian company did not have a new 
game to present, on show at the booth 
were Sushi dice, already shown in Cannes 
2013 and the Essen release 2013, Rockwell. 
Rockwell by Bruno Crépeault for 2-4 play-
ers, ages 14+: Rockwell tests the quality of 
acquired companies by tasking them to 
drill down to the Earth’s core. An auction for 
turn order and placement of vice presidents 
on the phase board are followed by Phase I 
including insurance, drilling, extracting and 

mine shaft, Phase II including buying and 
selling, and Phase III, dedicated to improv-
ing operations. 
Sushi Dice by Henri Kermarrec is a dice 
game for 2 players, ages 7+, still in the an-
nouncement stage; players roll dice simul-
taneously. Dice represent Sushi ingredients, 
for certain results you can interfere with the 
rolls of other players, make them re-roll and 
take away their ingredients. 

Politico was developed by a group of stu-
dents due to the initiative of and based on 
an idea by Grégory Bardies and Yan Gras-
selli; players should achieve a joint goal in 
relation to national politics and social chal-
lenges. You debate and make decisions 
while trying to achieve correlation with 
your secret personal goals.

There were a few new releases at this booth, 
too:
Gruyère Party is published in the range of 
Travel games, featuring magnetic parts; you 
place cheese parts onto the board and must 
keep the mice holes open.
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Le Dédale comes in several levels of diffi-
culties like all Smart games, this game fea-
tures even five of them, new is the Wizard 
level; there are two different mechanisms of 
setting puzzles and solving them.

Quadrillion - yet another variant of the 
placement games featuring pieces made 
up from colored marbles, this time you 
place them in four square boards featuring 
16 bowls each.

As in Essen and Nuremberg the first pre-
sentation at Cannes featured Splendor by 
Mark André for 2-4 players, ages 10+: Rich 
gem merchants in Renaissance times want 
to acquire favors from nobility and pres-
tige - to this goal they use gold for mines, 
means of transport and craftsmen and cre-
ate jewelry from raw gems. Distributed by 
Asmodee.

Star Master by Jacques Barbier and Fran-
çois Allaigre is an abstract placement game 
for 1-6 players, ages 5+; you have one min-
ute to look at and memorize 9 colored piec-
es, which are then turned over to hide their 

colors; you roll dice and must find the color; 
if you manage this you get the piece and 
win if you have collected six pieces.

One more booth named for the game that 
is presented: Super Gentil - Designer Je-
rome Setton calls it a kind of Monopoly of 
Love, in this roll & move game with events 
on emotions you win with the help of other 
players.

Distributed by iello and offering two new 
releases:
Nuit du Grand Poulpe by Frédéric Morard 
for 3-5 players, ages 7+, is a game on de-
duction, negotiation and frisson. The Great 
Octopus of cosmic-godlike powers was im-
prisoned at the bottom of the sea; players 
are the Chosen Ones of his cult and must 

achieve his release.
Tralalaa by Frédéric Morard for 3-11 players, 
ages 7+; you create a text for your song and 
then sing the song in the music genre of 
your choice.

New for 2014 in the range of La collection 
Petits Bleus is Même pas Peur for 2-4 play-
ers, ages 6+, a cooperative game to save the 
kingdom and a revised edition of “Jeu de 
Bataille”.

Comptoir des Antilles by Olivier Pauwels 
for 3-4 players, ages 12+, was already pub-
lished in 2012, it is a game on trading rum, 
cloth and perfumes.

Then there is a new edition of Flouk, the 
card game by Robin Entreinger for 3-6 
players, ages 9+, on the topic of aliens with 
different abilities who want to survive and 
send a delegation to Earth.

A new edition, too, is published for Maka 
Bana by François Haffner, for 3-6 players, 
ages 10+. The game was published in 2003 
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by Tilsit, you need to construct huts on the 
beach to accommodate tourists.

Escape: Fighting for Freedom for 1-6 
players, ages 12+, by Mohamed Ait-Mehdi, 
Mélanie Marlier, Thibault Sarels and Fabrice 
Tran is set in a post-apocalyptic universe in 
which artificial intelligences guarantee the 
well-being of mankind; maybe a bit too 
well, some humans rebel and the result is a 
confrontation between humans and robots.

The games already presented in 2013 were 
shown once again this year:
Pascal Bernard is the designer of Le petit 
Nicolas for 2-4 players, ages 8+, you com-
pete for marbles; if you are first to acquire 
10 of them, you win.

The same designer created Lulu Vrou-
mette for 2-6 players, ages 5-10, a move-
ment game over obstacles. If you go fast, 
you take risks. On the way you collect items 
which help or hinder you.

Guardians Chronicles - a miniatures game 
for 2-5 players, ages 14+, by Frédéric Con-
dette tells the story of Liberty Patrol, an al-
liance of courageous and famous heroes. 
In this episode Sergeant Freedom, Super 
Nova, GoldenBoy and AdamSpell put a 
halt to the sinister plans of Professor Skarov 
which results in a front page/reports in 
Guardian’s Chronicles on those heroic ef-
forts; those reports decide the winner.

Not new, but new in Cannes, offering toys 
and also a fun mixture of toy and dexterity 
game, called “Jeu du Guillaume Tell” where 
you take shots at the apple on Tell’s head.

Present in Cannes again in 2014, the pub-
lisher presents an abstract placement game 
of the same name as the company: United 
Square by Julien Selz is played on an area 
of squares, where you place squares divided 

into triangles of different color next to each 
other to form colored squares.

Vendée Globe is a prototype on a game on 
the topic of boat races around the globe, 
and based on an internet game on Virtual 
Regatta, for 2-8 players and designed by 
Benoit Rioux, boat movement is orthogo-
nal, questions introduce events.

As many other companies WDK was exhib-
iting again and exhibiting again a series of 
very colorful packages, all featuring the 
same title - Dés Dingues - and all with the 
same content, that is, colored dice; the dif-
ference is in the number of dice in a pack-
age; depending on the number of players 
the packages hold a different number of 
dice in a different number of colors, for in-
stance 12 dice in five colors for 2-5 players; 
you use those dice to roll pre-set configura-
tions in relation to a level of difficulty and as 
quickly as you can..

Following the Super Terrorists, introduced 
in 2013, there are this year Bomber Aliens 
by Kevin Cynique and Julien Delin for 2-5 
players, ages 12+: As the commander of an 
Alien army you should conquer Earth for 
your race.
Supergladiators TV Show by Julien De-
lin - there are humans commanding super 

Taban 
Miniatures

Tactic

The Red Joker

Toyman

United Square

Vendée Globe

WDK Groupe

What a Wonderful 
World Editions



WIN The Games Journal now also available as eBook!
For all information on that check our website.www.gamesjournal.at 27ISSUE 462 / FEBRUARY 2014

OUR REPORTtFESTIVAL INTERNATIONAL DES JEUX CANNES 2014

powers in this world. In this scenario - the 
publisher calls it Y Men in Hunger Games - 
they must confront each other in an arena 
and must be the only one to survive - each 
player can create his own character, that is, 
choose his individual combination of super 
powers.

Play me by Aldébaran Geneste - In the 
universe of Alice in Wonderland you imper-
sonate one of six characters; each of them 
commands two sides, a fairy-tale one and a 
crazy one, including the respective advan-
tages or handicaps; dice that you roll can 
advance your character, block opponents 
or free your character.

In its third run of presentation at Cannes the 
game has not really changed - in Yohoho 
by Philippe Matharel you are still playing 
a confrontation of two players in the guise 
of two fleets. You want to get your own ad-
miral to the opposing base line or imprison 
the opposing admiral.

Ystari is announcing for spring 2014 two 
French editions of games published in 
other languages for Essen 2014, Concordia 
for the end of March and and Francis Drake 
for end of May.
Concordia for 2-5 players, ages 12+ by Mac 
Gerdts: The development game with the 
topic of ancient Roman empire, more ex-
actly a resources management game, was 
already presented as a prototype last year, 
then called Oppida: Cities of the Roman 
Empire. Each player holds an identical set 
of cards and acquires additional cards to 
choose actions or create victory points.

Francis Drake by Peter Hawes for 3-5 play-
ers, ages 14+: In the guise of Francis Drake 
you try in 1572 to equip ships for an expe-
dition into the Spanish Main and to be the 
first to arrive there. You decide on crew, 
commodities for trade, supplies and means 
to finance the journey.
Two prototypes are also mentioned, Space 
Squadron (working title) for two players on 
confrontation in space and Witness, a small 
game of communication for four players, 
featuring stories about policemen.

The company was named for the game, 
Z or Alive: First Impact, by Hervé 
Sagner for players ages 14+, featuring a 
topic of zombies and mutants; you play 
cooperatively in teams or by yourself. Aim 
of the game is of course to avoid infections 
and turning zombie.

Zing Zooong is a version of table tennis, 
by Chris Oven, played on a roughly square 
board looking like a guitar, featuring four 
holes and irregular borders; this board is 
available in different styles.

Another year, another presentation for the 
company; new on show was Quickly by An-
drea and Jean-Luc Renaud for 2-5 players, 
ages 6+. All play together; two cards featur-
ing five objects in different colors are dis-
played; one card shows an object in a circle 
and you must know quickly put a finger on 
the color card corresponding to the color of 
this object on the other card.

We have reached the end of our walk 
around the hall, we have again seen lots of 
promising thins and are waiting to see how 
many of those prototypes will be published. 
We have already made our reservations for 
Festival International des Jeux Cannes 2015 
- Au revoir and à bientôt!
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„Ey Günni, sit down at the table, there’s 
something for you! You went down the 
shaft yourself in your time as a miner in 
Ruhrpott!” A sentence like this or a similar 
one could be the introduction to a game of 
„Glück Auf“, at least when one is a child of 
the Ruhrgebiet as I am. And therefore the 
new creation of the Kramer/Kiesling dream 

team was a must on my agenda. It does re-
vive memories of the good old times, when 
in our region mining was flourishing, till to-
day old shafts, miners’ communities and pit-
head frames bear witness to the once-up-
on-a-time most important economic source 
of Ruhrgebiet. So let us travel back into Es-
sen in the late 19th century, when coal was 

still dirty and life of miners was dangerous. 
If they really did mine coal cubes of differ-
ent colors is really difficult to imagine, but 
we will store this under poetical freedom 
of the designer duo. Otherwise story and 
graphical design fit together excellently, the 
mechanisms of the game introduce them-
selves harmonically without giving off a 
forced feeling. So, what are we looking at?

Place miners
Core element of the game for up to four 
mine owners is a classic worker placement 
mechanism on a nice and small board. Or, 
to explain it to Günni: “You put your dollies 
on the board and they can do something 

DOWN THE SHAFT!

GLÜCK AUF
PLAYFUL HOMMAGE TO RUHRGEBIET
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Full marks, and that not only due to emotional reasons - 
being a child of the Ruhrgebiet, Glück auf would have been 
a must for me anyway, but as a game by itself it is very 
harmonious and sold, which lots of stimulative character, 
despite not being full of innovative elements.

Stefan Olschewski

there”. What they can do there exactly is de-
termined by the spots where you can place 
them, and their use is cleverly resolved: No 
area is ever blocked, but if you are the first 
one there you secure the action for yourself 
with only one miner; if you want to access 
the spot later you must place at least one 
pawn more than there are already on the 
board.

Miners that have done their job wander 
straight to the canteen, where they await 
their assignment in a later round and look 
after their stomachs in the meantime. If you 
save workers you potentially have more 
turns than other players, before the first of 
three so-called shift scorings happens.

Each player has his own pit frame plus shaft 
beneath it, which is carrying a mobile pit 
cage mining basket which is invested with 
an immense stimulative nature and which 
offers a first-class simulation of below-
ground coal mining. Or to let Günni tell us “ 
Man, that’s like being slaving away yourself 
down there!”

But before we can really start mining we 
need something to mine, and that’s what 
the placement squares on the board are 
there for, until the command of “Down the 
shaft” is given.
First, there are the tunnels or lorries filled 
with coal, up to eight are laid out, depend-
ing on the number of players, and which 
can be acquired by worker placement and 
payment of money. Those lorries are placed 
instantly into your own shaft, on the level 
determined by the color of the coal cubes 
and either to the left or the right of the pit 
cage, decided by the lorry/tunnel tile be-
ing equipped with lamps or being left in 
darkness. If you do not want to do some-
thing or cannot do something because you 
are hit by the rather permanent scarcity of 
money puts his worker into the bank and is 
consoled with one Mark. On the bank spot 
there is no limit to the number of workers.
If you expect more money than one Mark 
you can place your worker also onto a mon-
ey square, the one with the highest value 
provides you instantly with six Marks.

Mined and delivered
This bunch of efforts if employed to fill or-
ders which are the second central element 
in „Glück Auf“ and earn you victory points, 
the usual means to decide the outcome 

of the game. Those orders can also be ac-
quired, in addition to those that we were 
given at the start of the game - from the 
board by payment and are then placed next 
to your shaft to be filled. You need to pay 
close attention to the individual elements of 
the order cards, because they not only tell 
you how many coal cubes in which color 
you need to fill the order but also which 
which means of transport the cubes must 
be employed to transport the coal for de-
livery. Be it barrow, carriage, Motorcar or 
Engine - all is possibly in theory. If you then 
have what you need in your shaft you finally 
can set about to mine.

This point in the game is the most fun, be-
cause if you own a mining square, aka “pit 
square”, you can really dig in: Depending on 
the value of this square you are allocated a 
certain number of action points, which you 
can use for movement of the pit cage, for 
loading and unloading of coal and to place 
coal on the order cards. Thus for instance 
your pit cage moves down three levels, 
loads two cubes, goes up one level, loads 
another cube into the cage and stores the 
cubes on the surface either in an interim 
storage space or on an order. This move-
ment using action points reminds me a little 
bit of “Tikal”, but has been integrated very 
neatly, seamlessly and harmonious without 
providing a game within a game.

As it would be boring to simply hand in 
order cards filled with coal, you have to ac-
quire a permit for this on the central board 
by using one or more of your miners plus 
money - and then you are still restricted to 
a certain means of transport. If you are only 
able to deliver with carriages must leave 
completely filled orders that can only be 
used with lorries to stew at the side of the 
pit.

 „Man, that’s complicated, man” - well, yes, 
but only in a provisory way, as all elements 
fit harmoniously together, the worker place-
ment system as the main mechanism is 
quickly grasped and there seems to be no 
clear winning strategy, which in turn always 
provides a close head-to-head race with-
out the drawback of a small mistake at the 
beginning ruining your chances to win the 
game.
Another extra mile is provided by the three 
“shift” scorings which happen when no-
body can place workers any more. With 
each round more aspects are incorporated 
in the scorings. While you only score points 
for most deposit spots in the respective coal 
colors on filled orders, you later score for 
majorities in means of transports used and 
finally for empty lorries in the tunnels. This 
is very near to a Knizia-esc effect, but works 

excellently.
Oh, yes: At the end there are a few victory 
points available for left-over money and un-
mined coal cubes, while incomplete orders 
and imbalances of tunnel/lorry tiles earn 
you penalties. And the game ends and you 
win with most points.

Resume
Thrillingly, „Glück auf“ provides more than 
the sum of its individual elements. Players 
who at the start could not make much out 
of the topic or the basic idea were more 
or less enchanted after the first games. 
Despite the limitation of interaction to the 
worker placement part on the main board 
you are always fully involved, keeping track 
of who mines which cubes when and gets 
them out of the shaft to surface and of who 
might try to follow which strategy. In addi-
tion, a turn is done quickly and a game nev-
er takes more than 90 minutes, so that there 
is never boredom or a phase of running idle 
- a decided quality mark for a tactical strate-
gy game that practically works without any 
element of chance!
The works excellently with any number of 
players and is simply fun - or, to leave the 
last word to Günni “Hey, man, that’s really 
swell!” 

Stefan Olschewski

INFORMATION
Designer: W. Kramer, M. Kiesling
Artist: Dennis Lohausen
Price: ca. 35 Euro
Publisher: eggertspiele/Pegasus 13
www.pegasus.de

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

Comments: 
Topic harmoniously implemented * Mecha-
nisms fit together marvelously * Graphics 
are wonderfully supportive to topic and 
mechanisms

Compares to:
Various worker placement games

Other editions:
Gigamic, Lacerta, Ludonova, R & R Games
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The journey to the Lonely Mountain which 
Bilbo has begun in the company of 13 
dwarves and Gandalf, is continuing. The fel-
lowship faces new challenges and dangers. 
The greatest danger of all is Dragon Smaug 
who is guarding the Lonely Mountain and 
the treasure of the dwarves. This story is not 
only the topic of a film of the same name, 
but also of a board game.
To be able to begin the journey you place 
the board on the table and each player 
chooses two dwarves of one color. Those 
two dwarves, together with those of all 
other players and with Bilbo and ring, are 
placed at the start. Gandalfs journey begins 
on another path, so that he begins also on 
another starting position.

Together with his dwarves a player receives 
four movement cards of the same color 

which he uses to move his dwarves in the 
course of the game, from one square to the 
next. At the start of the game those move-
ment cards are displayed openly on the 
table. The remaining cards are sorted by 
symbols on their back sides and you remove 
cards that cannot be used if you play with 
two or three playes. Then you shuffle the 
stacks separately and put them face-down 
on their positions on the board. From the 
stack showing the Beorns house symbol 
each player is given three cards, if there are 
cards appearing with a red background 
these cards must be instantly implemented 
and players draw replacement cards.

The oldest player at the table is given Tho-
rins Key and is the starting player, we play in 
clock-wise direction. For movement on the 
board you use your movement cards. The 

Bilbo marker is moved by all participating 
players by playing of cards from their hand. 
When dwarves end their movement on a 
spot marked as adventure spot there will be 

conflict. In order to win those conflicts you 
need cards showing dwarves or allies. Gan-
dalf, too, can support the group when his 
marker is next to the group on the board.

In accordance with the book Thorins Key is 
used to open up the path into Erebor Moun-
tain. On the path on the board a key spot is 
pictured. All characters can only move thus 
far until the player holding the Key card has 
arrived - now all characters can move - the 
door has to be opened to enable players to 
reach their journey’s destination.

When it is your turn to play, you implement 
a number of actions in this order: First you 
use on of your movement cards to move 
one of your own dwarves. Then you can 

THE JOURNEY CONTINUES

DER HOBBIT SMAUGS EINÖDE
AND IS FULL OF DANGERS

A challenge for communication between and cooperation 
among players, this game cannot be won with lone 
warriors!

Isabella Schranz
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play as many cards from your hand as you 
like. You can also exchange cards with other 
players. At the end of the turn you draw two 
cards; this drawing of cards indicates that 
the turn passes to the next player.

You have four different movement cards of 
different values on the table that enable you 
to move one of your dwarves. You choose a 
card and advance one of your dwarves the 
corresponding number of steps. Then you 
turn the card upside down to indicate that 
it has been used. This feature is very impor-
tant, because you can only use that card 
again when all movement cards have been 
used, turned over and then turned back 
face-up again. If you forget this you might 
get muddled up, which has happened sev-
eral times and we found it not easy to re-
construct the sequence of movements.

The movement card of value Three is a spe-
cial card. You can use it to move your dwarf 
and another character, this character can be 
Bilbo or the dwarf of another player. Both 
characters can be advanced a maximum 
of three steps. When using the movement 
card showing values 1 to 3 you can decide 
which value you want to use to advance 
your character.

When one of your characters ends up on an 
adventure spot at the end of his movement 
you must immediately draw and reveal the 
top adventure card from the stack corre-
sponding to the area and implement its in-
structions. This goes for dwarves as well as 
for Bilbo while he is not wearing the ring. In 
the course of the game it can happen that 
characters must move backwards; in such 
cases the adventure spots where the might 
end up are not considered to be adventure 
spots.

When the adventure card you drew shows 
an opponent you must fight him. To win 
against the opponent you must play one 
or several dwarf or allies cards which in 
sum equal the combat value of the oppo-
nent’s card. When Gandalf is present, you 
may double the value of one of your com-
bat cards. Would you manage in this way 
to defeat your opponent, the card is taken 
out of play. If you lost the conflict you might 
have to move back 10 steps, but with a little 
luck when rolling dice you may be able to 
reduce this number. The rule that there can 
only be a maximum number of two charac-
ters on any given spot is valid when moving 
forward as well as when moving backwards. 
Should your target spot be occupied by two 
characters you jump over it. Two characters 
on a spot fight jointly against an opponent.

If an opponent card was not defeated to put 

it back, open-faced, on the adventure deck. 
The next player who is forced to move onto 
an adventure spot of the corresponding 
area must fight this opponent again and try 
to defeat him. The only advantage for any 
player in such a situation is that you know 
the strength of your opponent in advance.
The only problem in fighting is that some 
of the opponents are very strong and that 
dwarves or allies that fight alongside are not 
really strong at all. In most cases you have to 
fight those creatures alone. The first oppo-
nents are a bit easier to defeat because you 
hold more cards, but the more often you 
have to fight the fewer cards you hold, de-
spite drawing two cards at the end of each 
turn.

Again, this is really quite some problem, as 
dwarves and allies are really weak. In or-
der to defeat an opponent you must use 
a lot of those cards, which in turn results 
in your having even fewer cards for the 
next fight. Of course, it is obviously easier 
when you fight in teams of two as you can 
choose which cards you use together. But 
to achieve this advantage you would have 
to play solely with the intention that always 
two characters of two players are together 
on a spot and that takes a lot of cooperation, 
communication and coordination.

If you do not realize those consequences in 
your first game it can happen very quickly 
that you have lost the game. You must al-
ways keep in mind that you are playing a 
cooperative game, which is essential in con-
flicts.

When you have finished your movement 
phase you can play as many cards from your 
hand as you want. The cards depict what 
you can do with them. You can also swap 
cards with other players, but keep in mind 
that swapping cards with another player 
costs this player two cards which he must 
discard unused.
In order to win the game for the fellowship 
players must reach the finish spot with at 
least one character. It is important that each 
player can move one of his two pieces onto 
the finish when he has crossed the dwarf 
rune with his second dwarf - unless he was 
defeated by the dragon.

As this is a cooperative game, the game 
ends when each player has reached the 
finish with at least one dwarf and Bilbo is 
also present at the finish, he does not have 
to wear the ring. If this situation happens, 
all players have won together with Bilbo 
and the dwarves. All have lost the game 
when Smaug reaches the Dragon Spot of 
Esgaroth or when Bilbo, not carrying the 
ring, was defeated by the Dragon or when 

both dwarves of a player were defeated by 
Smaug.

As already mentioned, Smaugs Einöde is a 
cooperative game, albeit in my opinion a 
very imbalanced one. There are many more 
ways and possibilities to lose the game than 
to win the game. It is, in any case, very im-
portant that players talk freely about their 
actions and intentions. In my opinion, the 
key to win the game is communication.

The rules are written a bit complicatedly, 
more simple phrases would have been bet-
ter. I noted especially that the important 
parts, which, at least in my opinion, should 
be together in the explanations, are un-
fortunately placed in different parts of the 
rules. If you have problems with some part 
of the rules you must search actively for 
those bits. A small problem, but a problem, 
because those ambiguities spoil the game 
for an inexperienced player. You must give 
the game some time and put some effort 
into it, but for some this will be too much 
work and therefore some clearly formulated 
rules would be of assistance.
All in all, as a sequel to “Der Hobbit Eine Un-
erwartete Reise” the game is well-made and 
fits seamlessly with its predecessor. 

Isabella Schranz

INFORMATION
Designer: Andreas Schmidt
Artist: Pohl & Rick, Bernd Wagenfeld
Price: ca. 25 Euro
Publisher: Kosmos 2013
www.kosmos.de

Cooperative, events
Users: With friends
Version: de
Rules: de
In-game text: yes

Comments: 
Cooperation and communication are essen-
tial * Flow of the game is unbalanced * Rules 
are not well-formulated * Not easy to win

Compares to:
Der Hobbit Eine Unerwartete Reise and, as 
to topic, all games featuring The Hobbit

Other editions:
Announced from Devir, Hobby World, Kaissa
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In the late 70ties the selection among pos-
sible decisions was as yet rather straight-
forward - Asterix or Mickey Mouse, Abba 
or Kiss, Diplomacy or Risk, Strawberry or 
Blueberry yoghurt? Since the millennium 
there is in the genre of board games, too, 
an unmanageable and confusing output 
of ideas, versions and implementations. A 
milestone and a beacon in the decade after 
the Millennium - and until today - was sure-
ly Caylus (and until today nobody seems 
to be really sure about how to pronounce 
this title correctly), even if the worker place-
ment mechanism that reached a first peak 
in Caylus was not invented for this game 
(it is said that Keydom, also known as Mor-
genland from Hans im Glück in 2000, was at 
least a co-founder).

After roughly a decade worker placement 
games most and foremost cause a huge 
yawn, albeit some games, like „TZOLK’IN“ 
(Daniele Tascini and Simone Luciani; Hei-
delberger Spieleverlag/Czech Games Edi-
tion), „Keyflower“ (Sebastian Bleasdale 
and Richard Breese; R&D Games/Huch) 
und „Bora Bora“ (Stefan Feld; alea/Ravens-
burger), have enriched the genre recently 
with some nicely done and innovative de-
tail mechanisms. And at the moment even 
„Russian Railroads“ (Helmut Ohley und Le-
onhard Orgler; Hans im Glück) meets with 
general approval, despite a concentration 
of the mechanisms in this game mainly on 
pure worker placement.

After “Caylus” (2005) William Attia created 
some attention with the card game version 
of the game, „Caylus Magna Carta“, the two 
word games created by him, “Djam” (featur-
ing letter dice) and “Tai Chi Chuan“ (using 
letter cards) did not really get lots of atten-
tion outside France. So that Spyrium could 
be called the second “real” game of William 
Attia, and it again uses the mechanism 
of worker placement as integral part. The 
worker placement mechanism is supple-
mented with an ingenious auction mecha-
nism that was first used by Stefan Feld in 
“Die Speicherstadt” (2010), where players 
place their worker markers in turn next to 
the desired offers, represented by cards. 
The respective first-in-line has the first right 
to buy, but would have to pay an amount 
equal to the total number of workers in the 
waiting queue. If that is or seems too ex-
pensive to you, you can deny and the sec-

ond-in-line can buy, the price for him is one 
coin less. And so on, until maybe the last in 
line can buy for one coin only, albeit only if 
that last-in-line was not intended purely for 
pushing the cost up for the other players.

In “Spyrium” the nine cards for each of the 
rounds are, contrary to “Die Speicherstadt”, 
not laid out next to each other, but in a rect-
angular grid of three times three cards, so 
that all players always place their workers 
between two cards. In this way you can ex-
press your potential interest in two cards at 
the same time, and this choice between two 
cards remains valid until someone else buys 
up one of those cards. Here, too, buying a 
card is the more expensive the more work-
ers are placed next to this card. And due to 
the grid arrangement for the cards you can 
push up the cost for a certain card by place-
ment of workers on two to four different 
positions. Instead of buying a card from the 
grid you can now use a worker marker also 
to bring home as many coins as there are 
workers in total placed around a card.

This mechanisms enhances the drama and 
dilemma of speculation and decision-mak-
ing in a very elegant way: If I really want 
to acquire a certain card, I must of course 
place at least one worker next to the card. 
But I can place a worker next to this card 
even if I not want to buy the card at all, but 
rather the card next to it, which seemingly 
or hopefully is of no particular interest to an-
other player. A nice side effect is that in this 
way the card becomes more expensive for 
the other player. Or I only place my worker 
there because I want to use him to generate 
money. As money is a very scarce commod-
ity in the game, as a consequence a congre-
gation of workers at a card of course results 
in additional worker placement there, as of 
course, the others also want to benefit from 
the respective additional income. 

And the poor guy who really wants to ac-
quire the card can only gamble on the fact 
that the others will probably all retreat with 
the money and that he will get the card for 
the basic price and might as well bide his 
time. Or he buys it instantly and expensively 
but is sure to acquire it! And, furthermore, 
with a quick buy one can aggravate one’s 
fellow players - remaining workers might, 
should both adjacent cards be bought up 
quickly, end up with nothing at all and must 

be taken back without card and without 
money.

Another very elegant and nice idea is that - 
contrary to many other games - all players 
do place their markers first and that then, in-
stantly or later, the respective functions are 
used for all workers in the same sequence, 
but that placement of workers and buy or 

use of cards take place in two phases of 
each round that follow each other. Dur-
ing those phases a player, propelled by his 
personal tactical decision, can decide to 
enter into the second phase early, because 
he might want to buy a specific card very 
quickly. Of course, the fear to lose a certain 
card will not result in leaving several work-
ers unemployed, but you might risk this 
“deficit” and leave one worker unemployed. 
Furthermore, the number of workers of 
other players does not raise evenly, so that 
the advantage of enhanced and improved 
choices due to a bigger work force is cou-
pled to the disadvantage of late entry into 
Phase 2. 

Furthermore, many of the cards that were 
acquired in previous rounds offer exclusive 
placement spots for remaining workers, 
which also only come to bear in the second 
phase, which is another reason for some 
players to feel earlier that the do not want 
to or are not able to rely on the general dis-
play of the round. So, as another fact in your 
decisions arises the question if you want to 
enlarge or improve your own display or 
would rather want to use cards that you 
have already acquired.

That was is for the moment on the essen-
tial mechanisms of the game; and what is 
the goal in „Spyrium“? Well, basically “only” 
to acquire victory points. The means for 
that purpose is the name-giving, fictitious 
green mineral that is sold for victory point. 
This is also the purpose of most of the 
cards: To produce Spyrium or to convert 
Spyrium into victory points, whereby the 
conversion ratio is improved by later cards 
in the game. To avoid that you sit on your 
store of Spyrium until close to the end to 
convert it at the best possible exchange 
rate, you are rewarded for reaching eight 
or twenty victory points with an additional 
worker or - once only - with five coins. Ad-
ditional workers can also be bought with 

MAKE A DECISION!

SPYRIUM
THE SECOND COUP!

Yet again a well-done example for a worker placement 
game by the designer of Caylus. The very clear structure of 
the game guarantees a quick (re)-entry into a game that 
features en excellently integrated price-rigging and income 
mechanism and that can fortunately also be played by 
five people.

Harald Schatzl
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other cards, and there is also a type of card 
that increases your one status on the fixed-
income track.

A completely different, second category of 
cards are the so-called “Patents” - there are 
seven different ones. Those patents not only 
offer an exclusive advantage for the rest of 
the game, but also an order that you have to 
fulfill and which, if completed, can be worth 
up to seven victory points at the end of the 
game. At this point, the respective bonuses 
and conditions for acquiring them do not 
seem completely balanced, albeit the basic 
price for all those cards being always the 
same - so that it is left to all players not only 
to grudge such a bargain buy to another 
player, but to take active counter-measures 
by enhancing the price for it. There is also no 
balancing element or taking into account of 
the fact that, in case of four or five players in 
the game, not everyone will have the same 
number of opportunities to function as the 
starting player of the round. 

As a third card category there are the “Spe-
cialists”. Contrary to the other two types of 
cards those specialists are not bought, but 
remain in place in the general display until 
the end of the round. Then all their func-
tions can be used by all of the players, ba-
sically also several times, but the price for 
this is again the higher the more additional 
workers are still in place next to the respec-
tive specialist.

In a game of three players, and even more 
clearly in a game of two players, the general 
scarcity of money is rather painfully evident, 
as it is not really possible with those num-
bers to create substantial amounts of mon-
ey by placing workers and the rise in fixed 
income does not seem to relate in any way 
at all to the expenditure that is necessary. 
As the card display of nine cards per round 
is independent of the number of players in 
the game, you must discard a lot more than 
in a game with four or five players. On the 
advantageous side, in a game of two and 
three you are not as much in each other’s 
way when buying cards than in a game of 
four and five; in those cases you must take 
good care that no frustrating starvation of 
one of your workers happens in the general 
display, thus causing loss of an action. 

Surprisingly, you can, in a game of two play-
ers, create amounts of victory points that 
are absolutely comparable to a game with 
more players. It probably might cause no 
difficulties to double the fixed income rates 
at the start of a round, at least in a game 
for two and three players. You would not 
be rolling in money when doubling the in-
come, but you would be a bit freer in your 

decisions.

As in a game not all cards come into play 
and those that come into it do come in vary-
ing order, some, albeit to a lot, of variation 
is provided. Noticeably more necessary is 
the adaption of your own tactics due to the 
order in which the event cards appear that 
change in each round. And in relation to this, 
too, you should not underrate the acquisi-
tion of patents cards, as you not only want 
to use the advantage provided by them, 
but also want to generate the extra victory 
points. But I must state that “Spyrium” can-
not score due to an always different and 
new game experience or the possibility to 
try completely different strategies. It does, 
rather, draw on the very high interaction 
among players and the different ways they 
do play which also have a strong reciprocal 
influence on the respective tactics. 

Juxtaposed to the a little dry atmosphere - 
due to the lack of a “real” game board and 
the rather abstract use of Spyrium - is the 
huge positive effect that players enter rela-
tive quickly into the game due to the rela-
tively small effort necessary for the rules and 
due to the easily understood symbols on 
the cards.

Even a later re-play does not demand the 
effort to painstakingly call to mind details 
from the rules, the re-entry into the game 
play is without real problems. What you 
might have to check again are the func-
tions of the patents and of the event cards. 
To newcomers to the game the entry is 
easy, too, the uncomplicated concepts are 
quickly explained and newbies have the 
same chances to win as players that are al-
ready familiar with “Spyrium”. But that does 
not mean that the rules are well-written, un-
fortunately they are even written a bit circu-
itously, probably you will have read through 
them at least twice before your first game. 

Card graphics and other illustrations come 
across a bit dire and drab, but go rather 
well with the background story of an indus-
trial age in Victorian England. On the board, 
which is only used for marking your victory 
points, already acquired, and your fixed in-
come, there is a short version of the rules, 
which is of less intuitive design; the back-
sides of the cards, too, do not have lots of 
graphical “presence”.

A basic characteristic of most worker place-
ment game is also noticeably a little bit in 
“Spyrium”: Longer waiting times until all 
players have decided on placement of their 
workers. Nearly all cards and choices for 
placement seem to be important and inter-
esting; one wants to have everything and 

this makes decisions on which advantages 
should be given priority not easy at all, 
also due to the fact that you need to avoid 
certain mistakes, which one, all the same, 
tends to repeat: For instance the intention 
to buy a card and then the realizing that you 
do not have enough money to act on this 
intention; or that you make cards unneces-
sarily expensive for yourself by placing too 
many of your workers in adjacent position, 
or the placement of all your workers into the 
general display grid instead of leaving some 
of them free for putting to use your already 
acquired cards in Phase 2; or - believing that 
one has got the hang of it - reserving work-
ers for Phase 2 despite acquiring an addi-
tional worker by buying a card or winning 
a bonus, and so on, and so on, and so on….. 

Some pondering, some ruminations, some 
optimization and some nitpicking, hair-
splitting and counting of coins is definitely 
necessary before placing your worker in 
order to avoid being your own worst oppo-
nent in “Spyrium” in the end; the players will 
provide enough opposition. The merrier the 
outcome when the decisions taking at long 
last were the right ones, after all or notwith-
standing! 

Harald Schatzl
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Introduction

MADEIRA is a complex game for expert 
players based on the development of the 
island with the same name, discovered by 
the Portuguese Explorers in the 15th Centu-
ry and developed step by step by their set-
tlers. The box contains quite a lot of compo-
nents: the Board (720x480 mm) shows the 
main island of Madeira (Portuguese word 
for “Wood”) and the smaller island of Porto 
Santo, located 50 km north East. The playing 
area is divided in Regions (region 1 is Porto 
Santo, Region 2 is the Southern part of Ma-
deira and Region 3 is in the North) and each 
Region has 4 or 5 Fields. Each Field contains 
a symbol to show what is produced there 
(Wheat, Sugar, Wine or Wood): some re-
sources are initially covered by wood tokens 
to simulate the initial situation, but once 
that you used the wood you will discover 
the final resource. Also on the board are de-
picted 5 areas (Cities, City Watch, Wind Mill, 
Colonies and Markets) that we will examine 
later. Around the board we have the usual 
Prestige Points (PP) track.

A smaller board (there are in effect two of 
them called GUILD board: one for the 4 
players game and one for 2/3 players) will 
be used to define each turn order and to 
show the different CROWN requests that 
the players should satisfy to gain PP points. 
It is very important to understand from the 
beginning that you have to pay the highest 
attention possible to this board in order to 
collect the necessary requests at the right 
time: this means that you have also to de-
cide if and when you want to go FIRST. Re-
member that you will win the game only if 
you satisfy the Crown requests so the right 
selection of the Guild Tile at the right mo-
ment is crucial.
 
The other components are ... classic: wood-
en colored meeples for workers, ships and 
markers (3 discs and 3 squares); cardboard 
tiles for the different resources (wood, 
bread, wheat, sugar, wine); cardboard larger 
tiles for the other tasks (Crown Requests, 
Guild Favors and Kings Rewards); cardboard 
round coins (Reals and Pirates) and four 
Characters cards. Finally we get 12 green 
“Guild” dice and 3 black “Pirate” dice (all of 
them are six sided dice showing twice each 
the numbers “1”, “2” and “3”). 

During the Set-Up you fill the different areas 
of the board and then you give to each play-
er his initial resources: 5 “Reals” (the money 
of the game), 4 “Bread” and 1 each of the 
other resources. Then you randomly distrib-
ute the 4 “starting” Crowns Requests (one to 
each player) that are the first objective: they 
also determine the order of the first turn. 

Put one of your round markers on the ap-
propriate turn position and put the other 
two round markers on position 3 of the 
Wind mill (to grant you 3 free Breads to feed 
your workers at the end of the turn) and on 
position “0” of the PP track. Randomly take 
the four Characters (Steward, Guild Master, 
Mayor and Commander) and place them on 
4 of the five buildings depicted on the map.

 
It is time to roll the dice: the 3 black ones are 
placed in the City Watch and the others on 
the four lines of the Guild Board (3 per line). 

In reverse order players now place one of 
their workers in one of the three cities (Por-
to Santo, Funchal and Machico) and two 
other workers in two different areas of the 
islands. Finally 2 workers are placed on the 
City Watch. Each player starts the game with 
those 5 workers on the game board and an-
other 7 workers (plus 6 ships) in Reserve.

Let’s start playing

Each turn has five phases to follow:

Phase A - Each player in turn selects one of 
the four lines of the Guild Board, takes the 
3 green dice and select one of the 5 Crown 
Requests of that line: after turn 1 everybody 
will have two Requests in his hands and his 
strategy for the first turn should be decided 
accordingly, in order to be able to get the 
most PP at the turn’s end. In the following 

turns this move may also change the order: 
the player who select the first row of the 
Guild Board will be the first to play during 
the turn, the one on the second line will be 
second, etc. More on that on the final hint.

Phase B - It is time now to place the dice on 
the characters/buildings areas: novices usu-
ally have some problems in understanding 
how it works so I will be a little longer in my 
explanation.

Each building is connected to one of the 3 
Regions and will allow the players who se-
lected it to perform a special action:

- MOINHO will grant “bread” (2 Breads if you 
have 1-2 workers on that Region, 5 Bread if 
you have 3 or more workers)

- CAPITANIA will allow you to place new “citi-
zens” (your workers) in the cities (1 citizen if 
you have 1-2 workers in the Region, 2 if you 
have 3 or more workers) and to get 1 or 3 PP.

- ALFANDEGA will allow you to place 1-2 
“settlers” in the colonies

- CASA DA COROA will allow you to over-
turn 1-2 used Guild Favors (so they become 
again available)

- FORTALEZA will allow you to place 1-2 “sol-
diers” in the City Watch. 

The correct use of the Buildings’ special ac-
tions will allow you to reach your goals.

 
In every turn four of the five buildings will 
also have a Character randomly placed on 

ISLAND IN THE ATLANTIC OCEAN

MADEIRA
FROM WOOD TO WINE

Madeira is suggested to expert players that like long 
term strategies and do not fear 2-3 hours of tense and 
interactive gaming.

Pietro Cremona
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top (one building will remain empty in each 
turn): the Characters give you the possibil-
ity to perform a harvest action (you collect 1 
resource per worker from the areas that you 
occupy on that Region) OR one of the fol-
lowing special actions:

- The STEWARD allows you to “move” two 
workers on the fields (areas) of the islands: 
you may take new workers from your Re-
serve or you may displace workers already 
on the board (but do not forget that you 
have to feed all your workers at the turn’s 
end)

- The GUILD MASTER allows you to pur-
chase one of the Guild Favors: you simply 
select one of the 12 Favors (4 tiles for each 
city) and pay it with “wood” (2-3-4-5 woods, 
depending on its position on the city). Note 
that when you take a tile you discover two 
new houses in that city.

- The MAYOR allows you to “move” TWO 
workers between the Cities: you may move 
your own workers or the “neutral” workers 
(there are three of them already in place 
since the set-up) or a mix of them. Then you 
collect resources: 2 for each of your work-
ers and 1 for each “neutral” in each towns 
(Bread in Porto Santo; Reals in Funchal; 
Wood in Machico). So if you have, for ex-
ample, 2 colored workers and 1 neutral in 
Funchal you get 5 Reals, etc.

- The COMMANDER allows you to place or 
move up to 2 of your ships: if you takes a 
ship from your reserve you have to pay 1 
wood while moving a ship already on the 
board is free. You select the place where 
you want to send the ships and you pay the 
related cost (in resources). There are 3 Colo-
nies (Azores, Brazil and India) and 3 Markets 
(for wheat, sugar and wine) but only 5 plac-
es available in each zone. 

The first 2 ships in each Colony have to pay 
1 wine (but may immediately collect and 
use one of the two KING REWARDS initially 
available there), the 3rd and 4th must pay 2 
wine and the 5th 3 wines.

The 1st ship in each Market must to pay 1 
resource (wheat in first market, sugar in the 
second or wine in the third) but will get a 
rewards in Reals (3-5-4); the 2nd will pay 2 
resources (getting 6-8-7 Reals) and so on. 
The decision to send ships on Colonies and/
or Markets depends mostly from the Crown 
Requests that you collected. 
 
Are you still with me? OK? So let’s go on ...

HOW IT WORKS 

Now that we know how to use buildings 
and Characters let’s go back to Phase B: in 
turn order each player places ONE DIE on 
one Character and immediately perform 
the related special action (workers, ships, 
etc.) or the harvest action (his choice). He 
also places a square marker in the build-
ing. It is possible to use a Pirate die instead 
(without placing your colored square mark-
er), but you may do this only if you have a 
worker on the City Watch: this worker is then 
send back to your reserve. Sending a pirate 
die allows you to perform only the Charac-
ter bonus action and (mostly) to disturb the 
other players.
 
Dice may be placed in a Region (I mean 
“over” a Character that is connected to a 
Region) only if their numbers (1-2-3) match 
or are higher than that Region’s number (re-
member: Porto Santo is “1” so you may use 
any die, Madeira South is “2” and you may 
use only dice with a “2” or a “3” and the North 
is “3”). Hopefully if you have a low num-
bered die you may still use it in a Region 
with a higher value if you pay the difference 
in “Bread”. So, for example, you may use a die 
“1” in Madeira North paying “2 bread” to the 
bank (so you satisfy the requested “3”).

Each Character may accept a number of dice 
equal to the number of players but never 
more than one black die. (So on a Character 
you may have up to 3 green dice and 1 black 
die or 4 green dice).  

Phase C - It is now time to BUILD: starting 
from building 1 (Moinho) all the players that 
have a square market here may use the re-
lated action, provided that they pay the cost 
of the construction. Each Building has a ba-
sic cost of 10 REALS. All dice present on that 
building are rolled again and the green ones 
are added: their total is subtracted by the 
basic cost and the result is the amount of 
Reals that each player need to pay (if, for ex-
ample, in Moinho we have 3 green dice and 
their total is 7 you should pay only 3 Reals). If 
you pay you are allowed to perform the ac-
tion related to that building (taking bread in 
Moinho, for example): if you cannot or if you 
do not wish to pay you cannot perform that 
action and you also get a penalty of 1 Pirate 
token. If a black die is also present on that 
building his number is added to the 1 Pirate 
basic penalty. (Note also that the black num-
bers are not subtracted by the basic cost of 
each building: so putting a black die on a 
building that you will not use is a really dis-
turbing action against your opponents). 
 
Phase D - In this phase players get some PP 
points and receive goods from the Colonies, 

but they must also pay the maintenance 
cost for their ships and feed their workers. 
In detail:
- The player with most workers of the CITY 
WATCH may get 4 PP if he decides to take 
back one of his men (his worker goes back 
to the player’s reserve and may be used 
again later).
- Each settler on the colonies will get 1 re-
source of the type indicated (wheat from 
The Azores, sugar from Brazil and wine from 
India)
- For each ship on board the player must pay 
1 wood (maintenance)
- For each worker on the board the player 
must pay 1 bread (using also those on the 
Wind Mill)

Phase E - During this phase PP points are 
assigned and some resources of the islands 
may change. In detail:

- On turn I players may collect PP fulfilling 
the conditions of ONE of their two Crown 
Requests (you get one at the set up and one 
from the Guild Board at the beginning of 
the game). 

- On turn II all “convertible” wheat fields be-
comes SUGAR

- On turn III players collect PP fulfilling the 
conditions of TWO Crowns Requests

- On turn IV all “convertible” sugar fields be-
comes WINE

- On turn V players collect PP fulfilling the 
conditions of the last THREE Crowns Re-
quests

Each area has a Resource: some of them are 
covered by wood tiles and become avail-
able only when the wood is completely 
used. Some are called “convertible” because 
they have two drawings (example: wheat/
sugar or sugar/wine). During turns II and IV 
if the convertible spaces are free they must 
be covered by a tile of the “new” type.

The game is won by the player with most PP 
at the game’s end but ... attention: after the 
fifth turn all your resources are converted in 
Reals (1 Real per resource) and every 5 Re-
als give you 1 PP. Unfortunately Pirates are 
an annoying characteristic of this game: the 
player with most Pirate tokens at the end of 
the game will lose 16 PP; the second one 
will lose 8 PP and so on. If you do not have 
Pirates ... you are not affected, of course, so 
pay attention at the “Black flag with a skull”!!!

I do not wish to bore you with a detailed 
list of all the Crown Requests or Guild Fa-
vors or the many “small rules” that must be 
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explained to new players (consider about 
30-40 minutes extra for this task), so I will 
now try to summarize what we noted dur-
ing our test sessions, hoping that they will 
be of some help to better understand this 
interesting game. 

A few hints on play

- Your Crown Requests are the BASE for your 
final score, so you must try to fulfill all your 
SIX tiles. Your main strategy in the first turn 
should allow you to get the maximum PP 
for one of the two Requests that you have. 
In turn 2 you still have again two tiles and 
a third will arrive the turn after, so you have 
a clear indication on what to do in order to 
maximize your PP. Then you have to pay 
high attention on what remains available 
on the Guild Board after turn 3 and decide 
if you want to go first or second to be able 
to decide which line (and Tiles) to select. 
During one game I was obliged to take a tile 
that I already had in my hand so I lost a lot 
of points because I fulfilled only 5 requests 
and ... also the game was lost !!! So pay high 
attention on what remains available after 
turn 3 and decide if you want to be first or 
second. During Phase B keep an eye at the 
Guild Board and decide whether it is better 
to lose an action in order to go first on the 
next turn (and select the next Request that 
you absolutely need) or if it is better to get 
the maximum number of action “now”.

- We already examined the Guild Board 
many times, but I never wrote about the 
“Bonus” that you may get: in effect the 

FIRST player that decides to “pass” (if he has 
no more action to perform or because he 
want to be the first to select the next turn 
order) may place his marker on one of the 
FOUR possible available cases: Case 1 gives 
you 2 Reals and the opportunity to be First 
to select the next turn Guild line (and there-
fore the turn order); Case 2 allows you to 
place 1 worker in one city OR to get 3 Reals 
(and you are second to select the next Guild 
line); Case 3 allows you to place a worker in 
the City Watch (and you may get rid of 3 Pi-
rate tokens) or to get 4 Reals; Case 4 allows 
you to place a ship on the board (paying 
the usual cost in wood) or to get 5 Reals. So 
be careful when you plan your actions and 
when nothing is really very appealing it is 
better to “pass” and decide your bonus and/
or your options for the next turn. 

- The WIND MILL also is important: here you 
may increase your available “free bread” 
paying 2 “wheat tokens” if and when you 
wish. You start with 3 free bread and I think 
that it is better to increase to 5-6 as soon as 
possible in order to facilitate the feeding of 
new workers and reduce the risk to receive 
Pirates tokens. But you may also SELL your 
“free bread” to get 1 “bread token” (some-
time necessary to increase the value of one 
die) or 3 Reals (if you have to pay a building). 
Do not forget to use those options when 
you need. Of course you have to place at 
least one worker in an area with “wheat” and 
harvest it sometimes.

- You also need WOOD during the game to 
build and to maintain your ships or to pur-

chase Guild Favors in the cities, but remem-
ber that you get Woods only if you have 
workers in an area with wood tokens on: 
once you used all that wood the area will 
not produce any wood again, but the new 
resource depicted on the board will become 
available. Luckily, there is one area in the is-
land of Madeira that does not belong to any 
Region but has unlimited supply of wood: 
by turn TWO you should have a worker (and 
keep it) there until the game’s end.

- As I wrote before you may acquire some 
Guild Tiles in the cities and use them to get 
BONUS actions: once used the tiles are re-
versed and cannot used again until they are 
overturned. You may do that at the Guild 
Board (selecting a line that has the same 
Guild color) or using the building effect of 
Casa da Coroa.

- The CITY WATCH may grant 4 PP per turn 
to the player with most workers there: that’s 
nice but the main reason for having work-
ers in the City Watch is that you may use a 
Black Pirate die (if you discard one worker). 
So do not forget to have at least one worker 
in the City Watch because sometimes is bet-
ter to use a Pirate die, especially if you have 
very low value green dice. And, of course, 
remember that every time that you send a 
worker in the City Watch you discard 3 Pirate 
tokens.

- Pirates tokens are not so “heavy” during 
the game and sometimes it is better to get 
some of them instead of paying too much 
money for a building or for maintenance: 
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France in the 17th century. On one side of 
the conflict King Louis XIII. And Cardinal 
Richelieu fight for remaining in power, con-
fronted by all of England, the Hapsburgs 
and the French nobility. If you were some-
one at that time, you were forced to side 
with someone. 

This goes for the players in Richelieu, the 
game from White Goblins. And only if you 
support the “right” side you will be winning! 
Unfortunately, you will only now at the end 
of the respective power skirmishes if you 
have supported the “right”, winning, side 
or will be left empty-handed after all. And 
if you are a real turncoat, you will enjoy of 
changing sides permanently, the trend is to 
go with the majority.
 
The main mechanism in Richelieu is the play 
for majorities. Players repeatedly choose 
one of the two rivalling powers and as soon 
as a scoring is triggered the players who put 
their trust in the more powerful side will 
win. The influencing of power structures is 
done by the players by placing agents onto 
the board. At any given time there are three 
power skirmishes available on the board, 
where you can place agents.
 
This board is the central element in the 
game on which all of the events do hap-
pen. It features the three areas already 
mentioned, where the balance of power 
between England and France are designed. 
Those areas are called intrigue boxes and 
are filled by players with agents in the 
course of the game. Those intrigue boxes 
are first covered with intrigue sheets - there 
are 13 of them supporting the Richelieu 
faction, and another 13 ones which can be 
grabbed by England, the French nobility, 
Protestants or Hapsburgs. 

The sheets can be distinguished by their 
coat-of-arms and their background colors. 
Each intrigue sheet provides five spots for 
placing agents, a bonus for the player who 
contributed most to the winning of the skir-
mish with his agents, another bonus for the 
player in second place and an information 
on how Cardinal Richelieu will advance on 
the game board.
 
Three different counting tracks are printed 
onto the board; one is used for marking the 
amount of your own income, one for your 

own military power and, finally, the obliga-
tory prestige track - yes, in Richelieu, too, we 
are working or playing for Prestige, which 
decides the outcome of the game. This pres-
tige track also features the starting position 
for Cardinal Richelieu, the red pawn in the 
game. The other two pawns in the game, a 
grey one, yes, really and incredibly grey, for 
the Grey Eminence or Eminence Grise and 
a pink one for the Queen have their given 
starting position on the board, which they 
take up, too, or - to stay in the diction of the 
game, even if it seems something of an ex-
aggeration for a colored ellipse - they are in 
their palace. 
 
The board is completed by two deposit ar-
eas, one for already scored agents and the 
other for jewelry markers, and a scoring 
track for the final scoring at the end of the 
game.
 
The tools for players in this game are their 
agents. Those agents are kept hidden and 
secret behind a screen. Each player com-
mands ten agents in the guise of ten discs 
in his color, all with a distinct and different 
value of -2, 1, 2 or 3. At the start of the game 
each player has all his agents behind his 
screen.

Unfortunately those agents of yours do not 
work for free! In order to dispatch them to 
an intrigue skirmish the want to be and 

need to be paid. Fortunately you have al-
ways a bit of loose change in your pockets, 
either in the guise of gold coins, Louis d’Or 
of value 3, or as silver coins, Louis d’Argent, 
of value 1. At the start of the game each 
player owns coins of a total value of 7. Now 
and again it can happen that there is not 
enough money - sending out agents per-
manently on missions is rather expensive! 
Fortunately, you own a bit of jewelry that 
can be huckstered. Each player begins the 
game with two jewelry markers and two 
more jewelry markers are placed on the 
deposit area on the board. Jewelry can be 
converted into money in a separate, distinct 
action. 

this will block you from using that building 
but you will save money for the next (surely 
more important) building. Pirates are also 
taken when you cannot maintain your ships 
or feed your workers. When you arrive on 
turns 4 or 5 you have to decide how to get 
rid of all (or most of) those tokens: there 
are some opportunities to do that (the City 
Watch, the Guild Favor tile “Constable”, the 
King Reward Tiles “City Watch” and “Royal 
Support” if available) and you have to re-
member that the more Pirate you have the 
more ... PP you will lose, so, again, keep an 
eye on that “black flag”. 

You will not be able to perfectly learn how 
to play MADEIRA on your first two games: 
use the first to understand how the game’s 
mechanics works and the second to try a 
first strategy, then you may start to really 
enjoy the game. Be prepared to spend more 
or less THREE hours on your very first game 
as there are a lot of rules to explain and it 
will take time: hopefully nothing is really dif-
ficult and the mechanics are not so innova-
tive (after all it is a worker placement game) 
but tactics must be well understood if you 
wish to have serious possibilities to win.  

Pietro Cremona

POWER PLAY BETWEEN FRANCE AND ENGLAND

RICHELIEU
SUPPORT RICHELIEU OR PROMOTE THE GREY EMINENCE

The game convinces with its simple rules and speedy flow, 
but offers few variations and is rather monotonous. The 
allure is in the correct assessment or guessing at actions of 
other players.

Bernhard Czermak
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To round off the overview on components, 
I need to mention the three marker pieces 
for each player for use on the respective 
marking tracks and also one prestige tile 
30+ for each player, as the track for prestige 
ends with value thirty and who wants to be 
left with that low amount of prestige? The 
markers, by the way, are placed at the start 
of the game on Zero on the tracks for pres-
tige and military and on position One for 
income.

 Cardinal Richelieu has, of course, an im-
portant role and function in this game. His 
pawn wanders to and fro on the prestige 
track and decides for a player if he may do 
one or two actions in his turn. At the start of 
the game Cardinal Richelieu is taking up po-
sition Seven on the track. Should the marker 
of a player be behind the Cardinal pawn on 
the prestige track, that is, on a lower posi-
tion, the owner of the marker is allowed tow 
action. In case of a tie or when the marker is 

in front of the Cardinal, a player is allowed 
only one action in his turn. This mechanism 
gives an advantage to those player lagging 
behind the leading players in prestige. 
Beginning with the starting players and 
continuing in clockwise direction, all play-
ers have a turn and choose their one or two 
actions from four different options: Place 
agents, cash income, buy a Commission or 
trade jewelry.
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To place agents is the most important 
choice of actions and also the only one that 
can be chosen twice in a turn, provided that 
the active player has two actions at his dis-
posal. When a player chooses this action, he 
takes an agent of his choice from behind his 
screen and places him on a free spot on any 
of the intrigue sheets on the board. Each 
intrigue sheet provides five spots at differ-
ent costs for each spot.  The position to the 
left is the most expensive position and costs 
three silver coins. The following positions 
have costs of 2-1-1-0 silver coins. On those 
spots that do cost coins agents are placed 
face-down, one agent is allowed in each 
position. On the spots that are free of cost 
you must place your agent face-up. If you 
want to place a second agent in your turn 
you pay two additional silver coins for this 
agent.
 
In each action a player can decide freely and 
independently from other actions where to 
place an agent. In this way the six intrigue 
sheets in the three intrigue boxes on the 
board are filled slowly with agents. When 
a player puts an agent on the last available 
spot on an intrigue sheet the respective in-
trigue box is scored.
 
For scoring an intrigue all agents on both 
sheets are turned over and their value is 
revealed. Values of all agents on each sheet 
are added and the results are compared. 
The sheet with a higher total from agents 
has won the skirmish; in case of a tie the 
skirmish is always won by the sheet of Car-
dinal Richelieu. Then the winning sheet 
is scored for players. The player who con-
tributed most points to the win scores the 
bonus for the first place, the placer with the 
second-biggest contributes, if there is such 
a player - takes the bonus for second place. 

Then Cardinal Richelieu moves on the pres-
tige track: If the sheet of the Cardinal won 
the intrigue he moves forward on the track, 
if his sheet lost the intrigue he moves back-
wards on the track, the number of steps he 
moves is noted on the sheet. Should the 
point comparison end in a tie of two play-
ers, the agent in the left-most position de-
cides who wins the player scoring. Finally, 
the player in first place is given the win-
ning intrigue sheet. The number of intrigue 
sheets acquired during the game is scored 
at the end of the game. 
 
Intrigue sheets of losing parties are taken 
out of the game. All agents from both 
sheets are placed open-faced on the de-
posit area for agents on the board. Then 
the intrigue box is filled again with two new 
intrigue sheets, one from the Richelieu fac-
tion, and one from the opposing factions. 

When a player puts his last agents from 
stock behind the screen onto the board, he 
takes back all his agents from the deposit 
area and puts them behind his screen. If this 
event occurs simultaneously with the scor-
ing of an intrigue sheet he takes his agents 
back before the scoring.
 
The bonus on the intrigue sheet can come 
in different guises. Usually it is a combina-
tion of victory points and another bonus, 
which can be money, or advancement on 
the military track or advancement on the 
income track or the chance to make use of 
other characters. Those characters include 
the Queen or the Eminence Grise. Both 
pawns come into play exclusively via those 
bonuses. A player who receives the bonus 
can, depending on the symbol, either put 
the queen on a free spot on the intrigue 
sheet of Cardinal Richelieu or the Eminence 
Grise on a free spot on the sheet of Riche-
lieu’s opponents. When an intrigue is scored 
those persons are worth 3 points, but do 
not count towards a player, but only for the 
scoring of the sheet. After the scoring those 
pawns go back to their palaces, unless an-
other bonus makes them wander off to an-
other intrigue sheet.

Finally, there are two bonuses relating to 
agents: One of them allows a player to im-
mediately relocate one of his agents; the 
other enables you to relocate another play-
er’s agent on an intrigue sheet.
 
Another very important possibility for an ac-
tion is to cash income. According to the posi-
tion of your marker on the income track you 
receive between one and five silver coins. 
The marker itself can only be advanced to 
a better position by a corresponding bonus 
on an intrigue sheet or by advancing on the 
military track.
 
The action of buying a commission is very 
valuable, especially at the start of the game, 
it is equal to advancement on the military 
track. On top of this, the movement onto 
certain positions on the military track gives 
you an additional bonus, for instance ad-
vancing the marker on the income track by 
one position or getting an additional pres-
tige point. However, the advancement on 
the military track becomes exponentially 
more expensive. You pay the costs for the 
spot on which you will advance, and there is 
also a serious restriction for this action: You 
can only use this actions when your marker 
on the prestige track is behind the pawn 
of Cardinal Richelieu! To reach the highest 
position, 10, is therefore probably rather il-
lusory.
 
As a final choice of action a player may sell 

one of his own jewelry pieces for a price 
of 5 silver coins or buy a piece of jewelry 
from the deposit area on the board. This 
costs, however, eight silver coins and can of 
course be only used if there is a piece of jew-
elry available on the deposit area. The sense 
of such an action lies in the fact that each 
single piece of jewelry is worth four prestige 
points at the end of the game.

In this way all 13 pairs of intrigue sheets are 
played, then the game ends and a final scor-
ing is done. 
 
In this final scoring each player scores bo-
nus points for all the intrigue sheets that 
he collected. For the factions opposing Car-
dinal Richelieu you look at the number of 
sheets in one color - you score one bonus 
point for one sheet of a color and can score 
up to nine points for all three sheets of a 
color and up to 16 points for all four sheets 
in case of England. The intrigue sheets of 
the Richelieu faction are scored differently: 
You look at majorities in relation to other 
players. If you own most Richelieu sheets 
you score eight points, for second place 
you score four points; in case of a tie twelve 
points are shared. You advance on the pres-
tige point track for the bonuses that you 
scored. Then you are awarded the number 
of prestige points according to your posi-
tion on the income track on on the military 
track and mark them on the prestige point 
track. And finally, you advance your marker 
on the prestige point track by four positions 
for each piece of jewelry that you own. If 
you are now on first place on the prestige 
point track, you have won.
 
Richelieu is a game on majorities only. If you 
like that kind of game, you will like Riche-
lieu, too. The system of bonus points for 
intrigue sheets of the same color strategic 
components are provided. Our rest games 
have, however, shown that a strategy is 
very hard to follow, because the game is 
much too interactive for that. Even the in-
formation provided by open-faced agents 
of other players on the deposit area only 
allows suppositions but no unequivocal 
conclusions about opposing agents on the 
intrigue sheets. Seen from the point of an 
expert player Richelieu will probably pro-
vide only short-time entertainment. 

The game offers no different opportuni-
ties for trying different tactics or strategies 
for winning and also flows rather monoto-
nously during a game. The 13 pairs of in-
trigue sheets are played out one after the 
other, and play for each pair is the same. So 
the game is not very varied and the scor-
ing of a pair of intrigue sheets at the end 
of an intrigue rarely provides reason to be 
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surprised, because usually you know in ad-
vance who will win, as it rarely makes sense 
to place an agent on an opposing sheet as 
soon as one of two boards is chosen. 
 
An interesting feature would have been the 
mechanism that determines the number 
of available actions in a turn. However, this 
regulation mechanism to support lagging 
players only works conditionally, insofar as 
in the latter part of the game Richelieu usu-
ally is so far back on the Prestige track that 
no player is behind him. But if a player hap-
pens to be behind Richelieu, this gives him 
a clear advantage, albeit only a short-time 
one, because should a player manage to 
win an intrigue sheet due to this advantage 
he usually wins more prestige points than 
Richelieu and overtakes him in most cases.
 
As a positive aspect must be noted that 
Richelieu is easy to learn. The rules are short 
and concise and very clear and allow quick 
access to the game. All in all the game can 
be recommended mainly to friends. Due 
to the strategic components and also the 
important aspect of assessing other play-
ers adults might have advantages over chil-
dren, but all the same the game could also 
be played by families. 

Bernhard Czermak

INFORMATION
Designer: Olivier Lamontagne
Artist: Marco Morte
Price: ca. 32 Euro
Publisher: White Goblin Games 12
www.whitegoblingames.com

Majorities
Users: With friends
Version: multi
Rules: de en fr it nl
In-game text: no

Comments: 
Simple rules * Well-arranged components * 
High interaction

Compares to:
Jerusalem, Abacusspiele

Other editions:
Currently none

EVALUATION

M
y 

ra
ti

ng
:

PLAYERS:
2-4
AGE:

10+
TIME:
60+
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Taking out the garbage is a very 
unpopular task and so the one 
who causes the garbage bin to 
overflow must take it out.
You assemble the garbage bin 
and each player is given a set of 
number cards of values 1 to 10; 
there are 40 garbage pieces, 10 
each of milk cartons, cans, bot-
tles and apple cores.
At the start of a turn the gar-
bage bin is filled, according to 

the rules and in relation to the 
number of players, with some 
garbage pieces in random or-
der.
You draw three cards from your 
deck and play one card face 
down. Then cards are revealed 
and players stack - in ascending 
order of numbers on the cards 
and using one hand only- the 
number of garbage pieces, de-
termined by the card, into the 

bin. If two cards show the same 
number the player with fewer 
mice on his cards goes first. You 
must choose one kind of gar-
bage and may only continue 
with another kind if there are 
not enough of the first kind. You 
can use garbage to shift gar-
bage, but cannot use your hand 
to do so. 
When you manage to success-
fully placed the last piece of 
garbage you take the top point 
chip for your score. Should 
something fall out of the bin 
you take the top chip for pen-
alty points. In both cases the bin 
is emptied and refilled. After 10 
round or when the last points 
chip has been taken you win 
with the highest score.
A cute stacking game with an 
unusual topic, the garbage piec-
es are cumbersome enough to 
be difficult and if there really is a 
strategy to get rid of high cards 
can be tested in the next game, 
because this coping with gar-
bage is good fun for the whole 
family! 

AB IN DIE TONNE
GARBAGE NEEDS STACKING

INFORMATION

Designer: Carlo A. Rossi
Artist: Michael Menzel
Price: ca. 20 Euro
Publisher: Abacusspiele 2013
www.abacusspiele.de

PLAYERS:
2-5

AGE:
6+

TIME:
30+

EVALUATION
Dexterity
Users: For families
Version: de
Rules: de en ru and others
In-game text: no

Comments: 
Simple but attractive and 
well-working version of 
a standard mechanism * 
Cute, pretty components 
* Quickly explained and 
quickly played

Compares to:
Riff Raff and other stacking games

Other editions:
Hobby World (released), Lautapelit 
(announced)

Cards on the table score posi-
tive, those in hand negative - 
sounds simple, but is it simple?
104 number cards - 8x num-
ber 1 t0 13 - and five jokers are 
shuffled and 13 cards are dealt 
to each player, the rest is draw 
pile. 6 cards are drawn and laid 
out open-faced. The active play-
er lays out one card or several 
cards of the same value - if nec-
essary he stacks them on cards 

already on the table; there need 
not be any correlations with 
cards previously played - and 
compares them to the top cards 
in other players’ displays. When 
you put down the same num-
ber of cards, but of higher value, 
than one or more other players, 
you decide for each such player 
in turn if you want to take up 
his cards or not. If you do so, he 
draws as many cards from the 

open display or the draw pile 
or both. If you do not take the 
cards, the other player decides 
if he takes his card back in hand 
or discards them for good. If he 
does so, he draws cards. Joker 
cards have either the same val-
ue as cards you play them with 
or - when played alone - are 
the highest cards in the game. 
When someone puts down his 
last cards or when the draw 
pile is empty, the game ends 
instantly. Each card on the table 
is worth one point, each card in 
hand is a penalty point and you 
win with the highest score.
Abluxxen is a sophisticated card 
game with simple rules and a 
lot of depth and is also lots of 
fun! Y has taken a Five from the 
table - should I put down my 
Fours and hope that he takes 
them and that I can draw cards? 
Or should I put down my 5 Tens, 
hope to keep them, being rid of 
five cards and keep the Fours 
to maybe end the game next 
round? Nice! 

ABLUXXEN
SCORE WITH CARDS OF OTHER PLAYERS

INFORMATION

Designer: W. Kramer, M. Kiesling
Artist: Oliver Freudenreich
Price: ca. 12 Euro
Publisher: Ravensburger 2014
www.ravensburger.de

PLAYERS:
2-5

AGE:
10+

TIME:
20+

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

Comments: 
Simple rules * Lots of fun, 
interaction and sophistica-
tion * Marvelous family 
game * Memory for cards 
can be helpful

Compares to:
Karrierepoker and similar games 
for topping values or numbers, first 
games for mechanism details and 
combination

Other editions:
Currently none
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The ingredients are familiar - 
cards with words, a sand-timer 
- you quickly have an inkling 
of the game mechanisms: Two 
teams alternate in guessing and 
explaining; you want to guess 
most terms while using the few-
est words to explain the terms 
and thus scoring most points.
The game features double-sid-
ed cards with five terms on each 
side - for instance, Mole, Char-

lotte Roche, Eskimo, Rathaus 
and Vatikan - and six handicap 
cards with restrictions for expla-
nations, there are “no colors”, “no 
adjectives” or “no body parts”, 
“no words with capital letters” 
and “no professions”, but also 
“no handicap at all”.
When you have drawn your 
handicap you name the number 
of words that you want to use to 
explain the terms and then you 

draw a term card, the sand timer 
is turned over. Now you explain 
the terms on one side of the 
card in any order, while adher-
ing to the handicap conditions 
and those rules: no rhymes, no 
translations of terms, no parts of 
the term, no gestures and only 
one try to explain a term. Your 
team members have any num-
ber of guesses to find the cor-
rect term. A member of the op-
posing teams looks at your card, 
too, and checks for mistakes. 
When the time has run out or 
when you managed to explain 
all five terms, you score points 
for correctly guessed terms in 
relation to the number of words 
used for the explanation, 5 to 1 
points per term for using 1 to 5 
words.
Very simple and not easy, if you 
are ambitious, you can achieve 
a high score with one word per 
term, but also fail miserably. 
Cute, witty and well-made, a tid-
bit for creative word acrobats. 

ABRA PALABRA
NOT ANOTHER WORD!

INFORMATION

Designer: Daan Kreek
Artist: Sabine Kondirolli
Price: ca. 14 Euro
Publisher: Huch! & friends 2014
www.huchandfriends.de

PLAYERS:
4-12

AGE:
12+

TIME:
30+

EVALUATION
Words, explanation, guess-
ing
Users: With friends
Version: de
Rules: de
In-game text: yes

Comments: 
Quickly explained, quickly 
played * Very good exercise 
for your vocabulary and 
synonyms * Think simple to 
succeed!

Compares to:
Taboo and other word guessing/
explanation games

Other editions:
Currently none

You deploy your fleet of six 
submarines, four destroyers, 
two mine sweepers and two 
battleships in any order on the 
first two rows in your half of the 
board, next to and in front of 
your command ship, and you 
take twelve torpedoes, six wa-
ter bombs, four cannons and 
ten water mines, five of them 
real, five of them decoys. Then 
players alternate to roll the die 

and to use each point to either 
move a ship card forward by 
one square, turn the ship by 90 
degrees or shoot once; these 
actions can be used in any or-
der and combination. Without 
using a point you can place a 
mine on an empty square, a 
mine is dangerous for all ships! 
Mine sweepers can move across 
mines and remove them; a de-
stroyer can move over a square 

with a submarine and automati-
cally fires a water bomb and 
destroys the submarine. If you 
are first to reach the opposing 
command ship and destroy it 
with one shoot of your cannon 
you win.
The first reaction is, of course, 
“Battleship”, but at second 
glance the game is a bit more 
complex and much nearer to 
Stratego. The various ship types 
and the different kinds of weap-
ons provide many possibilities 
for actions. The mines, which 
can also endanger your own 
ships, if you did not remember 
where you placed the decoys, 
are an interesting detail. Un-
fortunately, the tactical fun is 
somewhat diminished by the 
dice rolls, because they finally 
determines the weapons range 
of your ideally positioned battle 
ship.
But if you like this mix of tactic 
and luck of the dice roll - let’s say 
the die stands for weather con-
ditions, which are also unpre-
dictable at sea - you will find an 
attractive game providing good 
fun. 

ALARM! U-BOOT!
BATTLE AT SEA

INFORMATION

Designer: Balász Norbert Soós
Artist: R. Wilson, B. Ivan, Co-Libri
Price: ca. 20 Euro
Publisher: Best-T.A.G. 2013
www.alarm-u-boot.com

PLAYERS:
2

AGE:
8+

TIME:
30+

EVALUATION
Placement, dice
Users: For families
Version: de
Rules: de en hu
In-game text: no

Comments: 
Mix of familiar mechanisms 
* More tactical play due to 
open deployment * Very 
much governed by chance

Compares to:
Stratego, Battleship

Other editions:
In Hungarian
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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. 
After copious preparations for 
plan, personal decks, display 
and draw pile for the display 
you play rounds of five phases 
each. In Phases I to IV you play 
individual moves for all players 
in turn; Phase V is played simul-
taneously by all players. In Phase 

I you play God from your hand, 
for his favor or to appease him; 
you cannot use a god’s favor 
and appease him at the same 
time. Gods that were appeased 
no longer in play. In Phase II 
you play a charm. In Phase III 
you move both your heroes in-
dividually and resolve attacks 
resulting from those moments. 
Those confrontations are an es-
sential part of the game, as they 

decide controlled terrain and 
thus cards that are available. In 
Phase IV you expand your deck 
by buying cards; the display, 
“Tisch” is always refilled and 
events that turn up during refill-
ing are implemented. In Phase V 
you hand on the starting player 
marker, you draw cards and dis-
card cards and revive heroes. 
Gods can be appeased in Phas-
es I to III. If you appease a given 
number of gods, you win.
Asgard’s Chosen offers an un-
usual and surprising mix of 
deck building and territorial 
conquest mechanisms; you can 
only buy cards if you control the 
respective territories, and you 
can only use cards left over from 
conflicts to buy new cards. This 
results in some given or obvious 
decisions for buying cards, as 
there might not be much avail-
able for you, but, on the other 
hand, provides great synergy 
effect. All in all a deck this is a 
building game that you should 
not miss! 

ASGARD‘S CHOSEN
APPEASE GODS WITH SACRIFICES

INFORMATION

Designer: Morgan Dontanville
Artist: David Cochard and Team
Price: ca. 50 Euro
Publisher: Mayfair Games 2013
www.mayfairgames.com

PLAYERS:
1-4

AGE:
14+

TIME:
120+

EVALUATION
deck building, territory 
control
Users: For experts
Version: en
Rules: en
In-game text: yes

Comments: 
With solo variant and a 
cooperative variant for 2 
players * Fantastic synergy 
of mechanisms * Decision 
taking sometimes rather 
predetermined

Compares to:
A Few Acres of Snow for combina-
tion of deck building and territorial 
conquest

Other editions:
Currently none

Pirates are escaping from the 
fortress of Cartagena across the 
jungle to their boat. In the stan-
dard version of the game you 
lay out five of the six double-
sided board tiles for the escape 
path; at one end of the path you 
put the meeting place, at the 
other end the boat. The starting 
player is dealt six cards, all other 
players get five cards. You place 
your four pirates onto the meet-

ing place and move them to the 
boat with the help of your cards; 
The active player has two ac-
tions for his pirates; you can 
use both of them for the same 
pirate or waive an action. For 
an action you can either play a 
card and move one of your pi-
rates forward to the next free 
spot showing the same symbol 
as the card - you jump over oc-
cupied spots with this symbol 

- or you can move one of your 
pirates backwards to the next 
spot with one or two pirates and 
draw one or two cards accord-
ingly. In this move spots holding 
zero or three pirates are jumped 
over, there can never be more 
than three pirates on a spot and 
you need to stop at the first spot 
with one or two pirates; you can 
never leave out a spot holding 
one pirate to reach one holding 
two pirates to be able to draw 
two cards. You cannot move 
back to the meeting place, ei-
ther. If you are first to have all 
your pirates in the boat, you win. 
In the advanced version you 
use all six board parts and five 
pirates and have three actions in 
your turn.
Cartagena is still one of the most 
sophisticated games using the 
mechanism of moving back for 
resources, it is simple and does 
not use any other mechanism, 
the challenge is in the optimum 
use of cards and optimum com-
bination of actions. 

CARTAGENA
ESCAPE THROUGH THE JUNGLE

INFORMATION

Designer: Leo Colovini
Artist: V. Baga, N. Nowatzyk
Price: ca. 25 Euro
Publisher: Ravensburger 2014
www.ravensburger.de

PLAYERS:
2-4

AGE:
8+

TIME:
45+

EVALUATION
movement by cards
Users: For families
Version: de
Rules: de
In-game text: no

Comments: 
Revised new edition * “Tor-
tuga” variant using visible 
cards is not included * Two 
different levels of difficulty 
* Sophisticated method to 
get new cards

Compares to:
All editions of Cartagena from Win-
ning Moves, Atlantis, Hase & Igel

Other editions:
Currently none
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Murder was done, crime scene 
and clues are secured and the 
culprit must be found. You can 
either play the investigation of 
the case or the murder trial. At 
the start you lay out the cards for 
crime scene and the flats of vic-
tim and three suspects to form 
zones of the investigation area. 
Then you draw identity cards 
for those persons, and then you 
place one card each for loca-

tion, autopsy and provisional 
findings next to the crime scene 
zone. The stacks for evidence, in-
vestigation reports, connections 
& relationships and laboratory 
analysis are prepared. 
For the Investigation mode 
you draw two cards from one 
of those stacks and play one of 
them to a corresponding sym-
bol in the investigation area. 
When there are at least two 

cards in each zone you can try 
to solve the case and must use 
each card in the area for your re-
construction. The other players 
try to fault your reconstruction; 
if they cannot do so you win.
In the Trial mode one player 
embodies the Public Prosecutor, 
the others are Defense Lawyers 
for the suspects. Play is identical 
to the Investigation mode, the 
Prosecutor always plays his card 
into the zone with the fewest 
cards. He can arraign a suspect 
at any time, naming method 
and motive. At this point the 
lawyers of those suspects not 
arraigned turn into Jurors and 
pleadings are given by Pros-
ecution and Defense, then the 
jurors confer and decide on 
guilt or not guilty by individual 
voting.
Crimebox is a very interest-
ing and challenging variant of 
a find-the-culprit game, pro-
viding challenges for logical 
abilities and for eloquence. You 
should be familiar with the In-
vestigation mode before play-
ing the Trial Mode.  

CRIMEBOX INVESTIGATION
SOLVING A MURDER CASE

INFORMATION

Designer: Cymon Kraft
Artist: Cédric Lefebvre
Price: ca. 20 Euro
Publisher: Heidelberger 2013
www.heidelbaer.de

PLAYERS:
2-8

AGE:
14+

TIME:
30+

EVALUATION
Crime, role-playing
Users: With friends
Version: de
Rules: de fr
In-game text: yes

Comments: 
Two game modes * Role 
playing elements in the 
Trial Mode * Trial Mode 
needs a minimum of four 
players * Short, clear rules

Compares to:
Lady Alice and other similar games 
as regards to the Investigation Mode, 
first game with the Trial Mode

Other editions:
Ludonaute, France

Some game mechanisms are 
all over the place by providing 
ideas and inspirations for other 
games, for instance Yatzy and 
Four in a Row, here combined in 
Cuatro: On 6x6 squares all pos-
sible results are marked - Two-
of-a-kind 6x, Yatzy (= five of a 
kind) 3x and three-of-a-kind, 
four-of-a-kind, Straight and Full 
House 7x each.  
Each player has 15 roofs of his 

color and, in a turn, rolls five dice 
and has a maximum of five rolls 
for a useable results, which he 
need not announce at the start 
of the turn. You can set dice 
aside and re-roll them later. De-
pending on the number of rolls 
it took to achieve a result you 
place your roof onto an empty 
square only (if you did five rolls) 
or on a square already holding 
a certain number of roofs, for 

instance four roofs if you rolled 
only once. You need not use 
available heights and must al-
ways use your last result; a roof 
set on a four-roof stack is secure, 
it cannot be topped. If you can-
not place a roof you lose a roof. If 
you are first to achieve four roofs 
in a row in top position or man-
age to place three roofs into 
Yatzy squares on any level you 
win, or else the game ends after 
15 rounds and you win with the 
highest score from top positions 
of your roofs.
A simple yet sophisticated 
game, offering a bit of tactic in 
choosing of levels, but usually 
one has to frustrate row-form-
ing by other players or to try to 
achieve topping of a four-roof 
stack which then enhances the 
risk of an unusable result and 
loss of a roof. All in all a nice com-
bination of luck of the roll with 
the tactic of position choice, a 
well-working end recommend-
able family game. 

CUATRO
YATZY FOR ROWS OF ROOFS

INFORMATION

Designer: Jürgen P. K. Grunau
Artist: Johann Rüttinger
Price: ca. 20 Euro
Publisher: Noris Spiele 2013
www.noris-spiele.de

PLAYERS:
2-4

AGE:
8+

TIME:
30+

EVALUATION
Dice, placement
Users: For families
Version: multi
Rules: de en fr it
In-game text: no

Comments: 
Well-working combina-
tion of mechanisms * 
Tactic combined with a 
high chance quota * Good 
family game * Quickly 
explained

Compares to:
All dice games with re-rolling for 
results and additional use of results

Other editions:
Currently none
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All number cards - 5x times 
numbers 1 to 20 - are dealt 
evenly to all players, an even-
tual rest is set aside; each player 
stacks his cards face-down to 
form his draw pile. The starting 
player turns up the top card of 
his stacks and lays it out open-
faced to start his discard pile. 
Then, in turn, the next player 
in counter-clockwise direc-
tion turns up the top card in 

his stack. When the card corre-
sponds to the top card on the 
discard pile of another player, 
differing by one in ascending or 
descending order, you can put 
the card there and may turn up 
another card or - if applicable - 
place the top card from your dis-
card pile elsewhere. When your 
card would fit several stacks, 
you must choose the one next 
to you in counter-clockwise di-

rection. You can continue to do 
so until you reveal a card that 
does not fit any stack and must 
be placed on your own discard 
pile. When you turn up a card 
of value One, you put it in the 
middle of the table, it can now 
also be used to put cards there. 
Should your card fit the stack in 
the middle and a player’s stack, 
you must put it on the stack in 
the middle. If you overlook a 
possibility to place a card you 
are handed the Ass card and get 
a card from each player’s draw 
pile. 
Should your draw pile be empty 
you turn over your discard pile 
for your new draw pile. If you are 
first to shed all cards, you win.
Well, UNO and Mau Mau or Li-
gretto are classics, this game 
picks up the mechanisms and 
varies them by a version in 
which all players must pay close 
attention to spot mistakes to 
hand on the Ass and thus get rid 
of another card. Nothing new, 
but a nice, solid family game. 

DAS LUSTIGE ESELSPIEL
ASS MARKS OVERLOOKED OPPERTUNITIES

INFORMATION

Designer: not named
Artist: not named
Price: ca. 7 Euro
Publisher: ASS Altenburger 2013
www.spielkarten.com

PLAYERS:
2-8

AGE:
6+

TIME:
20+

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

Comments: 
Nice variant of standard 
mechanisms * Convenient 
package size * Good family 
game * Simple rules

Compares to:
UNO, Mau Mau, Ligretto 
and other card shedding games

Other editions:
Currently none

In the attic of a, old, empty, a lit-
tle spooky house children find a 
mirror in which mysterious signs 
light up when you move a stick, 
their magic wand across the 
mirror’s back side, so they begin 
to draw:
Each little magician now takes 
one of the ladders, that is, a 
board with a slit, and then 
chooses one of the magicians’ 
tiles and slides it into his ladder.

In your turn you draw a symbol 
tile showing a magical symbol, 
take a good look at it and put 
it then face-down on the table 
and pick up the magic wand. 
Now you switch on the magic 
wand und use it to draw the 
symbol on the back side of the 
mirror. All other players face the 
front side and only see a mov-
ing light dot tracing something 
and need to guess what is be-

ing drawn on the back side. 
All players can call out sugges-
tions, without any given order. 
When one of the suggestions 
is correct, the painter shows 
the symbol tile to all others and 
then slides it into his ladder. 
The player who gave the cor-
rect guess becomes the next 
painter. When the symbol is not 
guessed you may draw anew 
two times - if then the symbol 
was not guessed correctly, you 
must put back the tile and draw 
a new one. 
When his magician tile appears 
again at the other end of the 
ladder, this player has won the 
game.
Once again Drei Magier live up 
to their name, this is another en-
chanting game with a magical 
topic - I do especially love that 
story line connecting several 
games, and the game itself is 
a very good training for asso-
ciation, imagination and pattern 
recognition, besides providing 
lots of fun and the positive ex-
citement of having guessed cor-
rectly. 

DER GEHEIMNISVOLLE SPIEGEL
GUESS AT MAGICAL DRAWINGS

INFORMATION

Designer: Frank Bebenroth
Artist: Rolf Vogt
Price: ca. 25 Euro
Publisher: Drei Magier/Schmidt 13
www.dreimagier.de

PLAYERS:
2-4

AGE:
5+

TIME:
20+

EVALUATION
Drawing, guessing
Users: For children
Version: multi
Rules: de en fr it nl
In-game text: no

Comments: 
New game in the “magical” 
topic series * Fantastic 
game idea * Trains associa-
tion and imagination

Compares to:
First game using this kind 
of components, for the topic also 
drawing games recognizing images 
by touch, e.g. Mal Mal, Adlung Spiele

Other editions:
Currently none
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PLAYED FOR YOUtDER GRÜFFELO / DER SCHATZ VON CASTELLINA

Picture cards depicts the shad-
ow of a combination of an ani-
mal - fox, snake, mouse, frog or 
owl - and a forest item - flower, 
leaf, mushroom or fir cone. Each 
player is given a colored marker, 
the team marker is placed at the 
start of the track. The current 
Shadow master reveals the top 
shadow picture for as long as it 
takes him to slowly say “Schuhu-
Schuhu-Schuhu”, all other play-

ers memorize the shadow pic-
ture. Then the picture is covered 
again and all place their marker 
on the circle on the board which 
they believe holds the depicted 
combination. If someone thinks 
that the scene is not depicted 
on the board, he calls “Grüffelo” 
and does not place his marker. 
Then the card is taken out and 
turned over by the Shadow 
master: When at least one play-

er has placed his marker on the 
correct scene, the team marker 
advances one step und all play-
ers who guessed correctly take 
a nut chip. Should “Grüffelo” be 
correct, everybody who called 
“Grüffelo” takes a nut chip. In 
each case of a Grüffelo appear-
ance at the back of a card one 
mushroom tile is turned over. If 
nobody gives a correct tip, the 
Shadow master takes a nut chip. 
When the team marker reaches 
the final spot of the track be-
fore all four mushroom tiles are 
turned over, all win together; 
whoever has collected most nut 
chips is team-winner.
The game offers a nice version 
of a memo game and good 
practice for observation. The co-
operative element is restricted 
to winning or losing the game 
together and to the advance-
ment of the team marker al-
ready for one correct guess 
among all team members, there 
is no other joint decision or ac-
tion.  

DER GRÜFFELO
DAS GROSSE SCHATTENSPIEL

INFORMATION

Designer: C. Basler, A. Bouguerra
Artist: J. Donaldsen, A. Scheffler
Price: ca. 25 Euro
Publisher: Schmidt Spiele 2014
www.schmidtspiele.de

PLAYERS:
2-4

AGE:
5+

TIME:
20+

EVALUATION
memo, betting
Users: For children
Version: multi
Rules: de fr it
In-game text: no

Comments: 
Little to no communica-
tion for cooperation * All 
in all good combination of 
mechanisms * Individual 
winner despite cooperative 
topic * Pretty components

Compares to:
All memo and guessing/betting 
games

Other editions:
Currently none

Sapphires, rubies, emeralds and 
citrines glitter in the courtyard, 
in addition to player colors of 
red, blue, green and yellow 
there are also 10 white paste 
copies.
The castle is set up, it has one 
open side, two half-sides and 
one high wall with an “entry”, 
opposite the open side, you 
cannot see into the courtyard 
from the entry side!

All jewels are distributed in the 
courtyard at the start of the 
game. In your turn you have 10 
seconds to look into the castle 
courtyard to memorize where 
the jewels in your own color 
are positioned. Then you turn 
the castle to face the entry side 
and put your hand through the 
entry into the courtyard and try 
to pick one of your stones. The 
other players watch what is hap-

pening, but are not allowed to 
give hints or tips to the active 
player. When you manage to 
bring out a stone of your color, 
you have another turn, until you 
either bring out a paste copy or 
a stone in another color. Your 
turn ends and a stone in the 
wrong color is given to its own-
er or, should the color not be in 
play, is thrown into the court-
yard over the highest part of the 
wall. If you collect three paste 
copies, you must quit the game. 
If you manage to bring out all 10 
pieces of your color, you win.
An attractive, challenging game, 
especially for the age group, 
because there are only three 
abstract shapes - cube, small 
cube and cylinder - so you need 
to memorize the positions of 
your stones and also their shape 
in relation to other adjacent 
shapes. If you are not active, you 
should watch closely, too, be-
cause stones can be shifted und 
you have more time in that way 
to memorize this. Don’t forget, 
the castle will be turned! 

DER SCHATZ VON CASTELLINA
JEWELS IN THE COURTYARD!

INFORMATION

Designer: Carlo A. Rossi
Artist: Michael Menzel und Team
Price: ca. 20 Euro
Publisher: moses. Verlag 2013
www.moses-verlag.de

PLAYERS:
2-4

AGE:
5+

TIME:
15+

EVALUATION
memo, tactile
Users: For children
Version: de
Rules: de
In-game text: no

Comments: 
Needs concentration, 
memory and dexterity * 
You need to memorize 
colors, shapes and adjacent 
shapes despite the castle 
being turned * Challeng-
ing and thrilling game, also for elder 
children

Compares to:
Other memo and tactile games with 
identical shapes for several colors

Other editions:
Currently none, Polish edition an-
nounced from G3
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Duck Lotte, Pig Bella, Dog Henri, 
Bear Bruno, Frog Ole, Mouse Ida 
and Zebra Emma are Die Lieben 
Sieben (The Endearing Seven), 
who have many adventures in 
books and games, sometimes 
quarrel, but never fall out for 
long and are always taking care 
of each other. In this game Die 
Lieben Sieben want to take a 
ride in the balloon. Lotte the 
Duck can already fly and thus 

knows what things look like 
from above. So Lotte not want 
to come on the ride, but wants 
to prepare a picnic. All the other 
friends need to collect balloons 
so that the basket can take off. 
In your turn you roll the die: If 
you roll one of the four colors 
you may put a disc of the same 
color on a balloon spot of this 
color on the board. When a 
disc of the color you rolled is no 

longer available, you pass your 
turn. For the joker, this is the 
side of the die showing all four 
colors, you choose a color and 
if you roll the duck you advance 
Lotte one step on her way to the 
picnic. When the balloon is com-
plete, that is, all balloon spots 
are filled with discs before Lotte 
reaches her picnic, the friends 
can take a ride, otherwise they 
go directly to the picnic. 
If you now say “But here is noth-
ing new”, you are correct, of 
course, the mechanism is fa-
miliar, rolling a die, but the en-
chanting feature of the game 
are the drawings and Die Lieben 
Sieben themselves; with their 
adventures they are a mirror for 
toddlers and their experiences 
- and the little dice game offers 
first contact with game rules, 
how to follow them, intensifies 
knowledge of colors and also 
trains how to conduct yourself 
at the games table. Not really a 
cooperative game, but there are 
no winners or losers. 

DIE LIEBEN SIEBEN
FARBSPIEL

INFORMATION

Designer: not named
Artist: Kerstin Völker
Price: ca. 10 Euro
Publisher: Die Spiegelburg 2014
www.spiegelburg.de

PLAYERS:
2-4

AGE:
3+

TIME:
10+

EVALUATION
Color dice
Users: For children
Version: multi
Rules: de en fr it
In-game text: no

Comments: 
Extremely simple rules * 
Very attractive components 
* Trains color assignation 
and first rules * Trains 
handling of games and 
conduct at the games table

Compares to:
All games using color dice as the only 
mechanism

Other editions:
Currently none

The game is based on a story by 
H. P. Lovecraft, titled “The Rats 
in the Walls”, and uses standard 
mechanisms for dice game with 
bluff elements.
The game features mind in the 
guise of 30 plastic brain pieces 
and five special dice which 
show four empty sides, one side 
with one rat and one side with 
two rats, plus a dice cup.
You start with the maximum 

complement of brains - five to 
eight, depending on the num-
ber of players. As the first Giver 
you roll one die in the cup, cover 
it with the coaster (cat-side on 
the cup), turn over the cup and 
can take a peek. Then you hand 
on the cup very carefully to avoid 
dice movement and announce 
zero or more rats. You may lie 
and the Receiver can believe 
the number you announced or 

doubt it. If you believe you ei-
ther hand on the cup without 
re-rolling or you add one die 
and re-roll, thus being the new 
Giver. When a rat number has 
been named, the Receiver gives 
one brain to the Giver. If you do 
not believe, dice are revealed 
and whoever was correct gets 
a brain; if you were wrong, you 
lose one or two brains. If you an-
nounce rats for the first time in 
a round, you lose a brain. When 
10 rats are announced the next 
player turns over the coaster to 
the skull side. If you lose a brain 
when dice fall onto the skull side 
of the coaster for the first time, 
you lose all your brains, “kill”, 
that is, oust one player of your 
choice from the game. This ends 
the game and the winner is the 
player with most brains.
Bluff in a Lovecraft setting with 
some special rules; all in all a 
cute game of dice which is even 
more fun when you try to im-
plement Lovecraftian feeling in 
speech and mien. 

DIE RATTEN IM GEMÄUER
KEEP YOUR MIND WITH BRAINS

INFORMATION

Designer: Henning Poehl
Artist: Markus Bülow
Price: ca. 13 Euro
Publisher: Sphinx 2013
www.sphinx-spieleverlag.de

PLAYERS:
3-6

AGE:
12+

TIME:
30+

EVALUATION
Dice, bluff
Users: With friends
Version: de
Rules: de en
In-game text: no

Comments: 
New game for the “Black 
Series” * Nice components 
* Good adaptation of 
standard mechanisms 
to a literary topic * Non 
optimum rules, but good 
overview cards

Compares to:
Liar’s Dice / Bluff and other dice 
games featuring rolling, announcing 
and believing/doubting

Other editions:
Currently none
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PLAYED FOR YOUtDIG MARS / ENE MENE MISTE

Objects of unknown origin 
need to be dug up on Mars. You 
have three equipment tiles as 
well as markers for stations and 
equipment. Exploration tiles are 
stacked face down in a 4x4 grid, 
with three tiles in a stack. You 
begin with a randomly placed 
station on any stack. In a turn 
you have three actions in any 
order and combination, and can 
also do one action more than 

once - Dig, Carry, Move or Up-
grade. Stations on stacks where 
you do an action remain on the 
stacks. Some tiles yield once-
only bonus actions: Dig, Carry, 
Relocate Station, +1 Fortune 
Point or Inspect Ground. For 
Digging you choose a tile car-
rying one of your stations, with 
a digging value lower or equal 
to that of your digging equip-
ment tile, and turn over the tile. 

If you want to Carry you choose 
an open tile with your station 
and corresponding carrying 
strength of your equipment 
tile and take the exploration 
tile, storing it face-down. To up-
grade equipment you pay For-
tune markers or Fortune Points 
from taken expedition tiles and 
advance the marker on the 
chosen equipment tile or place 
another station. Fortune Mark-
ers are used for change in pay-
ments. When there are several 
stations on one tile you can do 
actions exceeding your equip-
ment value, each additional sta-
tion gives you +1 for the equip-
ment; Fortune Points are split. If 
you have 20, 30 or 40 Fortune 
Points in case of 4, 3 or 2 players, 
you can announce your victory 
in your turn.
Cozy and simple digging on the 
Red Planet, components and 
topic go well together, Aliens 
are absent and the only excite-
ment is digging up some gar-
bage, and even that scores you 
one point. 

DIG MARS
DIG UP HIDDEN TREASURES

INFORMATION

Designer: Oliver Sihiveer
Artist: Reinis Pētersons
Price: ca. 25 Euro
Publisher: Brain Games 2013
www.brain-games.com

PLAYERS:
2-4

AGE:
8+

TIME:
30+

EVALUATION
placement, reveal and use 
tiles
Users: For families
Version: multi
Rules: de en + 7 languages
In-game text: no

Comments: 
Components and 
topic nicely coordinated * 
Simple rules * Well-working 
mechanisms * Nice family 
game

Compares to:
Troia, Das Geheimnis der Pyramide, 
König Salomons Schatzkammer

Other editions:
Currently none

Wombat has collecting a lot of 
things for his treasure chest, 
and those things are depicted 
also on picture cards. Each card 
shows four different items, each 
of them is depicted once, twice 
or three times. The game fea-
tures 30 cards; for a game of 2nd 

grade school children two cards 
are laid out face up, 14 more are 
stacked for the current game. In 
each round a third card is turned 

up. All players now search for 
items that are depicted on a 
minimum of two cards and add 
up all those items. 
Two frogs and three torches, for 
instance, at up to a total of five 
items. If you are first to name the 
correct sum, you are awarded 
one card, but not the one that 
was turned up last. You may 
only name one solution; if you 
miscalculated you must pass 

for the rest of the round. When 
there is no solution, because 
there are no identical items on 
different cards - which hap-
pens very rarely - the award card 
goes to the player who first calls 
“zero”. When you cannot turn up 
a third card for the next round 
anymore, you win with most 
cards.
For 1st grade pupils you use all 
cards, but turn up only two of 
them for a round and you award 
both cards for the correct solu-
tion. For children from ages 
8+ you play with a total of four 
cards, award one card for the 
correct solution and can use all 
30 cards in a game.
Ene mene miste is a simple, 
but attractive game of spot-
ting and counting; a well-made 
educational game for paying at-
tention, close observation and 
quick mental arithmetic. Items 
are clearly drawn and easily rec-
ognized and familiar to children. 
All in all a nice, easy-to-carry-
along training for adding up! 

ENE MENE MISTE
..WAS HAT DER WOMBAT IN DER KISTE?

INFORMATION

Designer: Reinhard Staupe
Artist: O. Freudenreich + Team
Price: ca. 10 Euro
Publisher: Amigo Spiele 2014
www.amigo-spiele.de

PLAYERS:
2-6

AGE:
6+

TIME:
15+

EVALUATION
Spotting, counting
Users: For children
Version: de
Rules: de
In-game text: no

Comments: 
Pretty drawings * Very sim-
ple rules * Good training for 
paying attention, spotting 
and mental arithmetic

Compares to:
All games with spotting 
and counting of items

Other editions:
Currently none
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You are a galaxy trucker and 
you build a spaceship to reach 
the Edge, for profit or loss. You 
choose face-down parts to add 
to your ship or for interim stor-
age and can check the stack of 
flight cards for suitable con-
structions. To fly you assemble 
and implement eight cards, 
abortion of a flight can happen.
Brandneue Modelle / Latest 
Models expands Galaxy Truck-

er, featuring new ship classes 
which are compatible in any 
way with both of the “Big” Ex-
pansions and need the basic 
game to play. Classes IC and 
IIC result in contortions of the 
space-time-continuum, Class 
IIIC is intended for imprisoned 
space princesses and IVC could 
be a luxurious space yacht if 
you could lay your hands on the 
plans. Those new ships do not 

have a marked space for the ba-
sic starting tile; the tile is placed 
in the storage area at the start of 
the game and treated like any 
other part there. 
In Classes IC and IIC connections 
across the trans-dimensional 
construction gap must fit each 
other exactly. Due to the spheri-
cal shape of Class IIIC you must, 
when adding steering jets or 
cannons on edge squares, 
leave empty the corresponding 
squares on the opposite edge. 
Such ships also must be insured, 
you pay for weak spaces, that is, 
connected empty squares in the 
ship; when Class IIIC is attacked 
you roll dice for the spot that 
this attacked. Class IV is com-
posed of four individual ships, 
which can be worked on simul-
taneously and which can also be 
insured.
Latest Models offers many new 
possibilities as well as witty al-
lusions to famous space adven-
tures, it is a must-have challenge 
for experienced ship construc-
tors. 

GALAXY TRUCKER
BRANDNEUE MODELLE

INFORMATION

Designer: Vlaada Chvátil
Artist: Niemi, Kučerovský & Team
Price: ca. 12 Euro
Publisher: Heidelberger/CGE 13
www.heidelbaer.de

PLAYERS:
2-5

AGE:
12+

TIME:
90+

EVALUATION
SciFi, tile placement
Users: With friends
Version: de
Rules: cz de en fr
In-game text: no

Comments: 
Cute and witty comments 
and allusions to famous Sci-
Fi adventures * Needs core 
game to play * Interesting 
new rules for construction 
and flight

Compares to:
All previous editions of Galaxy Trucker

Other editions:
Czech, English and French editions

2012 I found a small envelope 
in a parcel coming from Japan, 
holding 16 cards and rules in 
three languages, “R”, a game by 
Seiji Kanai, with a topic of find-
ing a successor for the dead 
king and the conflict of candi-
dates including their love for the 
sister of their rival.
Also in 2012 “R” was published 
by Alderac as the fourth game 
of the “Tempest” series, under 

the name of “Love Letter”, the 
topic had been revised, now 
you must woe the princess and 
get your love letters to her. For 
this you need helpers which 
you win with cards. Each of the 
cards show a member of Court 
and a value, the higher this 
value the nearer this person is 
to the princess. The text on the 
card names function or ability of 
the person. Each player is dealt 

one card face down, the rest is 
draw pile; one card is set aside 
unseen. In your turn you draw 
a card, choose one of your now 
two cards in hand and play it, 
an eventual function or abil-
ity of this card is implemented 
immediately. Then you put the 
card on your personal discard 
pile, stacked in a way that all 
cards played so far are known. 
If you are ousted due to a card 
you discard your card from your 
hand open-faced. When all play-
ers but one have been ousted or 
the draw pile is empty either the 
last player or the one with the 
card of highest value is awarded 
a heart; if you have 3-5 hearts, 
depending on the number of 
players, you win the game.
Nearly overlooked as “R”, an in-
stant hit as “Love Letter”, there 
is no other game that offers 
such fun with a minimum of 
components and rules, best for 
3-4 players, offering deduction, 
interaction, bluff and enormous 
fun and huge replay value. 

LOVE LETTER
MESSAGES FOR THE PRINCESS

INFORMATION

Designer: Seiji Kanai
Artist: Hepworth, Himmelman
Price: ca. 10 Euro
Publisher: Pegasus 2013
www.pegasus.de

PLAYERS:
2-4

AGE:
10+

TIME:
30+

EVALUATION
Card game
Users: With friends
Version: de
Rules: de  many more
In-game text: yes

Comments: 
Minimalistic components 
* Beautiful design * Good 
background story * Quickly 
explained * Enormous fun 
to play

Compares to:
First game of its kind

Other editions:
In at least 12 languages at a mini-
mum of 16 publishers



WIN The Games Journal now also available as eBook!
For all information on that check our website.www.gamesjournal.at 51ISSUE 462 / FEBRUARY 2014

PLAYED FOR YOUtMARS NEEDS MECHANICS / MAUS VAN KLECKS

As Aether Mechanic in a Steam 
Punk setting you apply for the 
position of Royal Astronautical 
Engineer in a Mars mission crew. 
You start with Scrap Metal and 
30 units of money, “cogs”. The 
components board featuring 
Order Line and Value columns 
and a number of Mechanisms 
are set out and each player is 
dealt three component cards; 
eight components are laid out 

openly as market for the round. 
In your turn you must do a Pri-
mary Action - Purchase a com-
ponent or Pass - and can then 
do an Optional Action - build 
an available mechanism or 
break down a mechanism previ-
ously built; both is only possible 
within a round, not between 
rounds. When a component is 
bought, its marker is moved to 
the front of the Order Line. To 

build a mechanism you discard 
the necessary components and 
mark it; it is now built and work-
ing for you. Breaking it down 
and removing the marker gets 
you back the components. 
When all component cards of a 
round are sold or when all play-
ers have passed, the round ends 
- component values are adjust-
ed in relation to their position in 
the Order Line and you can now 
sell sets of three or more identi-
cal components. When there are 
no component cards left in the 
draw pile or none were bought 
for two rounds you win with 
most cogs.
Mars needs Mechanics offers 
nice “Buy cheaper than you sell” 
mechanism, careful timing is im-
portant for selling components 
and influencing of prices by 
buying components. The selec-
tion of Mechanisms to choose 
from for a game guarantees 
many different games of a well-
working resources manage-
ment game as an introduction 
to the genre, a game also good 
for families with some gaming 
experience. 

MARS NEEDS MECHANICS
LENS AND WIRE FOR X-RAY GOGGLES

INFORMATION

Designer: Ben Rosset
Artist: Bryan Fisher
Price: ca. 28 Euro
Publisher: Nevermore Games 13
www.nevermoregames.com

PLAYERS:
2-4

AGE:
10+

TIME:
45+

EVALUATION
Resources management
Users: With friends
Version: en
Rules: en
In-game text: yes

Comments: 
Nice Mechanisms for first 
steps within the resources 
management genre * Tim-
ing of buying, selling and 
breaking up mechanisms is 
essential

Compares to:
All games with buy-use-sell-with-
profit cycles, Nefarious for different 
effect combinations of the mecha-
nisms used

Other editions:
Currently none

Maus van Klecks is a world-
famous artist and has invited 
friends to join her in a painting 
session. But her palettes are tiny 
and only have room for three 
colors, so you need to choose 
colors anew in each round. 
A track of pencils and brushes 
is laid out in a circle, the spaces 
in-between are the squares for 
movement; one of them holds 
the cakes. Each player is given 

a screen, a palette and a marker 
for each color. The die shows 
six symbols for categories: Ani-
mal - item - something to eat - 
something from fairy tales, films 
or stories - something to wish 
for or dream of - something 
beginning with a letter named 
by your neighbor or something 
from preschool. If you are the 
active player you roll the die 
and chooses an object in the 

category determined by the die. 
Then you name the object and 
all players now select the colors 
they want to use and put them 
on the palette. Then screens are 
removed and you compare your 
palette to those of the other 
players. For each color spot on 
your palette that can also be 
found on other palettes, you 
advance your marker one spot. 
When you reach or pass the 
cakes you take one. If you are 
first to collect three cakes you 
win. In the cooperative version 
one player rolls and names the 
item, both choose colors and 
then move one spot for each 
correlation; the mouse moves 
one step for each deviation, she 
always goes first. Whoever col-
lects two cakes first - players or 
mouse - wins.
In each variant this is a cute idea - 
ten colors for a chance for corre-
lation, that is, while at least two 
players think of brown or white 
when a bear is mentioned; this 
is a game where you score with 
standard decisions. 

MAUS VAN KLECKS
IDENTICAL COLORS FOR THE PEACOCK

INFORMATION

Designer: Thilo Hutzler
Artist: Leo Timmers
Price: ca. 12 Euro
Publisher: Haba 2013
www.haba.de

PLAYERS:
2-5

AGE:
5+

TIME:
15+

EVALUATION
guessing for correlating 
choices
Users: For children
Version: multi
Rules: de en es fr it nl
In-game text: no

Comments: 
Attractive design and 
components * Simple rules 
* Demonstrates the differ-
ence between standard 
choices and individual 
choices

Compares to:
All games with secret players’ choices 
for correlations

Other editions:
Currently none
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A full complement of useless 
knowledge - thus reads the sub-
title of this quiz game with more 
than 500 statements to check 
for their truth value. 
The game features cards with 
three astonishing or improbable 
or bizarre statements or facts in 
six categories: People, Nature, 
General, Countries, Sports and 
Entertainment. A board shows 
colored spots for those cat-

egories and neutral grey spots; 
some spots have symbols for 
special actions.
You draw a card according to 
the position of your marker, 
read a statement to the other 
players and hold a “like” die in 
your hand, showing the symbol 
next to the statement. All others 
place their “like” die thumbs-up 
or thumbs-down according to 
their opinion. If your die sym-

bol corresponds to the die of 
the reader you advance your 
marker. Action symbols on 
spots reached can but need 
not be played; they demand 
a personal statement or a risk 
turn that you play alone; on the 
other hand, challenge symbols 
must be played: On small chal-
lenge spots you must challenge 
one player, the big challenge 
spots involve all players: All take 
their “like” dice up and put them 
on the table in their hand and 
give a guess how many “like” 
symbols will become visible. IF 
you are correct or nearest to the 
result you advance to the next 
challenge spot without trigger-
ing a challenge. For the small 
challenge you can play this bluff 
challenge or a “luck” challenge 
which you win if you roll more 
“likes” than your opponent in 
the challenge. If you are first to 
reach the finish spot, you win.
Standard mechanisms, the fun 
is in “true” or “false” of the state-
ments - does the Hawaiian lan-
guage really have only six con-
sonants? 

MONA LISA HAT KEINE AUGENBRAUEN
A FULL COMPLEMENT  
OF USELESS INFORMATION

INFORMATION

Designer: Christian Ilse
Artist: P. Schmid, A. Greger
Price: ca. 30 Euro
Publisher: Ilsespiel 2013
www.ilsespiel.de

PLAYERS:
2-18

AGE:
14+

TIME:
40+

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

Comments: 
Standard mechanisms * 
Good mix of statements 
with surprising results * 
Can be played without the 
board

Compares to:
All quiz games featuring unexpected 
answers

Other editions:
Currently none

You move through a cloudy sky 
and try to be furthest in front. 
A big moon sickle is laid out, 
Yellow and Green Moons are 
stacked separately. The rest of 
the tiles is shuffled and stacked 
face-down, you are dealt three 
tiles and have one or two pawns.
In your turn you place up to 
three tiles, move your pawn and 
replenish your hand to three 
tiles. If you do not want to or 

cannot place a tile you set down 
one tile open-faced and draw 
a tile. Placement rules are: You 
place tiles in a spiral of a maxi-
mum of 8x8 tiles and borders of 
adjacent tiles must correspond. 
For each of the tile types - Cloud, 
Yellow Moon, Black Hole, Light-
ning and Green Moon - there 
are detailed rules for placement, 
sometimes you have to move 
your own or an opponent’s 

pawn when placing a tile. 
Tiles that you place in your turn 
are totaled up to determine the 
range of movement for your 
pawn - Cloud gives 2 steps, Yel-
low or Green Moon 3, Black 
Hole and Lightning 5 steps. For 
pawn movement there are also 
detailed and different rules for 
each tile type, sometimes you 
oust pawns and move them to 
a different tile. When the stack 
is used up, all remaining cards 
are displayed openly; you can 
now only place up to two tiles, 
but can place any tile that is still 
available. You win in a game for 
two players, if you are not in last 
position, and otherwise if you 
have moved furthest out on the 
spiral.
A visually very beautiful game 
with rather copious rules that 
does not give you a really satis-
factory gaming experience, es-
pecially when playing with 3 or 
4 players. Tactics from tile place-
ment and use of turn-around 
movement only work in the 
early stages of the game. 

MONDGEWITTER
FROM CLOUD TO CLOUD

INFORMATION

Designer: Ferdinand Hein
Artist: Ferdinand Hein
Price: ca. 23 Euro
Publisher: F-Hein Spiele 2013
www.f-hein-spiele.de

PLAYERS:
2-4

AGE:
8+

TIME:
20+

EVALUATION
Place and move
Users: For families
Version: multi
Rules: de en fr
In-game text: no

Comments: 
Very beautiful design * 
Works best with 2 players * 
Does not really work in the 
later stages of the game, 
especially in a game for 3 
and 4 players

Compares to:
All games with tile placement and 
movement over tiles

Other editions:
Currently none
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PLAYED FOR YOUtMONOPOLY IMPERIUM / MYSTERY PARTY

A new variant of Monopoly, a 
new version of the classic game 
- we no longer trade in real es-
tate, but trade in world-famous 
trademarks, like Coca Cola or 
Intel or McDonalds.
Each player starts with a tower 
and two Empire cards, this is the 
name for the Community cards 
in this version. In your turn you 
roll - when you achieved the 
“Clever Swapper” you can swap 

the top brand sign in any tower 
with the top sign in any other 
tower, but this ends your turn. 
When you do not want to swap, 
you use the result of the other 
die and implement the instruc-
tions of the square you reached. 
On brand name squares where 
the brand sign is still available 
you buy the sign or auction it; 
signs that you acquire by buy-
ing or auction you place into 

your tower. Should the sign 
already be owned by another 
player, you pay him the cur-
rently visible value of his tower. 
If you own all brands of one 
color you get a free Office sign 
for your tower, but you can also 
buy one of those Office signs for 
money. For Water and electric-
ity signs can be bought or auc-
tioned, but earn you now rent. 
ON a spot “Opposition tower 
tax” or “Tower Tax” you or one of 
your opponents must give back 
the top sign in the tower. Cards 
drawn on Event and Imperium 
squares are implemented. You 
can buy yourself out of gaol and 
you cannot go bankrupt, but 
have to give away the topmost 
sign in your tower to the bank 
or another player if you cannot 
pay the bank or another player. 
If you are first to fill your tower 
completely, you win.
This is a very attractive variant, 
also as regards to components, 
familiar and yet different, and 
offering the familiar fun for the 
whole family! 

MONOPOLY IMPERIUM
WE BUY COCA COLA AND YAHOO

INFORMATION

Designer: not named
Artist: not tamed
Price: ca. 45 Euro
Publisher: Hasbro 2013
www.hasbro.at

PLAYERS:
2-4

AGE:
8+

TIME:
90+

EVALUATION
Roll, move, buy, pay
Users: For families
Version: de
Rules: de en
In-game text: yes

Comments: 
Very nice components * 
Interesting variant * Nearly 
all rules are the same, but 
there is a different winning 
condition and you cannot 
go bankrupt

Compares to:
All other editions of Monopoly

Other editions:
Monopoly Empire, USA

Collection Mystery Party is 
planned as a series of crime 
games similar to other such 
games in the genre, for instance 
those offered by Krimi total. 
You need exactly eight players, 
each embodying a character in 
direct or indirect relation to the 
current crime. Each player has 
information on his own charac-
ter and his relations to the vic-
tim and other characters. Clues 

are given in four “acts” in which 
each player asks and answers 
questions and tries to unmask 
the culprit.
Meurtre sur le Nil is the first 
game in the series and takes 
places in a 1937 setting on a 
ship on the Nile, probably in-
tended as a homage to Agatha 
Christie and her “Death on the 
Nile”.
The “Soubek” is sailing to As-

suan and Robert Hastings is 
shot on board. The suspects 
doubling as detectives to solve 
the mystery are Captain Smith, 
Captain of the Ship - Rose Hast-
ings, the young wife of the vic-
tim - Eliot Hastings, son of the 
victim - Lady Ashton, sister of 
Robert Hastings - Clarice Mid-
way, companion of Lady Hast-
ings - Alexis Parker, secretary to 
Robert Hastings - Dr. Barnaby, 
personal doctor of Robert Hast-
ings - Dominique Richmond, 
archeologist working for Robert 
Hastings. Each character gets a 
card with an introductory text 
and one card for each of the 
four “acts” which are handed out 
at the start of the act, the order 
of who asks whom is given. At 
the end of Act 4 each player 
names his suspect and the how 
and why and then the solution 
is checked.
Challenging and thrilling enter-
tainment, amateur theatre and 
live role playing, all the ingredi-
ents for an entertaining evening. 
School-level French should be 
sufficient for the texts.  

MYSTERY PARTY
MEURTRE SUR LE NIL

INFORMATION

Designer: Guillaume Montiage
Artist: David Boniffacy
Price: ca. 13 Euro
Publisher: Cocktail Games 2013
www.cocktailgames.com

PLAYERS:
8

AGE:
14+

TIME:
120+

EVALUATION
Crime, live role-play
Users: With friends
Version: fr
Rules: fr
In-game text: yes

Comments: 
First game in a series, 
others are planned * 
Standard-Mechanisms, 
elegantly implemented 
* Nice opportunity to 
improve your French

Compares to:
Games from Krimi total and other live 
role-playing crime games

Other editions:
Currently none
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Okiya is a placement game fea-
turing eight red and eight black 
Geisha discs as well as 16 tiles for 
the Imperial Garden. The garden 
tiles comprise four sets of four 
tiles each showing the same 
plant and one of four different 
characteristics - Rising Sun, Flag, 
Birds and Rain. 
The garden tiles are shuffled 
and laid out randomly in a 4x4 
grid; each player is given one 

set of Geisha discs. The starting 
player chooses one of the bor-
der tiles in the grid, takes it and 
places it open-faced to the side 
of the table and replaces it with 
one of his Geishas. This removed 
tile and all other removed tiles 
then determine the choice of 
the tile for the other player’s 
turn: He can only take a tile that 
shows either the same plant or 
the same characteristic as the 

tile previously removed by his 
opponent, regardless of its po-
sition in the grid. You win with 
a row of four of your Geishas 
in the garden, the row can be 
horizontally, vertically or diago-
nally. Another winning situation 
is a square of four Geishas any-
where in the grid. The third and 
last winning situation is block-
ing your opponent, there is no 
tile left for him to take according 
to the rules. 
If you want to play several 
games, you can either play for 
three won games or award 
points to the winner for tiles 
remaining in the garden, the 
winner of the game is whoever 
reaches 10 points first.
Small, sophisticated, elegant 
and very beautiful, featuring im-
ages created as a tribute to the 
Japanese card game of Hana-
fuda! Okiya offers a well-made 
version of the x-in-a-row princi-
ple, the mechanisms are known, 
but nicely varied. A new edition 
from the new company Blue Or-
ange has been announced. 

OKIYA
GEISHAS IN THE IMPERIAL GARDENS

INFORMATION

Designer: Bruno Cathala
Artist: Cyril Bouquet
Price: ca. 10 Euro
Publisher: Jactalea 2013
www.jactalea.com

PLAYERS:
2

AGE:
7+

TIME:
10+

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

Comments: 
Published under the Jac-
talea label * Very beautiful 
design * Very simple rules 
* You can also play several 
games for points or a num-
ber of games won

Compares to:
Quarto and similar games for vic-
tory conditions, Quarto also for tile 
characteristics

Other editions:
Niya announced from Blue Orange 
(formerly Jactalea)

The game was named for a Per-
sian Provincial Governor, so you 
could say you roll for provinces, 
aka victory point cards. 
You have nine cards of values -1, 
-1, -1, 1, 2, 3, 4, 5 und 7, shuffled 
and set-down in three face-
down stacks, plus action cubes 
and marker discs.
The bonus tile of the round is 
set next to the corresponding 
column of the board. Then in 

turn each player plays one of 
his cards and has three rolls with 
setting aside and re-rolling of 
dice to achieve the best possible 
result, that is, the highest dou-
ble. The result is marked on the 
board with a disc. If you fail to 
achieve a valid result you place 
jour disc outside the board. In 
both cases discs of players with 
identical results or failures are 
placed on top of discs already 

placed. You can discard action 
cubes to change results or to roll 
again. Some cards have addi-
tional functions, either an extra 
roll or an entire new turn with 
three rolls. When all players have 
rolled and marked the result, all 
cards of value -1 are given to 
the player with the worst result; 
positive cards are handed in de-
scending order to players with 
descending result values; the 
bonus tile goes to the owner 
with the highest-placed disc 
in the bonus-tile column. After 
nine rounds you sum victory 
point card values, bonus tiles 
and remaining action cubes.
Definitely not a run-of-the-mill 
dice game, action cubes, cards 
and positioning of the discs de-
mand continuous thrilling deci-
sions - do I place my disc into the 
column for Six or for Two with a 
result of 6-6-2-2-1? Further right 
in Six is good, but the bonus tile 
is in Two and I am last-but-one 
in turn order and the column is 
still empty! 

PASHA
ROLL DICE FOR VICTORY POINTS AND BONUSES

INFORMATION

Designer: Stefan Dorra
Artist: E. Bera, H. Schneider
Price: ca. 23 Euro
Publisher: White Goblin Games 13
www.whitegoblingames.nl

PLAYERS:
2-5

AGE:
8+

TIME:
30+

EVALUATION
Dice
Users: For families
Version: multi
Rules: de en fr nl
In-game text:  No

Comments: 
Basically abstract game * 
Very well-working com-
bination of mechanisms 
* Slight advantage for the 
last player of a round

Compares to:
Dice games for result optimization

Other editions:
Currently none
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PLAYED FOR YOUtPASSPORTO / PINGO SPLASH

PassporTo was already on show 
at International Toy Fair Nurem-
berg in 2011 and 2012, not it is 
also available from a German 
distributor - it is a small tin 
shaped like a suitcase, contain-
ing material for entertaining a 
family while travelling, offering 
information on the country of 
destination.
The content is identical for each 
edition: A big poster shows the 

respective country, in this case 
the United Kingdom, with cities 
and sights. On the back of the 
poster you find small entertain-
ing games - an image to color 
in, a labyrinth (here a Fire Engine 
must find its way to a burning 
house, in reference to The Great 
Fire of London) as well as a spot-
ting game where you search for 
differences in two pictures, a 
sheet of stickers and a template 

for connecting-points-to result-
in-an-image.
This is supplemented with a 
double-sided, 60-pieces puzzle 
and 45 trivia cards. Those cards 
feature Cities, General Knowl-
edge, Transport, Culture, At-
tractions for Children, Country-
specific Traditions, Tourist Sights 
and Sports. As there are five 
cards for each topic you can also 
play a variant of Happy Families, 
called Collect 5, collecting five 
cards for a set.
The little suitcases are currently 
available for Germany, France, 
Italy, Japan, Canada (also with 
an Air Canada Logo), Spain and 
Europe, the company website 
also mentions editions for Hong 
Kong, Israel und USA.
Nothing very unusual, but a 
very nice idea that you simply 
put in your pocket and take 
along, there is a lot of useful and 
interesting information on the 
cards and waiting or travelling is 
nicely bridged, especially when 
travelling with children. 

PASSPORTO
UNITED KINGDOM

INFORMATION

Designer: Chani Lehana
Artist: not named
Price: from the distributor
Publisher: FamilyOnBoard 2012
spm-marketing.de

PLAYERS:
2-6

AGE:
6+

TIME:
20+

EVALUATION
Travel, trivia
Users: For families
Version: en
Rules: en
In-game text: yes

Comments: 
Attractive and practical 
packaging * Interesting 
information in compact 
form * Nicely interpreted 
standard mechanisms

Compares to:
Features standard mechanisms in 
new combination and packaging

Other editions:
For at least eight more countries

Ships and pirates are a never-
ending, perpetually interesting 
topic, as are penguins and the 
ocean and both penguins and 
pirates find themselves on wob-
bling planks or floes. So what 
could be more enticing than to 
combine all this and to create 
penguin pirates who want to 
board a ship?
The ship is assembled and 
placed on the ocean wave base. 

Each player is given a different 
number of penguins - depend-
ing on the number of players, 
eight in case of two players, five 
for three players and four when 
four are playing. Those penguin 
pirates are not especially player-
marked, but are all the same. 
In your turn you try to place on 
of your penguin pirates onto 
the ship - anywhere you like, in 
one of the crow’s nests, on the 

yardarms or on the main ship’s 
body itself, without causing the 
ship to capsize. The rules men-
tion especially that the penguin 
pirates are wearing a special pi-
rate head-dress which you can 
use to hang a penguin pirate 
onto the ship.
A penguin pirate toppling over 
on the ship is of no conse-
quence while he is not causing 
the ship to capsize, he stays 
where he is. If your penguin pi-
rate causes the ship to capsize 
so that one or more penguin 
pirates go overboard, the game 
ends and the winner is whoever 
managed to place a penguin pi-
rate correctly before the capsize.
A game mechanism that cannot 
be faulted and is always of inter-
est to children, albeit being not 
really new - design and compo-
nents are very nice, the compo-
nents practical and pretty, the 
penguin pirates enchanting and 
you really can hang them onto 
the ship by their head-scarf - all 
that is needed now is your un-
derstanding of balance! 

PINGO SPLASH
PENGUIN-PIRATES BOARD THE SHIP!

INFORMATION

Designer: not named
Artist: not named
Price: ca. 20 Euro
Publisher: University Games 13
www.universitygames.net

PLAYERS:
2-4

AGE:
5+

TIME:
10+

EVALUATION
Dexterity, balance
Users: For children
Version: multi
Rules: de fr nl
In-game text: no

Comments: 
Plastic components * Cute 
penguin pieces * Standard 
game mechanism * Mini-
malistic rules

Compares to:
Riff-Raff and other balance 
games

Other editions:
Currently none
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Knight Conrad the Confused is 
searching for his horse - players 
are esquires and want to be-
come knights - so they need to 
confront tasks like giants, drag-
ons, witches and other dangers. 
This is accomplished by joining 
landscape tiles to achieve the 
necessary locations. You have 
4-6 task tiles, the starting land-
scape with the castle is laid out. 
In your turn you always draw 

and place a tile, crosses and 
tournament segments must 
correspond. Then you check 
for actions - completed tasks, 
completed tournament arenas, 
meeting Conrad the Confused 
or finding his horse. 
When due to placing a tile two 
crosses of the same colors are 
next to each other and you have 
a cross of this color on one of 
your task tiles you have mas-

tered the task and place your tile 
on the crosses. When you have 
completed the circle of a tour-
nament arena you can place any 
of your task tiles there. When 
you could place your tile next 
to the tile carrying Conrad the 
Confused you get another turn. 
If the tile you placed shows Con-
rad’s horse you take Conrad the 
Confused and place him next to 
his horse.
If you have completed all your 
tasks you win instantly, other-
wise you win with most com-
pleted task when the last tile 
landscape tile has been placed. 
The rules provide a solo version 
featuring different geometrical 
shapes in three levels of dif-
ficulty which you should lay 
out, beginning with the castle 
starting tile and adhering to the 
placement rules. 
A pretty game and a good train-
ing for spatial thinking and find-
ing of optimum possibilities to 
one’s advantage; the solo ver-
sion can get quite tricky if you 
draw the tiles instead of search-
ing for suitable ones. 

RICHARD RITTERSCHLAG
ESQUIRE TO KNIGHT

INFORMATION

Designer: Johannes Zirm
Artist: Michael Menzel
Price: ca. 13 Euro
Publisher: Haba 2013
www.haba.de

PLAYERS:
2-4

AGE:
5+

TIME:
10+

EVALUATION
Tile placement
Users: For children
Version: multi
Rules: de en es fr it nl
In-game text: no

Comments: 
Good rules, nice topic * 
Trains observation and 
locating best positions * 
Attractive and challenging 
solo version

Compares to:
Tile placement games with correla-
tion and completing of patterns

Other editions:
Currently none

S-Evolution combines the 
mechanisms of a card game - 
tricks, colors and trump - with 
resources management and a 
topic of developing a civiliza-
tion. 
You have your own board for 
your people, a deck of cards, 7 
meeples and 5 markers. In six 
rounds you use four cards each 
from a deck of 24 cards plus - 
maybe - one card for the respec-

tive era. Each round comprises 
a card phase of 4 to 5 tricks and 
a management phase in which 
you evaluate cards, collect re-
sources, build, cope with disas-
ters and collect discoveries. 
In the trick-taking phase you 
play a card, depending on the 
era which you are currently in 
there are other rules in place - in 
Era I, for instance (Primitive) you 
play your cards without know-

ing them. In Eras II und IV card 
colors come into play and in 
Eras V and VI you can use trump. 
After each trick each player 
chooses a card from the trick, 
according to varying conditions 
for discoveries and resources.
In the Action/Management 
phase you evaluate and score 
cards taken, meet the needs of 
your population, resulting in 
bonuses or penalties - penalties 
can throw you back one Era. If 
you meet demands fully and 
completely you earn victory 
points according to population 
numbers. Remaining resources 
can then be used for population 
growth or to move to the next 
Era or for building and advan-
tages. After six rounds you score 
sets of discoveries and win with 
the highest total.
S-Evolutions offers a compact 
game with surprisingly short 
duration and interesting mech-
anism details, for instance fall-
ing back on Era and selection 
of cards from the trick, some 
features are not yet fully devel-
oped, e.g. the blind playing in 
Era I. 

S-EVOLUTION
TRICK-TAKING FOR CIVILIZATION MANAGEMENT

INFORMATION

Designer: Jean-Michel Maman
Artist: Vivien Gros
Price: ca. 22 Euro
Publisher: Spiel-ou-Face 2013
www.spiel-ou-face.com

PLAYERS:
2-4

AGE:
10+

TIME:
45+

EVALUATION
Civilization, trick-taking
Users: With friends
Version: multi
Rules: de en fr
In-game text: no

Comments: 
Short duration * Unusual, 
interesting combination 
of mechanisms * Blind 
playing in Era I can cause 
problems

Compares to:
All games on civilization develop-
ment, unique combination of 
mechanisms

Other editions:
Currently none
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PLAYED FOR YOUtSAG’S MIR FILME / SAIL TO INDIA

In this edition of Sag’s mir!, play-
ers in teams need to guess titles 
of films and TV series. At the 
start of the game you decide 
on the blue or yellow part of the 
cards. 40 cards are distributed 
among the players in a detailed 
procedure. Then each player is 
given two more cards, looks at 
all his cards and discards two. All 
remaining cards are collected, 
shuffled and are draw pile for 

the whole game. All teams play 
in turn: In the first round, the 
active player of a team has 30 
seconds to describe the term; if 
you have time to spare he can 
start on the next term, He can 
talk freely using whatever words 
he wants with only one restric-
tion: he cannot use parts of the 
term. For each correctly guessed 
term the team keeps the card. 
The active player can set aside a 

card; these cards earn no nega-
tive score; if a mistake is made in 
explaining the card is simple set 
aside, too. When all cards have 
been given out to the teams, 
each team notes the number of 
cards won and all cards are shuf-
fled again for the next round.   
In this second round you may 
only use one word to define the 
term and in the third round you 
can only use pantomime to de-
fine the term, accompanied by 
noises or humming. After three 
rounds the team with most 
points wins.
Sag’s mir! is - also in this new, 
German-language-only edition 
with a new title and packaging - 
a witty, well-working member of 
the guess-at-definitions genre 
and offers the advantage that 
you know at least the category 
of the terms and that you have 
heard explanations for each 
term already once to remember 
for the second and third round, 
so that you have at least some 
clues. 

SAG‘S MIR! FILME
LAST EVENING = DIRTY DANCING?

INFORMATION

Designer: Peter Sarrett
Artist: not named
Price: ca. 19 Euro
Publisher: Repos Production 11
www.rprod.com

PLAYERS:
4-12

AGE:
8+

TIME:
30+

EVALUATION
Communication and guess-
ing game
Users: For families
Version: de
Rules: de en
In-game text: yes

Comments: 
Well-known standard game 
mechanism * Nice version 
due to re-using cards * 
Available also as Sag’s mir! 
Personen and Familie

Compares to:
Activity, Taboo and other games on 
definition guessing

Other editions:
Time’s Up! Academy

Seafarers are searching for the 
route to India and need support 
and financing; as a noble spon-
sor you win with most victory 
points from discovering new 
coastal towns, sale of goods and 
building churches.
You start with a Historian Card 
and a Safe/Ship Speed card, 
three technology cards are on 
display. At the start, Lisbon and 
three more coastal towns are 

discovered = turned up and laid 
out. Money and victory points 
are called Banker and Historian 
and are marked with tokens on 
numbers; at the start one mark-
er is placed on Ship I on your 
Safe/Ship Speed card, three 
more on “Technology” on this 
card and two at Lisbon. A turn 
comprises two actions of your 
choice for cost/conditions – hire 
help, move ship including dis-

covering town, sell goods, build, 
make an invention or speed up 
ship or put tokens for later use 
as banker or historian on Lisbon 
and use inventions. You can use 
one action twice, but only dis-
cover one coastal town per turn. 
Anytime in your turn you can 
put back ships, markers, build-
ings, bankers and historians to 
Lisbon free of charge or use an 
invention. Markers in Lisbon are 
placed as bankers on your Safe 
/Ship Speed card or for victory 
points on your Historian Card. 
If you are out of markers in Lis-
bon to mark Bankers or Histori-
ans you received, an unmarked 
surplus is forfeit. When the last 
town is revealed or two players 
are out of markers, the round 
is finished and a final round is 
played; then you sum your vic-
tory points.
A dense and surprisingly fast 
playing game, with an inter-
esting mechanism of using 
the same markers for different 
things and offering several win-
ning strategies! 

SAIL TO INDIA
IN THE FOOTSTEPS OF VASCO DA GAMA

INFORMATION

Designer: Hisashi Hayashi
Artist: ryo_nyamo
Price: ca. 15 Euro
Publisher: Okazu Brand/Japon Brand 13
www.japonbrand.com

PLAYERS:
3-4

AGE:
12+

TIME:
60+

EVALUATION
Worker placement
Users: With friends
Version: multi
Rules: de en fr  jp
In-game text: no

Comments: 
Starting set-up for first 
game recommended * 
Attractive mechanism of 
marker use for multiple 
markings * Several different 
winning strategies * Low 
element of chance

Compares to:
Worker Placement in general, first 
game in this combination

Other editions:
AEG, USA (announced); Game Field, 
Japan, Okazu Brand, Japan;
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Elefun has acquired some new 
friends - mice Nacho, Krümel 
and Keks - those three run about 
on the cheese board, where 
you can also a giraffe, bananas, 
boots and a bathtub as well as 
Elefun, Kroko, Hippo and Popo 
the Monkey.
The game board is set up, adult 
assistance is necessary for as-
sembly: To join the board to-
gether, put the friends in their 

positions, set up bath tub and 
ladder, fix Pop the Monkey, the 
cage, bananas and leaves to 
the palm tree and finally place 
Giraffe, boots and marbles. Aim 
of the game is of course to avoid 
your own mouse being trapped 
and to catch an opponent’s 
mouse in the trap. But take care! 
The trap is easily sprung!
You choose one of the three 
mice and place it on the start-

ing spot next to the red arrow. 
In your turn you spin the cheese 
wheel and move to the next free 
spot of this color. When your 
mouse reaches a spot show-
ing boots and there is another 
mouse in the Smelly Cheese 
Zone you spring the trap by 
pressing the red arrow - if you 
catch a mouse the game ends 
and you have won. If not, the 
trap is re-assembled - Hippo is 
placed on his swing, Popo back 
on the tree top, the marble next 
to Giraffi goes into the basket, 
Giraffi is set upright and Hippo 
gets back his marble - and the 
game continues.
This mechanism was already 
successfully used in “Maus reiß 
aus!” - The chain reaction of the 
components is cute and excit-
ing and introducing the Elefun 
friends offers a high recognition 
effect and familiar characters. 
This is simple fun, rich in action 
and the efforts to re-assemble 
the trap without help trains 
legerdemain and provides first 
insights to mechanical patterns. 


SAUS, KLEINE MAUS
ELEFUN & FRIENDS

INFORMATION

Designer: not named
Artist: not named
Price: ca. 28 Euro
Publisher: Hasbro 2014
www.hasbro.at

PLAYERS:
2-3

AGE:
4+

TIME:
15+

EVALUATION
roll & move, action
Users: For children
Version: de
Rules: de en
In-game text: no

Comments: 
Opulent components * 
Features familiar characters 
from other games * Adult 
assistance for assembling 
is necessary * Trap reas-
sembly trains mechanical 
understanding

Compares to:
“Maus reiß aus!”, as regards to 
mechanical traps also Bravo Traube 
and others

Other editions:
Elefun & Friends Mouse Trap, Hasbro 
USA

A heavy-weight on the topic of 
weight of one item in relation to 
the weight of other items.
A beam balance is set up, cards 
are shuffled face-up and each 
player is dealt three cards face-
up and lays them out; nobody 
is allowed to see the backsides, 
and one more card is placed to 
one side of the beam balance. 
Pig Helmut is placed onto the 
side of the balance where you 

placed the card.
Now all players in turn place one 
of their cards next to the side of 
the balance without Pig Helmut. 
If you placed a card in this way 
you then assess the total weight 
of the items listed on the card 
on this side and then places 
Pig Helmut on the side where 
they believe cards add up to the 
heavier total. When you draw a 
new card you indicate that you 

are done with your turn and all 
other players can now doubt 
your assessment. When nobody 
doubts the turn passes to the 
next player. After 8 rounds or 
when somebody doubts, the 
round ends; all players now use 
their pig cheek marker to bet 
on the heavier side, the marker 
must show the color of the side 
you are betting on. Now cards 
on both sides of the balance 
are added up separately. If you 
guessed correctly which side 
would be the heavier you score 
as many points as there were 
players who guessed wrongly. 
When the doubter was correct, 
he scores an additional point, 
otherwise he loses a point. Af-
ter six rounds or if someone 
achieves 20 points, the game 
ends and you win with the high-
est score!
Heavy! But of course not dif-
ficult, just challenging - is the 
Mars Robot heavier as the 
amount of sugar per head eaten 
in Germany in 2011 + the Davis-
cup Cup! Cute, witty, we had a 
lot of fun and produced heavy 
errors! 

SAUSCHWER
WHAT IS HEAVIER - DAVISCUP TROPHY  
OR 10 BOWLING PINS?

INFORMATION

Designer: A. Mayer, M. Schlegel
Artist: Benedikt Becker
Price: ca. 18 Euro
Publisher: Zoch Verlag 2013
www.zoch-verlag.com

PLAYERS:
2-8

AGE:
10+

TIME:
30+

EVALUATION
Assessing weight
Users: With friends
Version: de
Rules: de
In-game text: yes

Comments: 
Cute topic * High entertain-
ment value * Good selec-
tion of items to assess

Compares to:
All assessment games

Other editions:
Currently none
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PLAYED FOR YOUtSKULL KING / SPACE SHEEP!

There is a rumor that pirates 
fought their battles at the card 
table, announcing numbers of 
tricks and adhering to the an-
nouncement as exactly as pos-
sible. In this tradition you play 
ten rounds in Skull King and 
are dealt one card more in each 
round. The game comprises 52 
color cards in four suits, num-
bered 1-13, and 15 Special cards 
- 5x Escape, 5x Pirate, 2x Mer-

maid, 1x Scary Mary and 1x Skull 
King. 
All simultaneously announce 
the number of tricks they want 
to take by pointing fingers from 
a fist on a signal; if you want to 
take more than five you point 
five fingers and name the num-
ber. You must follow suit, where-
by the black suit is always trump, 
those cards take any other color. 
Instead of following the suit that 

was lead you can play a special 
card: Escape has value 0, you 
play it to avoid a trick: Mermaid 
is the highest color card, trumps 
Black Skull cards, is trumped by 
pirates and trumps the Skull 
King. Pirates take all color cards 
and the Mermaid; Scary Mary 
can be used as an Escape or 
as a Pirate card and Skull King 
trumps all cards and can only be 
trumped by the Mermaid.
Depending on tricks taken and 
adherence or deviation from 
your announcement you score 
points or only penalty points 
and can earn bonuses from gold 
coins on cards by meeting your 
announcement exactly. 
Announcing tricks, nicely varied 
- the special cards as additional 
“trumps” introduce new chal-
lenges and thrills; is the Skull 
King lurking? Has someone a 
Mermaid? If you say “Wizard”, 
you are right, of course, but the 
scoring is different and special 
cards and simultaneous trick 
announcement are more than 
enough variation and also fun, 
lots of fun! 

SKULL KING
SCARY MARY TRUMPS MERMAID

INFORMATION

Designer: Brent Beck
Artist: Eckhard Freytag
Price: ca. 8 Euro
Publisher: Schmidt Spiele 2014
www.schmidtspiele.de

PLAYERS:
2-6

AGE:
8+

TIME:
30+

EVALUATION
Trick collecting, cards
Users: For families
Version: multi
Rules: de en fr it
In-game text: no

Comments: 
Standard mechanisms 
* Nicely varied with 
additional cards and 
simultaneous announcing 
of trick numbers * Lots of 
well-loved fun * Very attrac-
tive design

Compares to:
Wizard and other card games with 
announcing numbers of tricks

Other editions:
Scheming and Skulking, Grandpa 
Beck’s Games

The Sheep systems of the gal-
axy are threatened by the Wolf 
aggressors, as a defender in the 
Strategic Sheep Command you 
want to get all Space Sheep and 
their Shepherds back to their 
home planets before all tactic 
cards have been used up. Both a 
family version and an advanced 
version are offered for the real-
time satirical cooperative game.
In the family version for 2-4 play-

ers you play a card to activate a 
system and can then move the 
shepherd or a Space Sheep or 
both together according to 
planet instructions; or you ac-
tivate a shepherd and move 
him one space, independent of 
planet instructions; or you play 
a defense card on the defense 
console for later use against a 
Wolf Attack. On top of this you 
can attack the Wolf ship by play-

ing a card and toppling the Ship; 
when it is toppled over the Su-
preme Flock Commander can 
turn over the sand-timer, roll the 
die and move the Wolf ship and 
set it upright again at the new 
destination. If the timer should 
run out all the same, cards must 
be discarded according the cur-
rent wolf counters - when there 
are not enough cards available, 
the game is lost for all players. In 
the advanced version you play 
with more systems, fewer tactic 
cards, and a stronger wolf and 
can also add infiltrators who se-
cretly work for the Wolf.
Space Sheep offers a rather 
witty and unexpectedly chal-
lenging satire, which basically is 
an abstract riddle - you need to 
move pieces to get them to their 
correct position, in a setting that 
is a Star Wars parody with great 
graphics. Not a casual game for 
in-between and not a game for 
beginners, but if you like it you 
play a very good game. 

SPACE SHEEP!
EWE‘S THE FORCE!

INFORMATION

Designer: Anthony Rubbo
Artist: William Bricker
Price: ca. 35 Euro
Publisher: Stronghold Games 13
www.strongholdgames.com

PLAYERS:
1-8

AGE:
10+

TIME:
30+

EVALUATION
Satire, SciFi, cooperative
Users: With friends
Version: en
Rules: en
In-game text: yes

Comments: 
Cute, satirical topic * Two 
versions, cooperative and 
competitive * Needs some 
learning games * Variable 
set up offers many different 
games * Movement of 
pieces changes in relation to planets 
and other pieces

Compares to:
First game of its kind, maybe Nefari-
ous for variable set-ups

Other editions:
Currently none
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Car racing game using dice - 
well, we have had that a few 
times already, but Super Race 
offers an attractive and unusual 
variant:
You have your own board fea-
turing two different sides and 
at the start of the game players 
decide together which side they 
want to use, either Indianapolis 
or Monza; the race is run, that 
is, drawn, counter-clockwise on 

the board.
In your turn you roll all dice, may 
re-roll a maximum of two times 
and set dice aside and reroll dice 
previously set aside. After three 
rolls maximum you decide on 
one of the colors in the result 
and mark the elements on the 
board accordingly - you can 
use elements from dice of any 
color on the grey squares of the 
board, on colored squares you 

can only mark results from dice 
of the same color.
You cannot enter, that is, mark, 
a square twice and you cannot 
branch off from your track, you 
must continue at its end. If you 
cannot mark all results in the 
chosen color you must forfeit 
your turn results completely. 
When the first track has reached 
or crossed one of the start/finish 
squares, you win at the end of 
the round if you went furthest 
beyond the finish squares. If you 
play several games for a Cham-
pionship you score 1 point for 
each square beyond the fin-
ish ones, each square that you 
would have to mark to reach the 
finish counts -1 and if you stand 
on one of the finish squares you 
do not score. As a variant you 
can mark oil spots on the track 
or run the race in clockwise-
direction. 
Good standard mechanisms in 
a nice combination, resulting in 
an attractive family game that is 
very good for casual players or 
for families with younger chil-
dren. 

SUPER RACE
TWO STRAIGHTS AND ONE CURVE IN BLUE

INFORMATION

Designer: Dietmar Bockelmann
Artist: A. Pätzke, M. Schiller
Price: ca. 7 Euro
Publisher: Schmidt Spiele 2013
www.schmidtspiele.de

PLAYERS:
1-4

AGE:
6+

TIME:
20+

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

Comments: 
Tin, easy to take along 
* Good combination of 
mechanisms * Good for 
families with younger 
children

Compares to:
Race games using dice

Other editions:
Currently none

Terra Evolution simulates the 
evolution of life on our planet, 
using Population cards, Species 
Cards, Continent cards and ca-
tastrophe cards. In your display 
you place planets with conti-
nent cards and species cards 
as well as card pile, population 
pile and fossil pile for extinct 
species. Population cards and 
Purchase cards are set out in the 
middle. You have several actions 

in your turn, in exact order, but 
need not implement all of them: 
In sequence you can play one 
card each for population, spe-
cies, continent and catastrophe, 
then purchase a card or take 
one from the fossil pile and fi-
nally, do end-of-turn actions. All 
continents of a player must be 
different. 
The game was released in 2013 
in a new, revised edition, with 

some rule changes, for instance 
in victory conditions - instead 
of 10, 13 or 15 fossil points + at 
least mammal and one bird card 
in case of 4,3 or two players you 
now need 17, 20 or 22 points 
plus mammal and bird card. 
Card numbers have changed 
for the card varieties; there are 
fewer population cards, but a 
new kind of catastrophe - Virus, 
the price is 9 population cards 
and you can activate it with any 
number of population cards. 
The number of cards used for 
activation is the number of pop-
ulation loss for all other players, 
species and continents are not 
influenced by the Virus.
In this new edition, too, Terra 
Evolution remains a deck build-
ing game, albeit one with lots 
of interaction, especially due 
to the catastrophes. They offer 
many ways to acquire cards or 
to thoroughly interfere with an 
opponents’ development; the 
topic has been nicely imple-
mented and the game offers 
nice strategic possibilities. 

TERRA EVOLUTION
TREE OF LIFE

INFORMATION

Designer: Esa Wiik
Artist: Esa Wiik, Charles R. Knight
Price: ca. 25 Euro
Publisher: Mindwarrior Games 13
www.mindwarriorgames.com

PLAYERS:
2-5

AGE:
10+

TIME:
45+

EVALUATION
deck building
Users: With friends
Version: multi
Rules: de en  fi
In-game text: no

Comments: 
New edition with revised 
victory condition * Includes 
Tree of Life expansion * 
Good family game, too * 
Topic nicely implemented 
* Low chance factor * Many 
tactical and strategic possibilities

Compares to:
Other deck building games

Other editions:
Finnish edition
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PLAYED FOR YOUtWICKIE / WIEN CATAN

Wickie and his VIkings discover 
an ancient treasure, the Mirror 
of Odin! If you see your shield 
in the mirror, you are invincible 
in battle. Each player takes 
one Wickie tile; 24 discs, the 
so-called template tiles, show 
shields in front and a number on 
the back side, they are stacked 
in the mirror compartment; a 
set of another 24 tiles show the 
same shields and have a yellow 

backside; those tiles are called 
display tiles and are spread 
open-faced on the table.
The current active player takes 
the first template tile and places 
it at the back of the row; then 
all look at the mirror image 
and search for the correspond-
ing display tile on the table. 
Whoever thinks he has found 
it, places his Wickie tile on the 
display tile. When all players 

have placed their Wickie tiles, 
you take the template tile out 
of the compartment and check 
beneath all Wickie tiles: If you 
have placed your Wickie tile on 
the correct display tile, you get 
the template tile. If more than 
one player has placed his Wickie 
tile correctly, the tile goes to the 
fastest of those players, that is, 
the player whose tile is lowest 
in the stack on the display tile. If 
you are first to collect five tem-
plate tiles you win. For an easier 
game you can use fewer pairs of 
tiles or remove the display tile 
from the table, too.
Wickie der Little Viking - a peren-
nially attractive topic and in this 
case introducing an attractive 
but not really easy game - the 
mirror distorts the image quite 
a lot and you have to look very 
closely to find the correct image 
on the table. A good challenge 
and a good training for observa-
tion and quick reactions. 

WICKIE
ODIN‘S SPIEGEL

INFORMATION

Designer: Thomas Daum
Artist: not named
Price: ca. 10 Euro
Publisher: Studio100Media 2014
www.studio100.eu

PLAYERS:
2-4

AGE:
5+

TIME:
15+

EVALUATION
Spotting, reaction
Users: For children
Version: multi
Rules: de fr it nl
In-game text: no

Comments: 
Simple rules * Attractive 
components * Familiar 
topic * Trains observation 
and reaction

Compares to:
Spotting games using 
mirror images

Other editions:
Currently none

Build roads, collect resources, 
build a settlement, upgrade a 
settlement to a town - for nearly 
20 years we have practiced re-
sources management and ne-
gotiation in Catan. Countless 
versions, supplements and ex-
pansions have been published, 
many of them for real regions.
Wien Catan features Vienna in 
an unnamed period - one of the 
sights on the board is Vienna’s 

Airport, but there is a Special 
Victory Points Card “Strongest 
Militia”.
Landscapes and dice numbers 
2-6 are pre-given permanently 
on a board; landscapes in Vi-
enna yields resources of wood, 
grapes, clay, stone and grain, 
and the Knights are called Mili-
tia, as previously mentioned. As 
in the original game, dice deter-
mine in each round who gets 

which resources where. You use 
the resources to pay for building 
roads, settlements and land-
marks - landmarks replace the 
towns from the original game 
and you can only build them 
on given spots; they are worth 
one victory point and a special 
reward like one free road or re-
sources or development cards. 
Roads can only be built out of 
settlement and landmark spots 
if the corresponding building, 
your settlement or a neutral 
landmark, is already built. If a 
7 is rolled the Robber blocks 
resources and steals them also 
from affected players. You win 
with 10 victory points from set-
tlements, landmarks and devel-
opment cards.
Wien Catan again offers a chal-
lenging and thrilling game with 
a good mix of familiar and new 
features, featuring Vienna-relat-
ed topics also in the Progress 
cards, e.g. Platz am Hof or Bastei. 
If you love to settle you should 
try vineyards, quarries, Castle 
Schönbrunn, Privileges or the 
“Iron Book”.  

WIEN CATAN
BUILD RIESENRAD OR HERMESVILLA

INFORMATION

Designer: Klaus Teuber
Artist: M. Menzel, A. Jung
Price: ca. 35 Euro
Publisher: Kosmos 2013
www.kosmos.de

PLAYERS:
3-4

AGE:
10+

TIME:
75+

EVALUATION
resources
Users: With friends
Version: de
Rules: de
In-game text: yes

Comments: 
Features elements from all 
eras of the town’s history * 
Vineyards and quarries are 
exclusive new landscapes * 
Unchanged basic rules

Compares to:
All versions of Settlers of Catan

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

For children + learn
For families

With friends
For experts

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

Strategy
Creativity

Knowledge
Memory

Communication
Interaction

Dexterity
Action

Expansion for Agricola for 1-5 players, ages 12+

The Bielefeld Deck features 24 cards, 11 x 24 Karten, 11 x Occu-
pation - Leinweber - Vampyr - Anstaltsstifter - Weißer Brasilianer 
- Apfelmann - Überlebenskünstler - Berater - Protestsänger 
- Systemtheoretiker - Genossenschaftler - Diakonisse and 13 x 
Minor Improvements - Sparrenburg - Bielefelder Spielkarten 
Backpulver - Spielwiese - Heimat-Tierpark - Verschwörung 
- Ravensberger Spinnerei - Pudding - Alm - Der 52ste Breiten-
grad - Schlachterkirche - Holzköpfe - Gebäudebrücke. The cars 
feature attractions and famous people from Bielefeld. Cards with 
explanations of sights are included.
Version: de * Rules: de en * In-game text: yes

AGRICOLA BIELEFELD DECK

Designers: Michael Speckmann, Uwe Rosenberg
Publisher: Lookout Games

Roll & Move game for 2 players, ages 6+

This year the Loquai matchbox-gift at International Toy Fair 
2014 was a new dice game by Niek Neuwahl, 14 light and 2 dark 
square tiles are laid out for a track, the dark ones can be placed 
anywhere between position 5 to 11. You should be first to score 
3 points: You roll and move one of your 4 pieces or add one to 
the track; if you roll 5 or 6 you pass your turn. When you move 
onto an opposing piece it is blocked. Pieces on dark squares 
cannot be blocked. When one of your pieces reaches the final 
square of the track exactly, you score one point and all pieces 
start anew. 
Version: multi * Rules: de en fr it * In-game text: no

DER 3. PUNKT

Designer: Niek Neuwahl
Publisher: Loquai Holzkunst 2014

Supplement for Game of Thrones for 2-4 players, ages 13+

A Game of Thrones tells an epic story about a rough country 
with a dark legacy. You head one of six noble houses in Westeros: 
Baratheon, Lannister, Stark, Targaryen, Greyjoy or Martell and start 
with 7 cards. A round comprises plot, draw, meeting, challenges, 
dominance, status and taxes. You win with 15 power points.
Gekreuzte Klingen/ A Clash of Arms is the 1st German edition 
of the first cycle of chapter packs, Zu den Bannern / Calling The 
Banners is the sixth chapter pack featuring cards 101-120 in the 
cycle. This chapter pack introduces cards which supplement and 
improve existing decks and vary the Metagame. 
Version: de * Rules: de en * in-game text: yes

GAME OF THRONES ZU DEN BANNERN

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

Expansion for Hive for 2 players, ages 9+

You have 11 pieces each with insects that move differently. 
Those pieces make up the playing board, you do not remove 
one, but need not place each piece. You win if you surround the 
opposing Queen, even using opposing pieces. A newly placed 
piece must touch one of your own already there, the Queen 
must be placed in the first four turns, then you can move pieces 
on the board, but must not split the board in doing so. The Pill-
bug / Die Assel moves one step or moves an adjacent piece two 
steps, the first one on top of the Pillbug, the second one down 
into a free spot. The Mosquito can imitate both options.
Version: multi * Rules: 12 languages * In-game text: no

HIVE THE PILLBUG / DIE ASSEL

Designer: John Yianni
Publisher: Gen42

Card game for 3 or more players, ages 4+

Cards feature characters from the film, they show monsters, 
their names and the symbol, in this case a letter and a number, 
to mark a quartet. Using those cards you play a classic game of 
quartets / Happy families - you ask any player for a card; if he has 
it you get it and can ask for another card - the same player or 
another one. Complete quartets are set down. If you do not get 
the card you asked for, your turn ends and passes to the player 
who was asked. When all quartets have been set down, you win 
with most of them.
Version: de * Rules: de * In-game text: no

MONSTERS UNIVERSITY QUARTETT

 
Publisher: ASS - Spielkartenfabrik Altenburg

Card game for 2-6 players, ages 8+

A card game played in two parts, you win if you are the last man 
standing, that is, in play. Phase One is a trick-taking game with 
simultaneous selection of a card; cards are revealed, identical 
values are discarded, the remaining highest card wins the trick. 
Phase Two is Russian Roulette. There are six cards face-down on 
the table, one with a bullet. If you have most cards from Phase 
=ne, you draw a card from the table or discard a card from hand, 
shuffle the bullet cards and draw a card or discard as many 
cards as there are players left and pass your turn. If you draw the 
bullet, you are out!
Version: fr * Rules: fr * In-game text: no

PAN T‘ES MORT

Designer: Ludtche
Publisher: Facily Jeux 2013

Placement game for 2 players, ages 8+

In 1991, Quarto was the first of a series of very beautiful abstract 
games from Gigamic. The board is made up of 16 squares and 
there are 16 different pieces showing four different characteris-
tics - they can be light dark, big, small, round, square and have 
a hole or be whole. Winning condition is to arrange four pieces 
that have one of those characteristics in common, in a row, 
orthogonally or diagonally or, in a variant, in a square anywhere 
on the board. In your turn you choose a piece and give it to your 
opponent to place. New design in pocket size.
Version: multi * Rules: 33 languages * In-game text: no

QUARTO POCKET

Designer: Blaise Muller
Publisher: Gigamic

Card game for 2 or more players, ages 4+

A classic game with new characters, the Old Maid in this game 
is a Black Face with big white teeth. Ritter Rost and his friends 
are pictured on the cards; you play according to standard rules: 
The cards are dealt evenly to all players; if you have pairs in hand 
already now you put them on the table. In your turn you draw a 
card from the hand of your left neighbor – if it makes a pair with 
one of your own cards you put the pair on the table, otherwise 
you take the card in your hand. If you hold the Black Face when 
all pairs are on the table you lose the game.
Version: de * Rules: de * In-game text: no

RITTER ROST SCHWARZER PETER

 
Publisher: Noris Spiele 2013

Card/Quiz game for 2 or more players from age 8

Choosing your card’s best attribute, beating (trumping) your 
opponent’s card, and winning the cards played in the round – 
already a Classic! Cards are dealt evenly to all players. The active 
player chooses an attribute on his top card (no shuffling of the 
deck!) and calls out the corresponding value – all other players 
check their cards for the value of this attribute – the player with 
the highest value gets all cards of this round. In case of a tie 
cards go on the table and the winner of the next round receives 
those too. Themeset: Star Wars Episode II Angriff der Klonkrieger
Version: de * Rules: de * In-game text: yes

TOP TRUMPS STAR WARS EPISODE II

 
Publisher: Winning Moves 2013
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