

[image: Image]





DEAR READER





My grandmother first introduced me to tabletop gaming at the ripe age of three, and my love for it grew exponentially over the years. As a teenager, it wasn’t exactly the cool thing to do, but as I learned and grew not only did I realize I didn’t mind doing uncool things but I found a flourishing community of welcoming people who would change my life forever. As a single mother at nineteen years old, I struggled with fitting in and finding friends who shared my interests. I had always been passionate about art, music, and storytelling; this passion quickly morphed into a love of narrative gaming and eventually all tabletop gaming. When I came back to tabletop gaming, I found myself at home for the first time, surrounded by people who valued spending quality time together. May anyone feeling lost share this world with our community and lose herself or himself in the wonder of the adventures, exploration, and endless universes to discover.
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DEDICATION





This book is for Hailey, Enver, Link, Eliza, Percy, James, Margot, Gabe, Lucy, and all of the other young and inspiring gamers who continue to make tabletop gaming flourish and grow with the passing of time.


Be bold, play games, be you.





INTRODUCTION





Ticket to Ride. Pandemic. Fireball Island. Exploding Kittens. Today there are hundreds of tabletop games on the market, and it’s tough to know what to play. Here in The Everything® Tabletop Games Book you’ll find dozens of games that are smart, challenging, and fun.


This book will introduce you to games ranging from widely available classics such as Carcassonne and Settlers of Catan to deck-building games like Dominion to cooperative games like Betrayal at House on the Hill and Pandemic. These and the other widely popular games featured in this book will introduce you to the types of tabletop games on the market and help you decide what kind of game suits you best, for every occasion. Each entry includes:


• Difficulty on a scale of one to five


• Recommended age range for players


• How many players are needed


• How long it’ll take you to play it


• Some good times to play it


• When it was released


• The publisher’s name


• Who the designer is


Then there’s a short description of what it’s like to play the game. Finally the entry lists the top game expansions that have been published. If the game has no expansions, we indicate that.


As tabletop gaming flourishes, it’s drawing in more and more people who regularly gather together to enjoy these games—whether at home, at a local game store, or elsewhere. There are even conventions such as Origins and Gen Con at which thousands of tabletop games are played by people from around the world. So, whether you want to explore new worlds and futures, fight off threats to the earth, solve complex puzzles, or more, you’ll find the game you’re looking for.


Now let’s start playing!
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JOIN IN:


TABLETOP GAMING CULTURE


As you’ll quickly discover when you start playing tabletop games, there’s a whole culture that goes along with them. At local game stores, clubs, libraries, and elsewhere people who are either friends or perfect strangers bond over game boards. In this chapter, you’ll learn a bit about this culture: where tabletop games are played, the main types of games, a bit about the history of tabletop gaming, and how to assemble a gaming group.


Getting Started


When Should You Play Tabletop Games?


Local Game Stores


Finding Your Gaming Group!


How to Decide On a Game








GETTING STARTED


One of the fantastic aspects of game design is that you can take any subject from the real world and transform it into a captivating project. Tabletop games take artwork, storytelling, and system design and weave them into a magical experience for a table of players to share, creating memories and friendships that can last a lifetime. Tabletop games give players an experience they won’t soon forget and encourage table talk and shared joy in order to give everyone at the table not only a better understanding of each other, but also a better understanding of themselves.


Just as with any hobby, there are different types of tabletop games to choose from. Some you’ll like and some you won’t. The number one rule of tabletop gaming is: don’t let anyone tell you if a game is good or bad. Ask yourself if it’s the right game for the people you’re playing with at the time. If it is, then go ahead and play it! Different games work better with different kinds of people. A game that’s perfect to play with your mom and grandma may not be perfect to play with your friends from college.




FACT


Something that’s been very conducive to the rise of tabletop games in recent years is the development of crowdfunding websites. Kickstarter is among the best known of these. If you go on the Kickstarter site you will find hundreds of tabletop games that are competing for investor dollars.





One of the most important aspects of gaming is enjoying yourself and creating memories with people you care about. If a game isn’t doing it for you, talk about that with the other players. Explain what you did or didn’t like about a game so the next time you’re picking, you can find one that better suits the group. After all, the whole point of playing games is to have fun, and if you’re not, then it’s time to move on to a different game.


As you’re reading this book, make note of which games seem to suit you best. Remember, everyone has a different idea of fun, so games that work for some people won’t for others. Each entry includes information on the number of players and the time it takes to play the game. That will help you winnow things down right from the start; after all, if a game is meant for four players and there are just two of you, it’s best to choose a different game.


Once you’ve got a list of games you’re interested in, start thinking about people who might like to play them with you. And ask yourself, when’s the best time to play these games.


WHEN SHOULD YOU PLAY TABLETOP GAMES?


One of the great things about tabletop games is that they fit on, well, a table. They come in a variety of sizes and take different amounts of time to play. For each of the games described in this book, we’ve listed some times and places that would be good to play. These times and places reflect the culture of tabletop gaming, which includes family gatherings, a group of friends getting together for an evening of game play, tabletop gaming at your local game store, and much more. What connects all these options is the idea of people coming together over games.


Here’s the list. Keep in mind that it’s not written in stone; if you want to play one of the games in this book somewhere other than what we suggest, go for it.


• When you’re at a dinner party. Dinner parties are a great time to break out a game. After all, your guests are already sitting around a table, and games can supplement your sparkling conversation. Generally games that are good for dinner parties don’t last too long (your guests can’t stay up all night gaming) and aren’t super-strategic, since after a good dinner no one wants to think too hard.


• When you’re just getting started with tabletop games. If you’ve never played tabletop games before—or at least nothing more complicated than Monopoly—it’s best to start with something comparatively simple, like these games. Have someone who knows the game teach you how to play.


• When you have a spare ten minutes. Some of the games in this book take a couple of hours to play. But others can be played in five or ten minutes. If you’ve got a friend and just a little time, a short game is the way to go.


• When you have a few spare hours. Maybe it’s a lazy Sunday afternoon. Maybe it’s a rainy day and you don’t feel like watching TV. Whatever the case, there are plenty of tabletop games that take a few hours to play and can keep you and your friends busy.


• When you’re having a game night. One of the great things about an organized game night is that there can be several games going at once. The games with this designation take about the same amount of time to play, so everyone will finish at about the same time. They also require about the same number of players, so it’s easy to split up your guests between several games.


• When you’re at your local game store. As you’ll see later in this chapter, local game stores are at the center of gaming culture. Most of these stores not only sell games; they also have space to play them. The games with this designation are a bit harder to find outside of game stores or are sufficiently advanced that some expert advice (such as you find at game stores) is welcome.


• When you’re ready to explain rules. Come on! Admit it. Sometimes it’s fun to be the one to explain rules. And when you teach a new person how to play a game, you’re making a new gaming friend who can join your circle. These games aren’t super hard, but they’ve got a lot of rules, and it’s fun to explain them to newbies.


• When you’re in a large group. Some of the games in this book are meant for parties—they’re aimed at involving a large number of people. These can be crazy fun and can help break the ice if people at the party don’t all know each other. Keep in mind that your gregarious friends probably won’t love deck-building or heavier strategy games as much as your quiet or focused friends. Ask your friends what games they enjoy, and let their answers guide your choice.


• When you love solving puzzles. Lots of tabletop games depend on players’ ability to figure out problems—some of them kind of complicated. If you like exercising your brain, there are lots of games in this book for you.


• When you want to play on a team. Most games in this book are competitive—but some are not. Those games depend on everyone playing cooperating with each other. In a sense, you’re all playing against the game itself. Games with this designation depend on team play.


• When it’s time for a little competition. Although some of the games described in this book depend on teamwork, others . . . not so much. If you’re keen to beat out your opponents and show them who’s king of the mountain, you’ll find lots of ultra-competitive games here. Be ruthless, have no mercy on your foes, and rise to the top.


• When the whole family is around. Perhaps when you were little, your family played Monopoly or Chutes and Ladders. Now, when you get together, it’s time to try something a bit more challenging—one of the games described in this book. These games aren’t difficult, and they don’t require a lot of strategy. They’re just fun and pretty casual—just right for a family atmosphere.




ARE TABLETOP GAMES THE SAME THING AS BOARD GAMES?


Not quite. A tabletop game is anything that’s played, well, on top of a table. Board games are a subset of tabletop games and use a game board where pieces, cards, and sometimes miniatures are moved around. Not all the games in this book are board games (although most are). Some are card games, and several are role-playing games, which don’t use a board.





• When you want to learn more about your gaming friends. No matter how well you think you know your friends, there’s always a bit more to find out. Some of the games in this book will help you do that—often by asking challenging and sometimes very personal questions.


• When you want to play something challenging. Some of the games in this book are simple. Others, such as the ones with this designation, require careful strategizing, plotting out your next series of moves to take advantage of your opponents’ weaknesses. If you like a challenge, you’ll find what you’re looking for here.


• When you’re in a tabletop game marathon. There are few things more fun than getting your friends together for an entire day (and night, sometimes) of gaming. The games with this designation are flexible in how many people can play, can last for hours of gaming fun, and don’t take themselves too seriously.


• When you want a game you can carry with you. Some of the games we’ll discuss are pretty big. Others, like these games, you can put in your pocket. If you never know when you’ll find the opportunity to game, stick a copy of a tabletop game in your pocket and you’re good to go.


• When you need to relax. Whether you’re competitive or cooperative, tabletop gaming is a great way to kick back and have fun. These games aren’t especially difficult, aren’t hyper-competitive, and aren’t likely to get anyone mad. They’re just relaxing, easygoing games.




ESSENTIAL


Let’s face it: dice are an essential part of most tabletop games. Some games have a ton of special dice (think Dungeons & Dragons), while others just use the six-sided dice you’re used to. These games use a lot of dice. If you like to roll dice, you’re in the right place.





• When you want something fun and easy. Although some of the games in this book are pretty complicated, others, such as the ones with this designation, you can learn in ten minutes. There are times you don’t want to devote a lot of your mind to a game. Sometimes it’s not so much about the game play but about the conversations over the game board you have with friends and family. You’ll find that in these pages too.


• When you feel like adventure. Tabletop games can have very mundane settings; after all, what’s more ordinary than building a railroad? But games can also take you right out of this world. Whether it’s climbing a mountain with a mysterious temple clinging to its side or sidling cautiously through dank dungeon corridors, an ear cocked for goblins, tabletop games are a gateway to mystic and exotic destinations. These games are an entry to weird and enchanting worlds.


• When you’re at a gaming convention. Gaming conventions are everywhere these days, and there’s bound to be one happening soon near you. Surrounded by thousands of enthusiastic gamers, you’ll find yourself playing new tabletop games and immersing yourself in gaming culture. The games with this designation are commonly found at conventions (along with hundreds, if not thousands, of others). This style of play lends itself to tournaments and other forms of organized play—something you may want to take part in as you gain experience with these games.


LOCAL GAME STORES


One of the best places to play games and find others to play them with you is your local game store. Finding a local game store is simple. A quick online search will reveal any in your area. However, a word to the wise: they tend to be located in urban areas.


It’s important to find the right local game store for you. Some game stores are more kid-friendly. Others cater to a specific genre of games and players. They may have broad appeal or be more specialized in their offering. They are as diverse as their owners and community. If you have young children, it’s a good idea to try to find a game store owned by people who also have children.


If you are new to the hobby and want to explore, look for a few things when you enter the store:


• Does the store provide an open gaming space?


• Are tables clean and organized?


• Is the staff friendly and inviting?


• Do they provide opened demo copies of games for you to “try before you buy”?


• Can you rent games?




FACT


If you’re not one for kids, however, it’s a better idea to avoid those stores that might have a more kid-focused environment. Don’t be afraid to admit that a store might not be right for you, although it’s probably best if you don’t tell the store that.





If the answer is “yes” to most or all of these questions, you’ve found a friendly local game store (FLGS), and those are the best! Be sure to return. Also check for events. Most stores have a weekly open board game night (although there may be a fee). Some stores have specific game nights for gamers in their twenties and thirties, the LGBTQIA+ community, gamers over sixty-five, and families. Check to see what is offered, and don’t be afraid to ask. If they don’t offer it, maybe it is because they haven’t had the right person to organize it, and the right person could be you.


In smaller cities, game stores may not have a large selection available. It’s important to consider asking your game store how to pre-order games that you may have heard are coming out. Game stores live and die by their regular client base, so if you find a space that you love, be sure to show your appreciation to them by making your purchases there. In larger cities there are even game stores with fees where you can pay to play games for a set number of hours using their game collection in case you don’t have the money or space to invest in your own.




FACT


If you’re more of a competitive player, there are always plenty of stores that primarily focus on games like Magic: The Gathering and Warhammer 40k, which involve high levels of competition.





FINDING YOUR GAMING GROUP!


The most important thing about your gaming group is that you should have fun together. Even if there are things you don’t have in common (and there almost certainly will be), you all like games, and that’s a great unifier. It may take some time to find out who your core of gamers are, but that’s okay. After a couple of regular game nights, some people may drop out, but others will probably want to join in the fun.


When planning a game night there are only a few rules:


• Avoid sticky or messy snacks


• Be ready for anything (group size, personality type)


• Have the right space to accommodate the games being played


• Have a designated teacher


You always have the option to plan your own game night or find one at a local game store, café, or public event space. For families with children, it’s often easier to find other families to game with, especially if your children are around the same age. Family and party games are excellent choices if you want to include the children in the game. However, there are also plenty of dexterity games you can give the kids to play while you play a complex strategy game with the adults.


Board game cafés are becoming more common, and if you have a local café in the area that doesn’t currently have them, consider talking to the owner about adding tabletop games to his or her café. There are plenty of abstract strategy games that can even be displayed as gorgeous works of art sitting on a shelf. These games are so striking that they garner the interest of folks who have never given tabletop games a second thought. They are fantastic tools to create new tabletop gamers and will help you to find your perfect game group.


Make New Friends


When looking to form a new tabletop gaming group it’s critical to tap your other friend groups, whether they’re from church, trivia night, or your local Pokémon Go group. You’ll want to consider using websites like MeetUp.com or Facebook to garner interest in game nights. You can also put up flyers, but the most essential component in having a successful tabletop game night is matching up the right game with the group in front of you.




CAN I FIND GAME STORES ONLINE?


Yes, many game stores have an online presence. Not all game stores are listed online, though, which is why asking around for a local game group can be a great alternative to looking up a store. Also, many coffee shops have small game collections. Every day more libraries add tabletop games to their collections, and it’s never too late to convince them to start one.





Player Count


A majority of tabletop games are designed for two to four players. If you plan on having more than four players at your game night, it’s essential to have more than one game or games that accommodate more players. Titles like Citadels, Red Flags, Cash ’n Guns, Codenames, and Mysterium are prime examples of games that can accommodate large groups of people.


Accommodations


If you want everyone to have a good time, it’s important to plan when setting up a game night. Consider creating a Facebook event and asking people to RSVP. While a large room with many tables can be ideal for more rules-heavy games that tend to be on the quieter side, if you plan on playing party games, you might consider accommodations that have multiple rooms.


Party games tend to require a lot more communication and table talk, and can get loud. If you’re playing party games, make sure you do it in a place where noise isn’t an issue, especially if there are other tabletop games going on nearby. There’s nothing worse than trying to play an attention-heavy board game and having your concentration broken by shouting. Consider this when planning your game nights.


HOW TO DECIDE ON A GAME


For everyone to have the best time, it’s important to pick the right game. Some people are rowdy and outspoken—they probably won’t do well with a game that requires a lot of concentration and strategic thought. Other people are quieter and more interested in the complex process of planning and executing complicated game strategies. They’ll enjoy different kinds of games than the first group.


Above all, have fun! When everything’s said and done, that’s really what this book is all about.


Don’t be rigid about following the advice given here. Be willing to try new games. It’s possible you and your friends might enjoy some of these games even if they’re recommended for different kinds of people. Don’t be afraid to ask the players throughout the game play if they are having a good time. It’s okay to have a miss at game night and set it aside for a better game that ends up being a win for everyone!




ALERT!


If you’re having trouble finding the right fit for a game, don’t be afraid to split into smaller groups. That will widen the range of games you can play and make the game a more intimate experience for the players.
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BEGIN HERE:


CONTEMPORARY CLASSICS


Evergreen games are the widely known popular games that keep game stores in business. These are the titles that have become or are expected to become household names. They are almost always easy to teach, easy to learn, and widely available in game stores, local libraries, and cafés. Without these games, tabletop gaming as it is today would not exist. As tabletop gaming continues to grow, the most accessible games will always be the best-selling ones. However, as the quality of art and pieces improves with the influx of money in the tabletop industry, we have to ask ourselves if these games will change. The larger publishers have put a lot of work into updating the look and feel of many classic games in an effort to stay relevant. It will be interesting to see if the tides will change, or if these modern classics are here to stay because of the ways they resonate with players through a distinct combination of gorgeous artwork, relatable or fun mechanics, and fast or engaging game play.


Munchkin


Settlers of Catan


King of Tokyo


Ticket to Ride


Carcassonne


Splendor
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Munchkin


Difficulty: [image: 1 star]


Age Recommendation: 8+


Number of Players: 3–6


Play Time: 1–2 hours depending on how vicious your friends are




WHEN TO PLAY


• When you’re at a dinner party


• When you feel like a little competition


• When you’re just getting started with tabletop games





Release Date: 2001


Publisher: Steve Jackson Games


Designer: Steve Jackson



[image: Image] THE GOAL


Be the first player to reach level ten by defeating a monster!



[image: Image] LET’S PLAY!


There are some board games that are so classic in the board game industry that experienced gamers stop taking them seriously. Munchkin is one of those games, but you should play it anyway because it’s also one of the few games that consistently excites new players and brings new enthusiasts to the hobby. That’s thanks to how easy it is to learn and play, and also because of the way it strikes just the right balance between luck and skill in its game play.


In Munchkin, your only task is to make it to level ten. This sounds simple until you realize that your friends are working together to stop you every step of the way. In the game, there are many kinds of cards but only two stacks on the table: treasures and doors. Each player starts the game with four treasure cards and door cards. If the players have been dealt any equipment, race, or class cards in their hand, they put them into play immediately. Players may only ever have one race and one class card in play at any given time. Equipment is limited to one body armor, two hands to carry weapons, one foot gear, and one head gear. These help players defeat the wide variety of monsters they face! Players may choose to replace these with better cards, and there are even some cards that allow players to ignore these limits.


Each heroic player kicks off her or his turn by kicking open a door. This is done by flipping the top card of the door deck over. If the player encounters a monster, a level is listed at the top center of the card. Defeating a monster is simple: the active player, using all of her class, race, and equipment cards, must have more strength than the monster’s level. Some of these monsters have special text that makes them stronger or weaker against certain races, classes, or equipment. Almost all monsters have “bad stuff” listed on their cards. This is what happens to players if they fail to defeat the monster. If they succeed, they’ll acquire the amount of treasure listed on the card.


Players do not choose if they would like to fight the monster; instead, they must fight the monster. That said, no hero has to go into battle alone. The active player may ask the other players for help on her turn by negotiating for their treasures, or even offering the other players her equipment in play in return for their one-time help. Then the players who have decided to fight the monster add their overall scores together. Negotiations need to be enticing if you want them to be effective, so don’t be afraid to part with some of your favorite armor.


To make matters a bit more complicated, the players who aren’t helping a munchkin in combat can work against her by playing curses to hinder her and her allies, cards that stop the combat, or even wandering monsters whose strength can be added to the active monster’s strength.


If the active player cannot defeat the monster or obtain help, she may choose to run away. The player rolls a die and if she rolls a five or higher, she can run away from the combat. If she fails, the bad stuff on the card becomes her unfortunate fate.




IS IT EASY TO FIND COPIES OF MUNCHKIN FOR SALE?


Yes. It’s available through online retailers and almost every game store stocks it. You might not be able to find it at bigger retail stores like Target and Walmart, but with a little searching you can easily lay your hands on a copy.







ALERT!


Munchkin is entirely capable of ruining relationships. Arguments are built into it. Please play this game with caution!





Not all doors have monsters behind them. Some have a simple curse behind them, which impacts the player immediately. Fortunately, sometimes what’s behind the door is neither a curse nor a monster, in which case the player may take the card and simply put it into her hand to use on a rainy day—or she may play it immediately.


If you didn’t find a monster when you kicked open the door you can either:


• Play a monster from your hand and enter combat with it.


• Loot the room by taking the top card of the door deck.


None of the other players are allowed to see what you drew this time.


At the end of each round, players must have five or fewer cards in their hand, and since players don’t have a limit on the number of cards they can play, they can manage their hand size fairly easily. However, if a player winds up with more than five cards, she must donate her extra cards to the player with the lowest level. If she is the character with the lowest level, she may discard her extra cards.




FACT


Munchkin was never intended to be a very serious game. Instead, it was initially designed as a parody of role-playing games like Dungeons & Dragons. It’s a simplified, silly parody of the genre, and it’s perfect for introducing new players to tabletop games. Its designer, Steve Jackson, also designed the Generic Universal Role Playing System (GURPS), which was intended as an alternative to D&D.
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EXPANSIONS


Deluxe Base Sets:


• Munchkin Shakespeare Deluxe


• Munchkin Legends Deluxe


• Munchkin Zombies Deluxe
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Settlers of Catan


Difficulty: [image: 3 star]


Age Recommendation: 12+


Number of Players: 3–4


Play Time: 1–2 hours




WHEN TO PLAY:


• When you want to play something challenging


• When you’re at a gaming convention


• When you’re ready to explain rules





Release Date: 1995


Publisher: Mayfair, Catan Studios


Designer: Klaus Tueber



[image: Image] THE GOAL


Be the first player with 12 points. You gain these points through having the longest road, building settlements, upgrading those settlements to cities, and buying development cards.



[image: Image] LET’S PLAY!


Chess. Monopoly. Dungeons & Dragons. Magic: the Gathering. Settlers of Catan. These are some of the most well-known and revolutionary tabletop games in history. In an industry where most board games make less than 5,000 copies, breaking one million copies sold is pretty powerful stuff. Catan has sold more than 18 million copies worldwide, which is a huge accomplishment for a modern tabletop game.


The theme of Catan is a classic one: settlers venture into a new, unexplored land, which must be tamed and civilized. Its mechanics first appear to be dice rolling and network building. However, at the heart of Catan lies a fierce negotiation and trading game that will permanently ruin your relationships with your family members in the same ways you fondly remember playing Monopoly with your grandmother.


In Settlers of Catan, you build roads to build more settlements, but you need wood and clay to build those roads. In the game, there are five resources that you trade:


1. Wheat


2. Wood


3. Stone


4. Sheep


5. Clay


The board is made up of fourteen hexagonal shapes. Each hexagon represents one of the five resources and is assigned a number between two and twelve, excluding the number seven. The closer the numbers are to seven, the more common that number appears to be on the board. The intersections of these tiles are where players place their settlements and build roads between them. All settlements must be at least two roads away from each other in order to be placed. This can, of course, lead to some cutthroat competition!




ARE THERE VERSIONS OF SETTLERS OF CATAN THAT AREN’T BOARD GAMES?


Yes. There is a card game and a dice game based on Settlers. It should be noted that Settlers was the game that established hobby board games in the United States and Europe.





Development cards can be purchased. These consist of five different abilities, which can’t be used until the player’s next turn:


1. The knight allows you to move the robber and steal a resource from the owner of an adjacent settlement or city (and if you have the most of them, award yourself the “largest army” bonus).


2. The year of plenty card allows you to select two resources of your choice from the bank.


3. The road building card lets you build two roads for free.


4. The monopoly card allows you to announce one kind of resource and then take everyone’s entire supply of that resource.


5. Victory point cards award you an extra victory point.
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To start the game each player is given two settlements to place on the board. The starting player places his first settlement, and then players continue clockwise placing settlements until the last player places her first settlement and then also places her second settlement.


The placement of settlements then slingshots back around counterclockwise until the first player has placed his second settlement, then the game is ready to begin!


Each player begins his turn by rolling two six-sided dice. Each settlement is placed at the intersection of one to three six-sided tiles and each player may only place one settlement per turn. Each tile represents a resource and has a number on it.


Any time that number is rolled by those two six-sided dice, the players with a settlement on the intersection of the tiles receive one of its resources. When they’ve upgraded their settlement to a city by paying the necessary resources, they collect two resources each time that number is rolled.




EXPANSIONS


• Settlers of Catan: 5–6 Player Extensions 1996, 1999, 2000, 2001


• Settlers of Catan: Seafarers 1997


• Settlers of Catan: Cities & Knights 1998


• Settlers of Catan: Traders & Barbarians 2007


• Settlers of Catan: Explorers & Pirates 2013
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King of Tokyo


Difficulty: [image: 2 star]


Age Recommendation: 6+


Number of Players: 2–6


Play Time: 30–60 minutes




WHEN TO PLAY:


• When you’re having a game night


• When you’re at a dinner party


• When you’re at your local game store





Release Date: 2011


Publisher: Iello Games


Designer: Richard Garfield



[image: Image] THE GOAL


Be the last Kaiju standing by defeating the other players or the first player to score 20 points!
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Yahtzee. Everyone’s heard of it, if not played it. It’s estimated that Yahtzee sells more than 50 million copies per year. King of Tokyo took Yahtzee’s popular game mechanic (roll the dice three times) and turned it into the perfect Kaiju-smashing party game. In King of Tokyo, each player selects an epic Kaiju monster to play; the monster is represented by a gorgeous colorful character standee.


Players choose from cybernetic kitties, intimidating Kaiju, mechanical dragons, aliens, krakens from the seas, and even penguins from outer space! These monsters vie for control of Tokyo where they face off, dealing damage to one another and gaining power so that they may be crowned the King of Tokyo.


In the center of the table is Tokyo, the battleground of the game. Players may only enter Tokyo if they roll at least one paw or, if there is already a player in Tokyo, they deal damage to the active player in the city. If the game has more than four players, two players may be in Tokyo at any given time.




FACT


Kaiju refers to a film genre in Japan in which giant monsters—often the result of radioactive mutation—attack cities like Tokyo. The word translates to “strange beasts” and originally referred to monsters and creatures from ancient Japanese legends.





Placed next to the Tokyo board is a number of cards that can be purchased by any player if he has enough energy cubes to pay the cards’ cost.


At the beginning of each player’s turn he takes hold of six vibrant, chunky dice, each one of which has hearts, lightning bolts, and monster paws on it as well as numbers from one to three. Similar to Yahtzee, players roll the six dice, and if they don’t like the results, they may roll them again. They may reroll up to two times.




ESSENTIAL


King of Tokyo has received dozens of rewards and honors for its design from organizations all over the world. Richard Garfield, its designer, was the creator of Magic: The Gathering, the most successful collectible card game in the history of tabletop games.





Each of the symbols on the dice has a different purpose, and keeping a few of them from round to round will prove useful for the players. If a heart is rolled and the player is not located in Tokyo, he may heal one health for each heart he rolled. If the monster paw is rolled while the player is in Tokyo, the player may deal one damage to each player outside of Tokyo. If the player is outside of Tokyo, he deals one damage for each monster paw rolled to each player in Tokyo. If the lightning bolt is rolled, the player collects one energy cube for each lightning bolt rolled on his turn. If a number is rolled, the player gains power if he rolls at least three of the same number on his turn.


[image: Image]


There are two ways to be crowned the King of Tokyo. Players can either eliminate all of their opponents by dealing the final blow to them and taking their initial ten health all the way down to zero, or they can gain a total of twenty power and be forever crowned the King of Tokyo. Well, at least until next game night.




EXPANSIONS


• Power Up! Expansion


• Monster Expansions








Ticket to Ride


Difficulty: [image: 2 star]


Age Recommendation: 8+


Number of Players: 2–5


Play Time: 60 minutes




WHEN TO PLAY:


• When you’re having a game night


• When it’s time for a little competition


• When you’re just getting started with tabletop games





Release Date: 2004


Publisher: Days of Wonder


Designer: Alan R. Moon



[image: Image] THE GOAL


Be the player at the end of the game who’s built the longest or the most railroads and thus has the most points!



[image: Image] LET’S PLAY!


Ticket to Ride is an award-winning tabletop game that continues to win hearts and minds for its creativity and simplicity, as well as for its many expansions. In a world where there’s a cult of the new, Ticket to Ride has earned its place among the classics, offering an edge-of-your-seat engaging play experience by beautifully blending just the right amount of player interaction with a race to the finish line.


To start the game, each player is dealt out three destination cards. Between the players sits a map with colorful train cars connecting various US cities to each other. On each of the cards players have been dealt are two locations on the map and a point value. Players obtain points at the end of the game if they’ve managed to connect the two cities using their train car playing pieces. These cards are kept a secret from the other players.


Players are each dealt three destination cards, but they only have to keep two of the three they are dealt. They may keep all three if they so choose. They also gain bonus points at the end by connecting cities and by having the longest continuous train at the end of the game. Players lose points at the end of the game if they have incomplete train cards.


Each player starts the game with four train cards randomly dealt to them. Players use these train cards to connect locations on the map. For example, if a player is trying to get from El Paso to Houston, she needs a total of six green train cards to connect the two cities. In order to complete a destination card and acquire those victory points, the players need to connect multiple cities.


On their turns, players can take a variety of actions. They may draw two cards from the faceup available train cars, they may draw two cards from the facedown stack of cards, or they may take one of each. If there is a rainbow locomotive available from the five faceup cards, that card can be used as any color train car when placing trains onto the map; however, it costs both of the player’s draw cards on her turn. If there are ever three rainbow locomotive cards in the faceup cards, all five cards are discarded and replaced with five new ones.




FACT


Alan Moon’s first game ever was published in 1981. It’s called Black Spy and is a variation on the classic game Hearts!





Instead of drawing cards, players may also choose to play a set of colored train cards to complete a route between two cities. They play the number of train cards needed to connect one city to the next, of the appropriate matching color. Players each start the game with forty-five train cards, and they must use them wisely throughout the game. Players may also choose to draw three additional destination cards and keep one to three of them instead of drawing cards or completing routes.


When any one of the players has two or fewer train cars on his or her turn, players get an equal number of turns and then the players add up their points. As in many modern strategy games, you need to add points together from multiple sources to determine the final outcome. Each player adds together the points from his or her completed destination cards and subtracts the points from his or her incomplete destination cards. The player with the longest continuous route receives a bonus.


Thanks to its ease of play and interesting strategy, Ticket to Ride is a staple in game collections. It’s one of the easier games to introduce new players to, and it’s great for most ages.




EXPANSIONS


• Ticket to Ride: USA 1910


• Ticket to Ride: Europa 1912


• Ticket to Ride: Alvin & Dexter 2011








Carcassonne


Difficulty: [image: 2 star]


Age Recommendation: 8+


Number of Players: 2–5


Play Time: 45 minutes




WHEN TO PLAY:


• When you’re having a game night


• When you’re at a dinner party


• When you’re ready to explain rules





Release Date: 2000


Publisher: Z-Man Games


Designer: Klaus-Jürgen Wrede
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Place walls, roads, buildings, and meeples in such a way that you’re the player at the end of the game with the most points!



[image: Image] LET’S PLAY!


A flourishing fortified city awaits you in the breathtaking landscape of southern France. Carcassonne is the largest walled city in Europe, and its mighty appearance is a sight to see for any traveler who stumbles upon it. In the game, players place tiles and score points a number of ways in an effort to be the most successful city builder around.


Each player draws and places a tile with a portion of a southern French landscape on it. The tile might feature part of a city, a road, a cloister, or some combination of these features. Any time a player places a tile, he may also choose to play a meeple onto that tile. Each player has just seven meeples so it’s important that he place them strategically. When a meeple is placed onto a tile, it cannot be moved, and it is only returned to the player after it has scored points.


A road scores points when it has both a beginning and an end. When that happens, the player scores 1 point for each tile that makes up the completed road. A castle scores points when it is completely surrounded by castle walls to form a city. However, if more than one meeple is on the same city when it’s completed, then the points must be divided, unless one player has more meeples on the city than the other player, in which case winner takes all. Some castle pieces are worth double because of the little checkered icon placed in the corner of the tile. These are each worth 4 points instead of just 2. Cloisters score when they are entirely enclosed by other tiles, which can be challenging if you can’t find just the right tile to fit, so be careful with your placement. They are each worth 1 point for every tile touching them plus 1 point for the cloister itself for a total of up to 9 points.


Some meeples don’t score points until the end of the game. While most meeples stand up on tiles, meeples placed in the fields are placed lying down. These meeples score points for the castles connected to the fields in which they are lying. They score 3 points for every castle touching the field that they are scoring. If there is another player in that field, the first player must split the points with her unless he outnumbers her, in which case winner takes all.


The game ends when the last tile in the game is placed. If some of your roads, castles, and cloisters are incomplete, don’t worry! Roads are still worth 1 point for every tile of the road. Castles are worth half the points, and cloisters are worth the full points. After all of the points have been added up, the winner is determined. She may ask the other players to pay for their trip to Carcassonne. It’s likely that the other players will decline, but it’s always nice to try.




EXPANSIONS


• The River 2001


• Hills & Sheep 2014


• Under the Big Top 2017








Splendor


Difficulty: [image: 2 star]


Age Recommendation: 10+


Number of Players: 2–4


Play Time: 30 minutes




WHEN TO PLAY:


• When it’s time for a little competition


• When you’re having a game night


• When you’re in a tabletop game marathon





Release Date: 2014


Publisher: Space Cowboys


Designer: Marc André



[image: Image] THE GOAL


Be the first player to have 15 prestige points.



[image: Image] LET’S PLAY!


In Splendor, players are merchants of the Renaissance and are tasked with buying gems and then transporting them to shops all in the name of acquiring prestige points. This is a game of chip collecting and card development. There are three tiers of beautifully illustrated cards, and on each card is a cost of tokens in the lower left-hand corner. The bottom row is the least expensive, and cards become increasingly costly with each row moving upward. There are a set number of poker gem tokens depending on the number of players in each game. The value of the cards increases with the cost increase, meaning that the game can ramp up quickly.


Each player may take one of three actions on his turn. He may take three tokens of different colors, take two tokens of the same color if there are four or more left of that color, or purchase a card from the table using his tokens.




FACT


Splendor took the world by storm in 2014, selling out almost instantaneously. As the game took a while to reprint, the demand for it only grew, and it skyrocketed its way up the BoardGameGeek hot list and eventually settled into its home in the top 200. The challenging economics of the game, the weighted poker chips, and the breathtaking artwork make the game look as good as it feels to play.





Additionally, each player has the option to influence one of the nobles before his turn ends. Each noble tile on the table is worth 3 points. On each noble tile is a card requirement. In order to claim a noble the player must have acquired the appropriate number of cards in the specified gemstone color, typically between three and four of each card and somewhere between two and three different gemstone card colors.


As players take their gem tokens they race the other players to claim the various trade deals. Pay close attention to what other players are doing because what they’re up to is as important as what you’re doing. The push and pull of this game keeps the tensions high and the energy at the table even higher.


The first player to reach 15 points activates the end of the game; however, he or she isn’t guaranteed the win. If any one of the other players manages to gain more points than the player who triggered the end of the game, that person could snag the win right out of his or her hands!




ALERT!


While Splendor’s not a direct attack game, sometimes the actions that players take can feel very personal, so don’t forget to make vicious and hilarious eye contact when you crush your friend’s hopes and dreams of acquiring the card he had been saving for the last four turns.
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