
   Board Games

 7 Wonders
by REPOS PRODUCTIONS

ISBN: 5425016920558
Binding:  
Publisher: 
Pub. Date: 
Pages: 
Price: $64.00

One of the most awarded games in the world!Lead one of the seven great cities of the Ancient world. Exploit the natural resources of your lands, take part in
the eternal march of progress, develop your commercial relationships and assert your military might.Leave your mark in the history of civilization by
building an architectural marvel that will transcend the ages to come.

 The Castles Of Burgundy
by RAVENSBURGER

ISBN: 4005556812431
Binding: Unknown 
Series: Games - Strategy Games
Publisher: Wonder Forge
Pub. Date: 
Pages: 
Price: $51.95

The game is set in the Burgundy region of High Medieval France. Each player takes on the role of an aristocrat, originally controlling a small princedom.
While playing they aim to build settlements and powerful castles, practice trade along the river, exploit silver mines, and use the knowledge of travellers.The
game is about placing settlement tiles into the princedom. Every tile has a function that starts when the tile is placed. The princedom itself consists of several
regions, each of which demands its own settlement tile.The core game mechanism involves two dice. The pips show the kind of action the players are
allowed to do (example: roll a 2 and a 5: using the 2 the player buys a watch tower and places it on a 5 city tile which triggers the function of the tower with
additional advantages).It is also possible to influence the dice, so the player is not completely subject to luck.

 Cat Tower
by IDW

ISBN: 9781605847702
Binding: Unknown 
Publisher: Idea & Design Works Llc
Pub. Date: 
Pages: 
Price: $27.99

In Cat Tower, you’ll compete against friends to be the first to stack your hand of cats onto the central Cat Tower!Each player receives a starting hand of
seven cats, and, one-at-a-time, will first roll the die, then, depending on the results of the die, try to stack cards on the tower.But be careful, any time you
topple the tower, you’ll be forced to take Cats back into your hand, setting you further away from claiming victory (and tasty fish)! The first player to empty
their hand of cats is the winner! Let the player with the most cards left clean up and re-deal, because you’ll want to play again right away!
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 Catan

by MAYFAIR GAMES

ISBN: 029877030712
Binding: Unknown 
Publisher: Mayfair Games
Pub. Date: 
Pages: 
Price: $65.50

Catan (formerly The Settlers of Catan™), the original strategy board game. Your adventurous settlers seek to tame the remote but rich isle of Catan. Start by
revealing Catan's many harbors and regions: pastures, fields, mountains, hills, forests, and desert. The random mix creates a different board virtually every
game. No two games are the same! Embark on a quest to settle the isle of Catan! Guide your settlers to victory by clever trading and cunning development.
Use resource combinations - grain, wool, ore, brick, and lumber - to buy handy development cards and build roads, settlements, and cities. Acquire your
resources through trades, cards, or lucky dice (even outside your turn). But beware! Someone might cut off your road or buy a monopoly. And you never
know when the wily robber might steal some of your precious gains!For 3-4 players. Ages 10 and up.

 Catan Cities & Knights Expansion
by MAYFAIR GAMES

ISBN: 029877030774
Binding:  
Publisher: 
Pub. Date: 
Pages: 
Price: $65.50

Cities & Knights Expansion.Dark clouds are gathering over the peaceful island of Catan. Wild barbarians, attracted by the wealth of Catan, sailed to attack
the country. Fortunately, warning has given Catan time to meet the danger. The size of the barbarian army corresponds to the number of cities in Catan.
Thus, for Catan to fend off the barbarian attack, the players must form a knight force as strong as the barbarian force.In addition to fending off the
barbarians, players compete to build the three great metropolises of Catan. Each of these magnificent centers are worth two additional victory points. To
build a metropolis, players must invest in city improvements. To acquire these improvements, players must acquire the three new types of Trade Cards:
Coinage, Paper, and Cloth. These cards can only be gained by building a city next to mountain, forest, or pasture hexes.This is an expansion pack and
requires ownership of Catan base-game to play.

                             2 / 14



   Board Games
 Catan Traveller Edition

by MAYFAIR GAMES

ISBN: 029877031030
Binding: Unknown 
Publisher: 
Pub. Date: 
Pages: 
Price: $60.00

Catan - Traveler is based on the same rules as the Catan base game, its "big brother." At the beginning of the game, you and your opponents each build 2
settlements on the island of Catan. If the numbers of the terrain hexes your settlements are adjacent to are rolled, you receive resources. You use these
resources - ore, brick, grain, lumber, and wool - to build roads in order to reach new settlement sites, to upgrade your settlements to cities, or to buy
development cards so you can, at the right moment, turn the tide in your favor. If you lack a particular resource type, you trade with your opponents. If you
trade cleverly and have a little bit of luck, you have a good chance to win the game.The most important differences between "Catan - Traveler" and the
"Catan" base game:-All of the game components fit in a case that occupies half the space required to store the "Catan" base game.
- The game pieces are stored in drawers. During play, you can take the pieces directly from there as needed, and you can put them back into the drawers after
the game has ended.
- Roads, settlements, and cities have small pegs that allow you to securely plug them into the holes in the game board. That way, gusts of wind or an
accidental jostle won't jumble up the pieces you have placed on the game board.
- The two dice are stored in a dice shaker with transparent cover, which is why they practically can't be lost. You can roll the dice everywhere - even if no
flat surface is available or there isn't enough space to throw the dice with your hand.
- It takes only a couple of seconds to set up the game board for "Catan - Traveler." Open the case and place the 6 double-sided game board pieces. Since you
can randomly combine the board pieces, there are hundreds of different ways to set up the island. As with the "Catan" base game, besides completely
balanced terrain hex distributions the compact vers ...

 Clue: The Classic Edition
The Classic Edition
by KROEGER

ISBN: 714043011373
Binding: Unknown 
Publisher: 
Pub. Date: 
Pages: 
Price: $40.00

The suspects you know, in the mansion you remember, with the weapons you love: yes, this is classic Clue. Was it Miss Scarlett with the wrench in the
kitchen, or Professor Plum with the lead pipe in the conservatory? Find out as you make accusations and pursue the truth of the murder in this beloved board
game. It includes a board, 6 suspect tokens, 6 weapons, a deck of suspects, weapons, and room cards, the confidential case file, a detective notebook pad, die,
and rules. For ages 8 years and up.

 Codenames XXL
by CZECH GAMES

ISBN: 8594156310462
Binding: Unknown 
Publisher: 
Pub. Date: 
Pages: 
Price: $48.00

Codenames, the multiple award-winning social word game, is becoming an even "bigger" hit! This double-sized version of the Spiel des Jahres 2016 winner
is ready to be enjoyed by larger groups, it provides easier visibility with all the fun of the original.In Codenames, two teams compete to see who can make
contact with all of their agents first. Spymasters give one-word clues that can point to multiple words on the board. Their teammates try to guess words of the
right color while avoiding those that belong to the opposing team. And everyone wants to avoid the assassin.Codenames: Win or lose, it's fun to figure out
the clues.2-8 players. Ages 14+. Average game takes about 15 mins.
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 Decrypto

by LE SCORPION MASQUE

ISBN: 807658000716
Binding: Unknown 
Publisher: 
Pub. Date: 
Pages: 
Price: $32.50

Players compete in two teams in Decrypto, with each trying to correctly interpret the coded messages presented to them by their teammates while cracking
the codes they intercept from the opposing team.In more detail, each team has their own screen, and in this screen they tuck four cards in pockets numbered
1-4, letting everyone on the same team see the words on these cards while hiding the words from the opposing team. In the first round, each team does the
following: One team member takes a code card that shows three of the digits 1-4 in some order, e.g., 4-2-1. They then give a coded message that their
teammates must use to guess this code. For example, if the team's four words are "pig", "candy", "tent", and "son", then I might say "Sam-striped-pink" and
hope that my teammates can correctly map those words to 4-2-1. If they guess correctly, great; if not, we receive a black mark of failure.Starting in the
second round, a member of each team must again give a clue about their words to match a numbered code. If I get 2-4-3, I might now say, "sucker-prince-
stake". The other team then attempts to guess our numbered code. If they're correct, they receive a white mark of success; if not, then my team must guess
the number correctly or take a black mark of failure. (Guessing correctly does nothing except avoid failure and give the opposing team information about
what our hidden words might be.)The rounds continue until a team collects either its second white mark (winning the game) or its second black mark (losing
the game). Games typically last between 4-7 rounds. If neither team has won after eight rounds, then each team must attempt to guess the other team's words;
whichever team guesses more words correctly wins.3-8 players. Ages 12+. Game time is 15-45 mins.

 Disney Villainous
by RAVENSBURGER

ISBN: 810558017395
Binding: Unknown 
Series: Games - Strategy Games
Publisher: Wonder Forge
Pub. Date: 
Pages: 
Price: $51.99

In this epic contest of sinister power, take on the role of a Disney Villain and strive to achieve your own devious objective. Discover your character's unique
abilities and winning strategy while dealing twists of fate to thwart your opponents' schemes. Find out who will triumph over the forces of good and win it
all!Highlights:
-Play as one of six iconic Disney Villains (Maleficent, Ursula, Jafar, Prince John, Queen of Hearts, Captain Hook)
-Each Villain has their own oversized sculpted mover
-The game where being the bad guy is a good thing
-Fate cards allow you to meddle with other Villain's objectives!2-6 players. Ages: 10+

 Firefly: The Game
by GALE FORCE NINE

ISBN: 9780992251659
Binding: Unknown 
Publisher: 
Pub. Date: 
Pages: 
Price: $61.95

In Firefly: The Game – based on the popular Firefly television series created by Joss Whedon – players captain their own Firefly-class transport ship,
traveling the 'Verse with a handpicked crew of fighters, mechanics and other travelers. As a captain desperate for work, players are compelled to take on any
job — so long as it pays. Double-dealing employers, heavy-handed Alliance patrols, and marauding Reavers are all in a day's work for a ship's captain at the
edge of the 'Verse.
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 Forbidden Desert

by GAMEWRIGHT

ISBN: 759751004156
Binding: Unknown 
Publisher: 
Pub. Date: 
Pages: 
Price: $45.00

Gear up for a thrilling adventure to recover a legendary flying machine buried deep in the ruins of an ancient desert city. You'll need to coordinate with your
teammates and use every available resource if you hope to survive the scorching heat and relentless sandstorm. Find the flying machine and escape before
you all become permanent artifacts of the forbidden desert!In Forbidden Desert, a thematic sequel to Forbidden Island, players take on the roles of brave
adventurers who must throw caution to the wind and survive both blistering heat and blustering sand in order to recover a legendary flying machine buried
under an ancient desert city. While featuring cooperative gameplay similar to Forbidden Island, Forbidden Desert is a fresh new game based around an
innovative set of mechanisms, such as an ever-shifting board, individual resource management, and a unique method for locating the flying machine
parts.Ages: 8 and up
Players: 2 to 5
Play Time: 45 Minutes

 Founders Of Gloomhaven
by CEPHALOFAIR GAMES

ISBN: 752830522268
Binding: Unknown 
Publisher: 
Pub. Date: 
Pages: 
Price: $70.00

Founders of Gloomhaven is a competitive tile-placement, action-selection, city-building game in which each player controls a fantastical race working to
build the city of Gloomhaven and gain influence over its residents. This is a standalone game set in the same universe as Gloomhaven. The events, however,
take place hundreds of years before Gloomhaven and depict the original construction of the city.In Founders of Gloomhaven, players use action cards to
place resource buildings on the map of the city, use these resources to create more advanced resources, then deliver them to proposed building sites to earn
prestige. An individual player, however, cannot do everything on their own because they can import only a small number of resource types, depending on
their race. To create more advanced resources, they have to work with other players.The game also features an auction mechanism in which players vote
periodically to determine which new building proposals come out and where they are placed on the board. Players can also add the influence they've
gathered to increase the strength of their vote.1-4 players. Ages 12+. Game time is about 90-120 minutes.

 The Game Of Things
by PATCH

ISBN: 093514277044
Binding: Unknown 
Publisher: PlayMonster
Pub. Date: 
Pages: 
Price: $40.00

Things... is a party game where everyone writes a response to a particular prompt, such as "Things... you shouldn't put in your mouth," and the players then
try to guess which player wrote which response.A reader is chosen. This reader reads aloud a Topic Card. The players all write a response, fold up the slip of
paper and turn it in to the reader, who reads them aloud once and then a second time. The player to the left of the reader has to guess who wrote which
response. This is all done from memory, without benefit of taking notes or having the responses read again. If the guesser is correct, he or she continues
guessing until incorrect, at which time the player to his/her left tries guessing. Players whose responses were correctly identified are eliminated and cannot
make guesses. The round ends when one player has not been matched to a response.1 point is awarded for each correct guess. 6 points are awarded to the
person who successfully avoided detection. The job of reader passes to the left. When everyone has been reader once, the game ends. High score wins.
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 Gobblet

by BLUE ORANGE GAMES

ISBN: 803979001005
Binding: Unknown 
Publisher: Blue Orange Games
Pub. Date: 
Pages: 
Price: $42.00

Gobblet is an abstract game played on a 4 squares by 4 squares playing surface. Each player (2-player game) has 12 pieces (also wood). The pieces are
'nested' into 3 stacks of 4 pieces. Each group's 4 pieces are successively smaller wooden pieces (the 3 largest of each group are cups and the 4th is solid
wood).The object of the game is to get 4 of your color in a row (horizontal, vertical or diagonal). Your pieces start nested and you can only play exposed
pieces on your turn, so 1 of your 3 largest pieces always is placed 1st. On your turn you may play 1 exposed piece from your 3 piles, or you may move 1
piece on the board to any other spot on the board where it will fit. Larger pieces may cover any smaller pieces (even your own). A piece being played from
off the board may not cover an opponent's piece unless it is in a row where your opponent has three of his color.Your memory is also tested as you try to
remember what color your larger piece is covering, before you move it. One of the rules is that ANY time someone has 4 in a row they win, but if you lift
your piece and reveal an opponent's piece which finishes a four in a row, you do not immediately lose. You cannot replace the piece where it came from, but
if you can place it over one of the other three opponent's pieces in that four in a row the game continues.

 Honeycombs Game
by GO GAMES

ISBN: 040232491436
Binding: Unknown 
Publisher: 
Pub. Date: 
Pages: 
Price: $25.00

The object of Honeycombs is to connect your tiles together by matching their symbols. The more matches you make the more points you will earn. If the
symbols do not match, the tiles cannot be connected. The only exception is the honeybee, which is wild and can be matched with any other symbol. Each tile
has the potential of being matched on all six sides.There are three unique ways to play:
> Play "Workerbee" for a fast-paced competition to build your honeycomb before your opponent completes theirs.
> Play "One Big Homeycomb" for a competitive game of building one big honeycomb and earning points and stealing turns along the way.
> Play "Homeycombs Puzzle" for a leisurely puzzle building challenge which can be played with friends or solo

 Kero
by HURRICANE

ISBN: 7612577020010
Binding: Unknown 
Publisher: 
Pub. Date: 
Pages: 
Price: $40.00

Kero is a two-player board game set in a post-apocalyptic world in which your ability to survive is based on how much kerosene you can find.Excellent
production values, gorgeous art, and a fun timer-based mechanic (representing your remaining fuel) make this a cut above most. Roll your dice to earn the
cards you need and send your team to claim territories. But push too far for a perfect result and you risk running out of time. A perfect blend of strategy and
luck for any gaming pair! Ages 8 & up. Playing time 30 min.
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 Kingdomino Game

by BLUE ORANGE

ISBN: 803979036007
Binding: Unknown 
Publisher: Blue Orange Games
Pub. Date: 
Pages: 
Price: $28.00

Dominoes with a kingdom building twist. Each turn, connect a new domino to your existing kingdom, making sure at least one of its sides connects to a
matching terrain type already in play. The game mechanics for obtaining the tiles is clever: the order of who picks first depends on which tile was previously
chosen. Make sure to secure tiles with crowns- these royal treasures help to multiply the worth of your kingdom at the end of the game! The game ends when
each player has completed a 5x5 grid, and then points are counted based on number of connecting tiles and crowns.2 to 4 players. Ages 8 and up.

 Lords Of Waterdeep
A Dungeons & Dragons Board Game
by WIZARDS OF THE COAST

ISBN: 9780786959914
Binding: Unknown 
Series: 4th Edition D&d
Publisher: Wizards of the Coast Publishing
Pub. Date: 03/12
Pages: 
Price: $57.00

Waterdeep, the City of Splendors – the most resplendent jewel in the Forgotten Realms, and a den of political intrigue and shady back-alley dealings. In this
game, the players are powerful lords vying for control of this great city. Its treasures and resources are ripe for the taking, and that which cannot be gained
through trickery and negotiation must be taken by force!In Lords of Waterdeep, a strategy board game for 2-5 players, you take on the role of one of the
masked Lords of Waterdeep, secret rulers of the city. Through your agents, you recruit adventurers to go on quests on your behalf, earning rewards and
increasing your influence over the city. Expand the city by purchasing new buildings that open up new actions on the board, and hinder – or help – the other
lords by playing Intrigue cards to enact your carefully laid plans.During the course of play, you may gain points or resources through completing quests,
constructing buildings, playing intrigue cards or having other players utilize the buildings you have constructed. At the end of 8 rounds of play, the player
who has accrued the most points wins the game.

 Mountains Of Madness Game
by IELLO

ISBN: 3760175513749
Binding: Unknown 
Publisher: 
Pub. Date: 
Pages: 
Price: $46.00

1931: Your scientific expedition discovers a new and intriguing mountain range in the middle of the Antarctic polar circle. Under these challenging
conditions, the survival of your team will depend on your ability to communicate with each other and to coordinate your efforts to overcome each obstacle
— but what you discover on the way to the highest peak will strongly test your mental health. Will you even be able to understand yourself despite the
madness that gradually insinuates itself into your mind?Based on the novel by H. P. Lovecraft, Mountains of Madness is a fully cooperative game with a
pinch of real-time gameplay.3-5 players. Ages 12+. 60-90 minute gameplay.
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 Nagaraja Game

by HURRICAN

ISBN: 7612577021024
Binding: Unknown 
Publisher: 
Pub. Date: 
Pages: 
Price: $50.00

Twin temples of two forgotten divinities containing ancient relics have been discovered in India. You set off on a treasure hunt, racing to find them before
your rival, but your progress is slowed by a constantly shifting maze of paths… And eternal damnation awaits anyone foolish enough to uncover the three
cursed relics of the evil god Garuda!MOVE QUICKLY... CHOOSE WISELY! A treasure race packed with tough choices, twists & turns!In this 2-players
game, each player moves around their own temple, which has spaces for room tiles and hiding places for 9 sacred and cursed relics around. These relics are
placed randomly, facedown, around the temples and worth victory points once flipped face up.The first player to score 25 victory points wins the game.
However, a player loses if they reveal all three cursed relics! Each round, the players compete to win a new room tile by using cards allowing them to throw
fate sticks. The player with the most fate pointsshowing on their sticks wins the room tile and places it in their temple. Each player attempts to create paths
leading to their relics, enabling them to flip them face up and score victory points.Yet, Naga symbols on some sticks let you activate cards with powerful
effects, so that you can never take anything for granted…2 players. Recommended ages 9 and up.

 Pandemic Legacy: Season 1 - Blue
by Z-MAN GAMES

ISBN: 681706711706
Binding: Unknown 
Publisher: 
Pub. Date: 
Pages: 
Price: $82.00

The world is on the brink of disaster. In Pandemic Legacy, your disease fighting team must keep four deadly diseases at bay for a whole year. Each month
will bring new surprises, and your actions in each game will have repercussions on the next. Will you let cities fall to the diseases? Will your team be enough
to keep the viruses at bay for a whole year?Craft your own unique Pandemic experience with Pandemic Legacy.
• An epic twist on the now classic Pandemic mechanisms.
• Ever-changing elements means that every game will be unique to your group.
• Shape the world, the characters, and even the diseases.Ages: 13 & up. Players: 2 to 4. Play time: 60 minutes.Note: Pandemic Legacy BLUE and RED are
the same game, just with different colour schemes. This is to help players determine which set to use when continuing a campaign (important if you have
multiple campaigns on the go).

 Pandemic Legacy: Season 1 - Red
by Z-MAN GAMES

ISBN: 681706711713
Binding: Unknown 
Publisher: 
Pub. Date: 
Pages: 
Price: $82.00

The world is on the brink of disaster. In Pandemic Legacy, your disease fighting team must keep four deadly diseases at bay for a whole year. Each month
will bring new surprises, and your actions in each game will have repercussions on the next. Will you let cities fall to the diseases? Will your team be enough
to keep the viruses at bay for a whole year?Craft your own unique Pandemic experience with Pandemic Legacy.
• An epic twist on the now classic Pandemic mechanisms.
• Ever-changing elements means that every game will be unique to your group.
• Shape the world, the characters, and even the diseases.Ages: 13 & up. Players: 2 to 4. Play time: 60 minutes.Note: Pandemic Legacy BLUE and RED are
the same game, just with different colour schemes. This is to help players determine which set to use when continuing a campaign (important if you have
multiple campaigns on the go).
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 Photosynthesis

by Blue Orange

ISBN: 3770000904765
Binding: Unknown 
Publisher: 
Pub. Date: 10/17
Pages: 
Price: $50.00

This new game from Blue Orange gives you the chance to grow your own forest! Gorgeous 3D trees grow from the seeds you carefully plant. Gather
sunlight to grow your trees larger, plant seeds, and remember that your tree can shade your opponent's trees from the precious sun. Remember also, that the
sun moves around the board, and the tree you shade now may grow up to tower over yours from another angle!An elegant game for 2 to 4 players aged 10 &
up. Playing time 30-60 minutes.

 Planet
by BLUE ORANGE

ISBN: 803979077000
Binding: Unknown 
Publisher: Blue Orange Games
Pub. Date: 
Pages: 
Price: $49.00

In Planet, spread your mountain ranges and your deserts, expand your forests, oceans and glaciers. Strategically position your continents to form hospitable
environments for animal life to develop and try to create the most populated and diverse Planet!Each Player receive a planet core without anything on it, at
each turn players will chose a tile with mountain/ice/forest/desert on it and place it on the planet. Then the player who fulfill the most the condition of
apparition of some animals, gain its card.2-4 players. Ages 8 and up.

 Q-bitz
by MINDWARE

ISBN: 736970440026
Binding:  
Publisher: 
Pub. Date: 
Pages: 
Price: $40.00

Three different types of visual challenges make Q-bitz the perfect game for multiple playing styles. Round One is all about speed as players race to
manipulate their cubes to copy the pattern on the Q-bitz card. The first player to complete the pattern keeps the card. Round Two adds luck to the equation,
as players roll their cubes to match the pattern. Round Three really tests brain power, as players must re-create the pattern from memory. Collect the most
cards and win!Ages: 8 and up
Players: 2 to 4

 Queendomino
by Blue Orange

ISBN: 3770000904918
Binding: Unknown 
Publisher: Blue Orange
Pub. Date: 10/17
Pages: 
Price: $45.00

Build up the most prestigious kingdom by claiming wheat fields, forests, lakes, grazing grounds, marshes, and mountains. Your knights will bring you riches
in the form of coins — and if you make sure to expand the towns on your lands, you will make new buildings appear, giving you opportunities for new
strategies. You may win the Queen's favors ... but always be aware of the dragon!Queendomino is a game completely independent from Kingdomino, while
offering a choice of more complex challenges. Two to four players can play Queendomino independently, but also in connection with Kingdomino, allowing
for games with 7x7 grids for four players, or for up to six players if you stick to 5x5 grids.
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 Qwirkle

by Outset

ISBN: 736970320168
Binding: Unknown 
Series: Qwirkle
Publisher: MindWare
Pub. Date: 
Pages: 
Price: $35.00

While Qwirkle is as simple as matching colors and shapes, it is a game that also requires tactical maneuvers and well-planned strategy. The game consists of
108 wooden blocks with six different shapes in six colors. Using the blocks, players attempt to score the most points by building lines that share a common
attribute – either color or shape. Qwirkle is a quick game to learn, but you'll soon discover that you'll need to think strategically in order to score the most
points.

 Raccoon Tycoon
by FORBIDDEN GAMES

ISBN: 852068008036
Binding: Unknown 
Publisher: 
Pub. Date: 
Pages: 
Price: $72.00

n Racoon Tycoon, players try to produce the most valuable commodities in an ever changing marketplace. They then use those commodities to build towns,
or sell them at the best price to secure great profits that can be used to win auctions for the all-important railroads. The profits may also be used to buy
powerful buildings that give the players power-ups or bonuses in production. Owning the best towns and railroads determines victory.There can be only one
‘top dog’ in Astoria. Is it you?2 to 5 players. Ages 8+

 Rummikub
by PRESSMAN

ISBN: 021853004007
Binding: Unknown 
Publisher: Pressman Toys
Pub. Date: 
Pages: 
Price: $30.00

The international favorite! Create runs and sets of numbers in this classic, all-family game! Plays similarly to the classic card game Rummy.For 2 to 4
players, ages 8 to adult. Contents: 106 plastic tiles, 4 racks, rules.

 Small World
by DAYS OF WONDER

ISBN: 824968726914
Binding: Unknown 
Publisher: Days of Wonder, Inc.
Pub. Date: 
Pages: 
Price: $82.00

In Small World, players vie for conquest and control of a world that is simply too small to accommodate them all.Designed by Philippe Keyaerts as a fantasy
follow-up to his award-winning Vinci, Small World is inhabited by a zany cast of characters such as dwarves, wizards, amazons, giants, orcs, and even
humans, who use their troops to occupy territory and conquer adjacent lands in order to push the other races off the face of the earth.Picking the right
combination from the 14 different fantasy races and 20 unique special powers, players rush to expand their empires - often at the expense of weaker
neighbours. Yet they must also know when to push their own over-extended civilization into decline and ride a new one to victory!

                            10 / 14



   Board Games
 Stranger Things Dungeons & Dragons

by HASBRO

ISBN: 630509716296
Binding: Unknown 
Publisher: Hasbro
Pub. Date: 
Pages: 
Price: $46.00

This Stranger Things Dungeons & Dragons Starter Set contains everything players need to embark on a Stranger Things adventure including the essential
rules of the classic roleplaying game. It's a great way for new as well as seasoned Dungeon & Dragons players to experience the D&D adventure Stranger
Things character Mike Wheeler has created for his friends.Pick your character — will you be Will the Wise or Dustin the Dwarf? Get your fireballs ready as
you investigate the mysterious castle and battle the ferocious Demogorgon. Prepare for just about anything, because the game just got stranger.Includes
Stranger Things Adventure book, Rulebook, 5 Stranger Things character sheets, 6 dice, Demogorgon figure, and paintable Demogorgon figure.3+ players.
Recommended ages 14 and up.

 Stratego Original
by PATCH

ISBN: 093514074728
Binding: Unknown 
Publisher: PlayMonster
Pub. Date: 
Pages: 
Price: $45.00

Two armies clash. Who will be victorious? Strategy is the classic game of battlefield strategy that has sold over 20 million copies worldwide. For over 50
years, Strategy has thrilled strategy game fans by inspiring them to challenge an opponent and attempt to lead their army to victory. Two players command
Napoleonic armies and devise plans to deploy troops, using strategic attacks and clever deception to break through the opponent's line and capture the
flag!Two players. Recommended ages 8 and up.

 Stuffed Fables
by PLAID HAT GAMES

ISBN: 699788109915
Binding: Unknown 
Publisher: 
Pub. Date: 
Pages: 
Price: $93.00

Stuffed Fables is an unusual adventure game in which players take on the roles of brave stuffies seeking to save the child they love from a scheming, evil
mastermind. Make daring melee attacks, leap across conveyor belts, or even steer a racing wagon down a peril-filled hill. The game delivers a thrilling
narrative driven by player choices. Players explore a world of wonder and danger, unlocking curious discoveries. The chapters of Stuffed Fables explore the
many milestones of a child's life, creating a memorable tale ideal for families, as well as groups of adults who haven't forgotten their childlike sense of
wonder.Stuffed Fables is the first "AdventureBook Game", a new product line from Plaid Hat Games in which all of the action takes place in the unique
storybook — a book that acts as your rules reference, story guide, and game board, all in one! Each adventure in the game takes place over several pages of
the immersive AdventureBook. The book opens flat onto the table to reveal a colorful map or other illustration central to playing the game, with choices,
story, and special rules on the opposite page.On their turn, a player draws five dice from the bag. The colors of the dice drawn determine the types of actions
and options available to the player. White dice can re-stuff stuffies injured in battle. Red dice perform melee attacks while green dice perform ranged attacks.
Yellow dice search while blue dice are used for special actions and purple dice can be used as any color. Most dice can always find a strategic use, including
moving, using items, or contributing to group tasks. Players can store dice for later, combine dice for stronger actions, or use them one-at-a-time for multiple
activations. As turns go by, black dice are also drawn, and after enough appear, minions emerge or attack, and the dice bag is reset!Players can encourage
each other by sharing dice or their precious stuffing. In addition to fighting minions, each page of the storybook offers numerous points of interest, charming
characters to interact or trade with, as well as many unusual challenges. And each page is but one chapter that folds into a branching, overarching story with
a multitude of items and a special discovery deck full of surprises.2-4 players. Ages 7+. 60-90 mins playing time.
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   Board Games
 Ticket To Ride: Asia Expansion

by DAYS OF WONDER

ISBN: 824968117736
Binding: Unknown 
Publisher: 
Pub. Date: 
Pages: 
Price: $49.00

NOT A STAND-ALONE GAME! Requires an original copy of Ticket to Ride or Ticket to Ride Europe to play.Embark on an incredible adventure in Alan
R. Moon's Team Asia map as you and a partner compete against other teams on a 25,000 kilometer ride from Kabul to Beijing, through the steppes of
Mongolia and the Gobi desert up to the Yellow River!Or, if you prefer the quiet pleasures of traveling alone along the Silk Road, or winding your way
through the hustle and bustle of Indochina, venture into the forbidden eastern lands of François Valentyne's Legendary Asia. Just be ready for a hair-rising
ride through the mountain passes of the Himalayas!

 Ticket To Ride: Europe Expansion
by DAYS OF WONDER

ISBN: 824968717929
Binding: Unknown 
Publisher: Days of Wonder
Pub. Date: 
Pages: 
Price: $77.00

Ticket to Ride: Europe takes you on a new train adventure across Europe. From Edinburgh to Constantinople and from Lisbon to Moscow, you'll visit great
cities of turn-of-the-century Europe. More than just a new map, Ticket to Ride: Europe features brand new gameplay elements including Tunnels, Ferries,
and Train Stations. The game also includes larger format cards and Train Station game pieces.Like the original Ticket to Ride, the game remains elegantly
simple, can be learned in 5 minutes, and appeals to both families and experienced gamers. Ticket to Ride: Europe is a complete, new game and does not
require the original version.

 Ticket To Ride: Heart Of Africa Expansion
by DAYS OF WONDER

ISBN: 824968817742
Binding: Unknown 
Publisher: 
Pub. Date: 
Pages: 
Price: $38.50

Set in the vast wilderness of Africa at the height of its exploration by intrepid explorers, missionaries and adventurers, Ticket to Ride Map Collection:
Volume 3 - The Heart of Africa, a single-sided expansion map for Ticket to Ride or Ticket to Ride: Europe, focuses on the central and southern "heart" of
the continent displayed in a vertical format.This expansion introduces 45 new terrain cards, divided into three different terrain types. Each type is associated
with different route colors: Desert/Savanna cards for yellow, orange and red routes; Jungle/Forest cards for green, blue and purple routes; and Mountain/Cliff
cards for black, white and grey Routes. Players can draw terrain cards just like train cards and they may use these to double the value of the routes they
claim, under certain conditions.

                            12 / 14



   Board Games
 Ticket To Ride: Rails & Sails

by DAYS OF WONDER

ISBN: 824968720028
Binding: Unknown 
Publisher: 
Pub. Date: 
Pages: 
Price: $120.00

The world is changing fast. All over the world, railroad tracks bridge countries and continents, and journeys that would take weeks can now be completed in
a matter of days. Seas are no longer obstacles: huge steamers carrying hundreds of passengers sail across the oceans. From Los Angeles to Sydney, from
Murmansk to Dar Es Salaam, Ticket to Ride: Rails & Sails takes you on a railroad adventure across the entire globe. All aboard, and get ready for an
unforgettable journey!Ticket to Ride Rails & Sails is the new installment in this best-selling train adventure series. Players collect cards of various types
(trains and ships) that enable them to claim railway and sea routes on a nicely illustrated double-sided board, featuring the world map on one side and the
great lakes of North America on the other. Elegantly simple and fast to learn, it takes the Ticket to Ride series to the next level! Veteran railroaders as well as
family and friends will be delighted to set sail to the new horizons of Ticket to Ride…2-5 Players. Age 10+. 60-120 minutes.

 Treasure Island Game
by MATAGOT

ISBN: 3760146644786
Binding: Unknown 
Publisher: 
Pub. Date: 
Pages: 
Price: $78.50

Long John Silver's crew has committed mutiny and has him cornered and tied up!Round after round, they question him about the location of his treasure and
explore the island following his directions — or perhaps his misdirections? Who knows...The old sea dog is surely planning an escape, after all, after which
he will definitely try to get his treasure back.Treasure Island is a game of bluffing and adventure in which one player embodies Long John, trying to mislead
the others in their search for his treasure.The hunt reaches its climax with Long John's escape, when he will make a final run to get the booty for himself!2-5
players. Ages 10 and up. Average game time is 60 minutes.

 Unearth Game
by BROTHERWISE GAMES

ISBN: 856934004115
Binding: Unknown 
Publisher: 
Pub. Date: 
Pages: 
Price: $44.95

Long ago, your ancestors built great cities across the world. Now your tribe must explore forests, deserts, islands, mountains, and caverns to find these lost
cities. Claim the ruins, build places of power, and restore the glory of a bygone age.Unearth is a bend-your-luck game of dice placement and set collection.
Designed by Jason Harner and Matthew Ransom, it plays in under an hour with 2-4 players. Each player leads a tribe of Delvers, represented by five dice (3
six-sided, 1 four-sided, and 1 eight-sided). Players take turns rolling and placing dice in an attempt to claim Ruins.The game's elegant core mechanic is
accessible to players of all skill levels. High rolls help players claim Ruins, while low rolls help players collect Stones. This opens two paths to victory:
claiming sets of Ruins or using Stones to build Wonders. Delver cards help you affect your dice rolls or dice in play, and Wonders can grant abilities that
impact the late game.2 to 4 players. Ages 8+.

                            13 / 14



   Board Games
 Vampires Vs Unicorns

by ATTABOY-YUMFACTORY

ISBN: 9781640310391
Binding: Unknown 
Publisher: 
Pub. Date: 10/17
Pages: 
Price: $48.95

It’s time to CHOOSE YOUR SIDE! Will you lead the fierce blood snob VAMPIRES or perhaps throw down with a herd of obnoxious
UNICORNS?VAMPIRES vs. UNICORNS: Floor War is a hilariously fun THROWING CARD game with unexpected results, featuring fantastic hand
painted tile art by TRAVIS LAMPE and TRAVIS LOUIE suitable for framing!Draw from your deck of cards to RAISE THE DEAD, cause a UNICORN
STAMPEDE, and more! It’s up to you to find the best throwing technique to destroy your opponent’s FLOOR TILES, but, like, BEWARE! As not all tiles
are the same!It’s HORN vs. TOOTH, HOOF vs. CLAW!2 players. Ages 7 and up. 10-20 mins playing time.

 X Code Game
by AMIGO

ISBN: 853533008230
Binding: Unknown 
Publisher: 
Pub. Date: 
Pages: 
Price: $24.50

In X-Code, all players play simultaneously to cooperatively crack an encrypted code against time. The game board is constructed like a number field. The
goal is to place a set of three equal cards on each square, including # and *. At the beginning, each player starts with three cards. As soon as the hourglass is
turned over, gameplay becomes fast-paced: Players can draw or discard cards. In order to win the game, however, an exchange of cards with their neighbors
is indispensable. The cards may not be passed on freely, however. Each card shows an arrow that indicates whether the right or left neighbor can be traded
with and they must be ready to return a suitable card. Jokers allow you to replace missing cards. Once a player has a set of three equal cards in hand, they can
place it on the appropriate space, either cracking part of the code or earning extra time. Storing time cards allows you to turn the hourglass over and earn
valuable seconds. If the code can be cracked so that all fields are filled with the appropriate cards, the players have won together and can compete in another
level.
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