At a Glance Details

Brief Description

Rhino Hero
2-5 Players
Ages 4+
5-10 minutes

A combination of Uno and
Jenga. Build the tower
without making it fall. The first
player to run out of cards
wins. If a player makes the
tower fall, they lose and the
person with the lowest
amount of cards in hand
wins.

Gobblet Gobblers A more strategic take on
2 Players tic-tac-toe and one you won'’t
Ages 4+ get tired of playing. Each
10 minutes player has nesting pieces that
can be used to claim
opponent’s spaces
0ls Manad Take 5 Score as few points as
Tq é 2-10 Players possible. Shuffle the 104
N Ages 8+ number cards, lay out four

A CLASSIC, SINCE 1994 e
wapang e

BONUS: INCLUDES / COMPLETE GAMES!

‘Take ANumber

A FRESH TAKE ON TAKE 5,

25-45 minutes

cards face-up to start the
four rows, then deal ten
cards to each player. Each
turn, players simultaneously
choose and reveal a card
from their hand, then add
the cards to the rows, with
cards being placed in
ascending order based on
their number; specifically,
each card is placed in the
row that ends with the
highest number that's below
the card's number. When
the sixth card is placed in a
row, the owner of that card
claims the other five cards
and the sixth card becomes
the first card in a new row.




Dice Miner
2-4 Players
Ages 10+
20-30 Minutes

A dice drafting game. In each
of three rounds, custom dice
are rolled onto the
mountain. You are a Dwarf
hero, drafting dice for your
hoard. Scores are tallied
after each round before you
re-roll your dice and the
mountain is refilled.

Clank! Catacombs
2-4 Players

Ages 13 +

45-90 Minutes

A deck building and tile
laying game where each trip
into the catacombs is
unique since you lay tiles to
create the dungeon. Rescue
prisoners, collect artifacts,
escape ghosts, and avoid
the dragon to win!

Point Salad
2-6 Players
Ages 8+
15-30 Minutes

A card-drafting game with
over 100 different ways to
score points which makes
every game unique. On your
turn, draft vegetables or point
scoring mechanisms. Have
the most points when all
cards are gone to win.
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Ticket to Ride
2-5 Players
Ages 8+
30-60 Minutes

Can be learned in under 15
minutes. Players collect
cards of various types of
train cars they then use to
claim railway routes in North
America. The longer the
routes, the more points they
earn. Additional points come
to those who fulfill
Destination Tickets — goal
cards that connect distant
cities; and to the player who
builds the longest
continuous route.




Spots

1-4 Players
Ages 10+
25-30 Minutes

Spots is a casual game. On
your turn, you'll be rolling
and placing dice onto dog
cards. Dice you can't place
get buried in your yard. Bury
too many dice and you bust.
Complete 6 dogs and you
win!

7 Wonders Architects
2-7 Players

Ages 8+

25 Minutes

Only 5 minutes to learn!

Players receive an
unconstructed wonder at the
beginning of the game and
must collect resources to
build their society, develop
military might to navigate
conflicts, oversee resource
management, research
science improvements, and
collect civil victory points as
they race to leave their mark
on world history.
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Ice Cool
2-4 Players
Ages 6+
30 Minutes

A flicking game in which
each round one of the
players takes the role of the
Hall Monitor to catch the
other penguins. The others
will try to run through
several doors to gain fish.
Each player takes the role
of the Hall Monitor once,
and at the end of the game,
the winner is the player with
the most points.

Nils Nilsson

King of the Dice
2-5 Players
Ages 8+

20-30 Minutes

A dice-rolling, card game that
will have you pressing your
luck. Meet the conditions on
one of the available cards
through rolling the dice up to
three times.
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Just One
3-7 Players
Ages 8+
30 Minutes

Just One is a cooperative
game where you play
together to discover as
many mystery words as
possible. Think of the best
one-word clue, without
talking to other players, to
help your teammate. But be
unique, since all identical
clues will be canceled!




