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GAME

AZUL

Time: 30-45 min.
Players: 2-4
Ages: 8+

Type: Strategy

Azul is a tile p|ocemen’r game in which
p|oyers become artisans tasked with

creating the most beautiful tiled mosaics.

GAME 2

SUSHI GO PARTY!
Time: 20 min.
Players: 2-8
Ages: 8+

Type: Card Game

Pass sushi around a bigger table
and take the best dishes. Save room

for dessertl




Build a kingdom with varied terrains
on domino—shoped tiles in this fast

Fomi|y game.

GAME 3

KINGDOMINO
Time: 15 min.
Players: 2-4
Ages: 8+

Type: Family
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Use your tiles to lead yourseh( to soﬂ(e’ry
while creating po+|'15 that lead your
opponents off the board to win.

GAME 4

TSURO

Time: 13-20 min.
Players: 2-8

Ages: 8+

Type: Family Strategy
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Bananagrams is a fast and fun word
game that requires no penci|, paper or
board, and the files come in a fabric

bondno—shoped COI’FYiI’]g pOUCl’].

GAME 5

BANANAGRAMS
Time: 30 min.
Players: 1-8

Ages: 1+

Type: Family Word

P In turns, players attempt to play a card
|oy mo’rching its color, number, or word to

the topmost card on the discard pi|e.

GAME 6

UNO ORIGINAL
Time: 30 min.
Players: 2-10
Ages: 6+

Type: Family Card




GAME T

UNO (with customizable
wild cards)

Time: 30 min.

Players: 2-10

Ages: 6+
P In turns, players attempt to play a card ] .
by mo’rching its color, number, or word to Type Famlly card

the topmost card on the discard pi|e.

GAME 8

CANDY LAND
Time: 30 min.
Players: 2-4

P|oyers race down a rainbow-colored Ages- 3+
track to be the first to find the lost King Type Chlldrenls

Kandy at Candy Castle, but watch out
for obstacles like the sﬁcky Molasses

SWOmp'




GAME 9

APPLES TO APPLES
Time: 30 min.
Players: 4-8
K. Tiﬁ: S Mg
T Type: Party

Choose si||y or clever word matches to

win this popu|or party game.

CODENAMES GAME 10

CODENAMES
Time: 15 min.
Players: 2-8+
Ages: 10+
Type: Party

Give your team clever one-word clues to

he|p them spot their agents in the field
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ITSFUN

TS UICK

IT'S CHALLENGING
ITS EXCITING

TS SESLENCE

@ FIVE-IN-A-ROW FUN FOR EVERYONE @

The p|oyers compete fo create rows, columns
or diogono|s of 5 connected checkers p|oceo| on

the cards H']ye've laid down

GAME 11

SEQUENCE
Time: 30 min.
Players: 2-12
Ages: 7+
Type: Family

In Centu ry: Spice Road, p|c1yers are caravan
leaders who travel the famed silk road to
deliver spices to the far reaches of the

continent for fame and g|ory.

GAME 12

CENTURY SPICE ROAD
Time: 30-43 min.
Players: 2-3

Ages: 8+

Type: Family




Give the perfec’r clue so most (not all) |o|oyers

guess the rithr surreal image card.

GAME 13

DIXIT

Time: 30 min.
Players: 3-6
Ages: 8+
Type: Party

TickeT ™ Rmﬂ

-,.5 |07 . Hoon

Build your railroad across North America to

connect cities and comp|e’re tickets.

GAME 14

TICKET TO RIDE
Time: 30-60 min.
Players: 2-3
Ages: 8+

Type: Family
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YROWER GR

,

Bid, network, and manage resources in a race

to supp|y the most cities with power.

GAME 15

POWER GRID
Time: 2 hrs.
Players: 2-6
Ages: 13+
Type: Strategy

VONDERS!

Draft cards to o|eve|op your ancient

civilization and build its Wonder of the

World.

GAME 16

1 WONDERS

Time: 30 min.

Players: 2-1

Ages: 10+

Type: Family, Strategy




GAME 17

PANDEMIC

Time: 45 min.

Players: 2-4

Ages: 8+

Type: Family, Strategy

Your team of experts must prevent the world

from succumbing to a viral pondemic.

. GAME 18
A0

% [SCRABBLE RN
S Jw[ 1| Mol = Time: 90 min.

Players: 2-4
Ages: 10+
Type: Family Word

Corefu”y p|oce your lettered tiles to make

high—scoring words.




GAME 19

SCATTERGORIES
Time: 30 min.
Players: 2-6
Ages: 12+

Type: Party, Word

List as many words as you can that begin with

a certain letter before time runs out.

CATAN GAME 20

TRADE BULLD SETTLE CATAN

Time: 60-120 min.
Players: 3-4
Ages: 10+

Type: Strategy

Collect and trade resources to build up the

island of Catan in this modern classic.




GAME 21

ONCE UPON A TIME
Time: 30 min.
Players: 2-6

Ages: 8+

Type: Party

Be the first to |o|oy out your cards while

bui|ding a crazy {Giry’ro|e from scratch.

Sp]endm GAME 22
A SPLENDOR
N Time: 30 min.
Players: 3-4
Ages: 10+
Type: Family

Renaissance merchants race to grob gems,

acquire property, and p|eose nobi|i’ry.
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b Pastry-picking card gem
2-6 players - ages B

GAME 23

GO NUTS FOR DONUTS
Time: 20 min.
Players: 2-6

Ages: 8+

Type: Family

Grab those sweet treats, just don't reach for the

same as anyone e|sel

BLE
ORNS

BUILD A UNICORN ARMY. BETRAY YOUR FRIENDS.
UNICORNS ARE YOUR FRIENDS NOW.

We know unicorns are cute and cuo|o||y...bu’r

who knew Jrhey could be so mean?!

GAME 24

UNSTABLE UNICORNS
Time: 30-60 min.
Players: 2-8

Ages: 8+

Type: Party




* AHEARTLESS CARD GAME

Scramble to get rid of a bumper crop of

artichokes.

GAME 25

ABANDON ALL
ARTICHOKES
Time: 20 min.
Players: 2-4
Ages: 10+
Type: Family

He|p Primo chose away the primate

prcmks’rers by ﬂippmg and swapping cards in

numerical order.

GAME 26

T00 MANY MONKEYS
Time: 20 min.
Players: 2-6

Ages: 6+

Type: Children’s




GAME 27

DR. EUREKA
Time: 15 min.
Players: 1-4
Ages: 8+

Type: Children's

Use your wits and dex’reri’ry to com(igure the

molecules into just the right solution.

GAME 28

CARCASSSONNE
Time: 35 min.
Players: 2-3
Ages: 1+

Type: Family

Shope the medieval |ondscope of France,

c|oiming cities, monasteries and farms




i GAME 29
' ‘ HOUSE OF DANGER

Time: 60 min.

Players: 1-99

Ages: 10+

Type: Thematic

Choose your poJrh ’rhough a strange house
and hope it doesn't end in death.

FORBIDDEN ISLAND
Time: 30 min.
Players: 2-4

Ages: 10+

Type: Family

FORBIDDEN
ISRIB}H\TED GAME 30

The island is sinking! Will the brave

adventurers save the treasures in time?




GAME 31

KING OF TOKYQ
Time: 30 min.
Players: 2-6
Ages: 8+
Type: Family

It's a Figh’r to the death when giant monsters
battle over Tokyo in this dice-roller.

CASCADIA GAME 32

CASCADIA
Time: 30-45 min.
Players: 1-4
Ages: 10+
Type: Abstract, Family

IL._LUS[FJ!.E\TED BY-BETH SOBEL
AR M Ter 1

Create the most harmonious ecosystem as

you puzz|e Jroge’rher habitats and wildlife.




GAME 33

KANGAWA
Time: 43 min.
Players: 2-4
Ages: 10+
Type: Family

Harmonize Japanese nature and culture
elements to paint the most beautiful

|O1 ﬂCISCOp@.

GAME 34

LABYRINTH
Time: 20 min.
Players: 2-4
Ages: 8+
Type: Family

Hunt for treasure in an ever—chonging

maze. Will you open a path? Or block a

rival?




Collect stones, pos’rcords and camp in the

national porks of the USA.

GAME 35

TREKKING THE
NATIONAL PARKS
Time: 30-60 min.
Players: 2-5
Ages: 10+

Type: Family

TERRAFORMING
MARS

Compe+e with rival CEOs to make Mars

habitable and build your corporate empire.

GAME 36

TERRAFORMING
MARS

Time: 90-120 min.
Players: 1-5
Ages: 12+

Type: Strategy




Atract a beautiful and diverse collection of

birds to your wildlife preserve.

GAME 31

WINGSPAN

Time: 40-70 min.
Players: 1-9

Ages: 10+

Type: Family, Strategy

Build a giant tower and try to make your

opponent be the one to let it co||opse.

GAME 38

RHINO HERO
Time: 5-15 min.
Players: 2-5
Ages: 5-99
Type: Children's




GAME 39

VILLAINOUS
Time: 30 min.
Players: 2-6
Ages: 10+
Type: Family

The villains assemble to face off, race to

their goo|, and rule the Disney realms.

GAME 40

ANIMAL UPON
ANIMAL

Time: 15 min.
Players: 2-4
Ages: 4-99

Try not fo topple the animals as they climb Type: Children's

on top of each other!




