
In Store Game Library



Apocrypha: The World & 
The Flesh
• The Apocrypha Adventure Card Game allows you to play it as a cooperative card game, or 

with a game master as a role playing game. The world is on the brink of an apocalypse, set 
in motion by monsters only your characters can see. Gameplay is story-based, and features 
deck construction and character growth. Over time, characters will unlock repressed 
memory fragments that will add new powers. Each mission has a unique setup and goal, 
which often involves hunting down a true threat hiding among the cards at the nexuses 
that characters investigate.

• The base game, called The World, comes with 584 cards, 20 six-sided dice, 1 rulebook, 1 
storybook, 30 dividers, and 10 character stand-up tokens; The World contains the starting 
chapter of Candlepoint, Wisconsin, and also the Skinwalkers chapter. Eight more chapters 
appear in two expansions, The Flesh and The Devil, as well as the bonus chapter The Book 
of the Hybrids.

• The Flesh is an expansion for the Apocrypha Adventure Card Game that can be played as a 
co-op card game for 1-6 players or a full roleplaying game with one player acting as a guide.

• The Flesh contains four chapters, each containing cards that detail memories written by a 
legendary author. This box contains:
The Book of the Deathless, in which an oil town in frozen Alberta is invaded by the risen 
dead, with memories by Bruce R. Cordell.

• The Book of the Fae, in which the faeries and bikers of the Wild Hunt roar across the 
American Midwest, with memories by Jerry “Tycho” Holkins.

• The Book of the Golems, in which the tech hub of Seattle is overrun with drones and 
robots, with memories by Teeuwynn Woodruff.

• The Book of the Physicians, in which the eastern seaboard is the test market for virulent 
designer diseases, with memories by Kris Straub.

1-6 Players

60 Min
Playing Time

Age: 12+



Arcadia Quest

• The city of Arcadia has stood as a bastion of peace for 
the past 1000 years. But now, the evil Lord Fang has 
taken over the Temple of Dawning Twilight. He's 
joined forces with the trolls, orcs, and goblins to 
ensure this city will fall!

• In Arcadia Quest, you control a group of Heroes joined 
together in a Guild. You will do battle with Fang's 
minions and the other players, completing quests and 
upgrading their team on the path to a climactic 
showdown with Lord Fang.

2-4 Players

60+ Min
Playing Time

Age: 14+



Arcane Academy
• Challenge rival students to become the best in class in Arcane 

Academy, a board game of tile-linking wizardry that pits young 
spellcasters against one another in a duel for honor and prestige. 

• Forge potent magic items and wield wickedly powerful elemental 
energies to out-think and out-maneuver your opponents.

• Arcane Academy is based on the critically acclaimed, all-ages comic 
series Finding Gossamyr, which is set in a fantasy world in which math 
is the language of magic.

2–4 Players

30-45 Min
Playing Time

Age: 12+



Arkham Horror: The Card Game

• In the game, you and your friend (or up to three friends with two Core Sets) become 
characters within the quiet New England town of Arkham. You have your talents, sure, but 
you also have your flaws. Perhaps you've dabbled a little too much in the writings of the 
Necronomicon, and its words continue to haunt you. Perhaps you feel compelled to cover 
up any signs of otherworldly evils, hampering your own investigations in order to protect 
the quiet confidence of the greater population. Perhaps you'll be scarred by your 
encounters with a ghoulish cult.

• No matter what compels you, no matter what haunts you, you'll find both your strengths 
and weaknesses reflected in your custom deck of cards, and these cards will be your 
resources as you work with your friends to unravel the world's most terrifying mysteries.

• Each of your adventures in Arkham Horror LCG carries you deeper into mystery. You'll find 
cultists and foul rituals. You'll find haunted houses and strange creatures. And you may find 
signs of the Ancient Ones straining against the barriers to our world...

• The basic mode of play in Arkham LCG is not the adventure, but the campaign. You might 
be scarred by your adventures, your sanity may be strained, and you may alter Arkham's
landscape, burning buildings to the ground. All your choices and actions have 
consequences that reach far beyond the immediate resolution of the scenario at hand—
and your actions may earn you valuable experience with which you can better prepare 
yourself for the adventures that still lie before you.

1-2 Players

60-120 Min
Playing Time

Age: 14+

**We also have ALL the expansions for you to play!



Catan – Family Edition
• This New edition of the “Settlers of Catan – Board Game” features a six piece

reversible board allowing for more replay value than the previous Gallery 
Edition.

• Get together with friends or family. Learn to play in about 15 minutes. Then 
enjoy countless hours of fast-paced fun!

• Begin a quest to settle the island of Catan! Guide your brave settlers to victory 
by using clever trading and shrewd development. Use resources – grain, wool, 
ore, lumber, and brick – to build roads, settlements, cities and key cultural 
milestones. Get resources by rolling the dice or by trading with other players.

• But beware! You never know when someone will block your way or if the 
robber will strike and steal your hard-earned goods! Are you the best trader, 
builder, or settler? Will you master Catan?

3–4 Players

60-90 Min
Playing Time

Age: 10+



Choose Your Own 
Adventure: House of 
Danger 
• The classic Choose Your Own Adventure series comes to life in the narrative adventure 

game Choose Your Own Adventure: House of Danger.

• Will you survive the House of Danger? Gather your friends for a perilous and laughter-
filled adventure through the House of Danger itself. Make risky choices, collect items 
as you explore, and face off against dire challenges. Play again and again to uncover 
more secrets and different endings!

1–99 Players

60 Min
Playing Time

Age: 10+



Codenames Disney: 
Family Edition

• In Codenames, two teams compete to see who can guess all of their words 
correctly first — but those words are hiding in plain sight in a 5x5 or grid that 
includes the words of the other team, neutral words, and an game over card 
that will cause you to lose the game immediately if you guess it. 

• One person on each team is a spymaster and only these two know which words 
belong to each team. Spymasters take turns giving 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 game over 
card. 

• This version also comes with 4x4 grid cards with no game over spot to make it 
more accessible for families and children.

2-8 Players

15 Min
Playing Time

Age: 8+



Cosmic Encounter: Duel

• Challenge your closest frenemy to the fast-paced hilarity of 
Cosmic Encounter Duel! The Cosmic Citizenship Council has 
announced it will allow two new alien species to join its ranks, 
but they forgot to make two copies of the filing form, meaning 
only one species can join! 

• Now, the two candidates must battle for control of the planets 
to determine who deserves the right to become a Certified 
Civilization.In Cosmic Encounter Duel, you'll go head-to-head 
with your opponent, racing to win control of five planets. 

• Colorful ships, hidden tactics, and your alien's unique abilities 
might tip the odds in your favor, but beware! Tricks and traps 
abound, and you never know what destiny has in store!

3-5 Players

30+ Min
Playing Time

Age: 14+



Dice Forge
• Heroes, stand ready! The gods are offering a seat in heaven to whichever hero 

defeats their rivals. Your courage and wits will be your most precious allies as 
you use divine dice to gather resources along the road to victory.

• Your divine dice are exceptional, with removable faces! Customize your dice to 
make them more powerful as the game progresses. Sacrifice gold to the gods to 
obtain enhanced die faces. Upgrade your dice to produce the resources you 
need. Overcome ordeals concocted by the gods to grow in glory and earn 
rewards. Skillfully manage the luck of the dice and take charge of your destiny. 
Only the greatest will ascend to the heavens!

• Dice Forge is a development game featuring innovative mechanics based on 
dice with removable faces. In this dice crafting game, players build their own 
dice. Roll your dice, manage your resources, complete ordeals before your 
opponents and explore multiple winning strategies.

• Now you control the luck of the dice!

2-4 Players

45 Min
Playing Time

Age: 10+



Greedy Greedy Goblins

• Greedy Greedy Goblins is a simultaneous play, strategic tile placement and bluffing game.

• Players lead a clan of goblin miners who want to gather the most valuable collection of 
gems. Coins are scored for gem tiles on the mines you have claimed, with bonuses for 
dynamite tiles — but if there is too much dynamite, the mine (and all the riches within) are 
destroyed!

• In more detail, players sit around a circle composed of cave game boards and the guildhall 
game board, with sixty mining tiles placed face-down within this circle. Each round, while 
playing at the same time, players use one hand to look at one mining tile at a time, then 
place it on one of the cave game boards. At any time, a player can claim the guildhall or a 
cave by placing one of their three goblins on the board, after which no more tiles or goblins 
may be placed on this board.

• Once everyone has placed all of their goblins (or decided not to place them), players 
resolve the boards. The goblin on the guildhall draws a minion card that provides a special 
ability, while each goblin in a cave scores coins based on the gems, diamonds, dynamite 
and monsters found there; these goblins can also take minion cards if minion tiles have 
been placed in the cave. Dynamite multiplies the value of a cave, but three or more sticks 
blows the place up, costing you coins.

• If someone has one hundred or more coins, the game ends and whoever has the most 
coins wins; if not, set up another round and go digging again.

2–4 Players

25-35 Min
Playing Time

Age: 14+



Here to Slay
• Here to Slay is a competitive role-playing fantasy strategy card game that's all about 

assembling a party of Heroes and slaying monsters (and sometimes sabotaging your 
friends too) from the creators of Unstable Unicorns.

• In this game, you’ll assemble a full party of heroes to slay dangerous monsters while 
working to avoid the sabotage of your foes. The game also includes items you can 
equip to your heroes, 1V1 challenge cards, and roll modifiers to tip the odds in your 
favor.

• The first person to successfully slay three monsters, or build a full party with six 
classes, wins the game!

• Every player gets to choose a party leader character to represent them throughout 
the game. Each party leader card has a class and a skill that gives you an edge over 
your opponents. Whether you enjoy fighters, bards, wizards, or thieves, you'll find a 
party leader that's right for your play style - but choose wisely, because you only get 
one party leader for the whole game!

• Your heroes are brave adventurers, ready to attack monsters and go head to head
with your foes! The game includes over 40 unique heroes. Each hero card has a class 
and an effect, and each hero’s effect has a roll requirement. In order to use a hero’s 
effect, you must roll two dice and score equal to or higher than that effect’s roll 
requirement. Heroes take advantage of items, magic and modifiers to increase their 
chances of making their dice rolls.
In order to slay that monster, you must roll two dice and score equal to or higher than 
that monster’s roll requirement. Be warned: Each monster has a roll range in which 
they’ll fight back, and if you score within that range, your party might be in grave 
danger…

• Don't like what your opponent just played? Throw down a challenge! Challenge cards 
can be played instantly to try to stop another player from playing a hero, item, or 
magic card. Playing a challenge card initiates a 1V1 challenge in which you and 
another player both have to roll the dice. If they win the challenge, they still get to 
play their card, but if you win the challenge, you get to send their card directly to the 
discard pile!

2–6 Players

15-90 Min
Playing Time

Age: 14+



Karuba Junior

• Karuba Junior is a cooperative tile-placement adventure game 
in which players search for treasures in the jungle on the island 
of Karuba with three brave adventurers. Will you manage to 
place the path tiles so that you reach all the treasures before 
the mean pirates raid the island? You need to work together 
and be careful of tigers that block the paths. With skill and a 
bit of luck, you'll be faster than the pirates!

1. Turn over tiles and build paths
2. Find the treasures
3. Be faster than the pirates and don't lose the way in the 
jungle

1-4 Players

5-10 Min
Playing Time

Age: 4+



Masque of the Red Death

• As nobles at a magnificent masquerade ball, you and your 
friends all vie to improve your social standing. Gossip flies, 
rumors swirl, and with each chime of the ebony clock, 
hearts fill with dread and despair. As midnight approaches, 
you begin to realize that something is amiss.

• Based on Edgar Allen Poe's sinister story, Masque of the 
Red Death pits you and up to six of your friends against 
each other as you hobnob with the Prince. But disaster 
strikes at midnight. You must balance your actions carefully 
between currying the Prince's favor and discovering which 
rooms the Red Death will visit. After all, having the highest 
social standing matters only if you survive...

4-7 Players

60-90 Min
Playing Time

Age: 14+

**We also have ALL the expansions for you to play!



Munchkin Cthulhu
• Munchkin Cthulhu is a standalone game in the Munchkin universe, this time 

lampooning Lovecraft's Mythos and the horror gaming that surrounds it. This base 
game features four new Classes, including the Cultist, and a lot of classic monsters 
from outside reality – and they all have Stuff you can take from their twitching 
bodies. You can play Munchkin Cthulhu by itself, or combine it with any number of 
other Munchkin titles for mind-bending silliness.

• Part of the Munchkin series.

• Munchkin is a satirical card game based on the clichés and oddities of Dungeons and 
Dragons and other role-playing games. Each player starts at level 1 and the winner is 
the first player to reach level 10. Players can acquire familiar D&D style character 
classes during the game which determine to some extent the cards they can play.

• There are two types of cards - treasure and encounters. Each turn the current players 
'kicks down the door' - drawing an encounter card from the deck. Usually this will 
involve battling a monster. Monsters have their own levels and players must try and 
overcome it using the levels, weapons and powers they have acquired during the 
game or run away. Other players can chose to help the player or hinder by adding 
extra monsters to the encounter. Defeating a monster will usually result in drawing 
treasure cards and acquiring levels. Being defeated by a monster results in "bad 
stuff" which usually involves losing levels and treasure.

3-6 Players

90 Min
Playing Time

Age: 10+

https://boardgamegeek.com/wiki/page/Cthulhu_Mythos
https://boardgamegeek.com/wiki/page/Munchkin_series


Munchkin Wonderland
• Munchkin Wonderland transports players to the iconic world of Lewis Carroll's 

Wonderland novels. Move around the illustrated game board. If you land on a 
monster like the Jabberwock or Cheshire Cat, beat it with a roll of the dice and 
Treasure cards like Six Impossible Things Before Breakfast, the Vorpal Blade, or Stolen 
Tarts! Maybe you'll even get help from the Caterpillar or Dormouse.

• When the deck of Treasure cards runs out, whoever has the most loot wins!

2-6 Players

60 Min
Playing Time

Age: 6+



My Little Scythe

• My Little Scythe is a competitive, family-friendly game in which each 
player controls 2 animal miniatures embarking upon an adventure in 
the Kingdom of Pomme.

• In an effort to be the first to earn 4 trophies from 8 possible 
categories, players take turns choosing to Move, Seek, or Make. These 
actions will allow players to increase their friendship and pies, power 
up their actions, complete quests, learn magic spells, deliver gems 
and apples to Castle Everfree, and perhaps even engage in a pie fight.

• Some of My Little Scythe’s mechanisms are inspired by the bestselling 
game, Scythe. It caught the eye of Stonemaier Games as a fan-created 
print-and-play game in 2017 (it went on to win the BoardGameGeek
2017 award for best print-and-play game).

1–6 Players

45-60 Min
Playing Time

Age: 8+



Mysterium
• Will you dare to walk through the gates of the Mysterium manor?

• The manor is haunted by a ghost. The circumstances of its death are shrouded in 
mystery. Psychics gather to reconstruct the events of the crime’s night. They 
won’t make it without the ghost’s help, whose visions are the only clues they 
have to discover the truth. The clock is ticking: at dawn, the ghost will disappear! 

• Mysterium is a thrilling and innovative immersive board game. It 
reinvents investigation games and cooperative games. Due to its asymmetrical 
roles, you’ll have a great deal of fun trying to guess what the other players have 
on their mind, whether you play a Psychic or the ghost.

• Walk in the manor, have a seat, and let your sixth sense guide you.



Mysterium Park
• Enjoy fantastic attractions and breathtaking shows. Mysterium Park conceals 

many secrets… and what secrets! The director of the park is missing. It is said 
that strange events have been occuring ever since he disappeared. Drawn by 
these rumors, you and your team of Psychics decide to visit the site to shed light 
on this affair. Once on the spot, you find out that the former director’s ghost is 
trying to communicate with you. With his help, will you manage to prove the 
right people innocent and to finally unmask the murderer and find the crime 
scene?

• Mysterium Park is a cooperative game where players embody asymmetrical roles 
for ever-surprising game experiences. The ghost sends Visions to the Psychics 
through illustrated cards. The latter must interpret those cards in order to rule 
out the wrong suspects, and to conduct their investigation in different places so 
as to finally identify the murderer and the location where the crime occured. 

• Be aware that you only have 6 nights before the funfair breaks camp. Mysterium
Park is the ideal game: quick to set up and to play.



Mystery House: 
Adventures in a Box
• This house mysteriously moves through space and time, and no one knows its destination. 

Will you be brave enough to enter?

• Experience the thrill of an escape room in Mystery House: Adventures in a Box, which 
features a mix of technology and tradition. Play the game with this real 3D house where you 
can look in through the windows using a flashlight, giving you the experience of really 
exploring a dark, mysterious house. In this Escape Room type board game, you have to solve 
all the riddles you find inside to solve the mystery!

• You must search for clues in the house, looking through the windows in the rooms. With the 
app you can try to see items better, use items and enter codes, needed to solve the mystery.

• At the beginning of the game, you insert enigma cards in the box top, building the house, and 
these cards will tell a story as they're revealed and resolved during play. An app drives you 
through the game and records the progress of your team and your playtime.

• The base game includes an intro mystery and two adventures: "Family Portrait" and "The 
Lord of the Labyrinth". All future expansions will use the same base game box and app as a 
game system.

1–5 Players

60 Min
Playing Time

Age: 14+



No Thank You, Evil!
• No Thank You, Evil! is a tabletop game of creative make-believe, adventure, 

and storytelling. In No Thank You, Evil!, you create a character based on a 
couple of cool, descriptive, imagination-firing traits. 

• The Guide (a special role often played by a parent or older sibling) presents a 
dilemma, and the players set off on an adventure of the imagination. Along the 
way you use your character’s special skills, companions, and equipment to 
overcome obstacles. Maybe you’ll rescue a friend from Dragonsnot Falls, save 
the world’s biggest adventure park from an ancient curse, or fix Whizbang’s 
broken time machine before it’s too late! 

• Whatever you choose, you’re sure to solve mysteries, gain friends, confront bad 
guys, and have a wild adventure!

2-5 Players

30 Min
Playing Time

Age: 5+



No Mercy For Monsters

• While a family is dining out, monsters are invading their house. Your 
role? Knock them down before the family comes back. You have a few 
tricks up your sleeves to counter the spells monsters throw back at 
you: hit them with socks, aim balls at them and drop bucket of water 
on their heads.

• No Mercy for Monsters is a cooperative game where players team up 
to knock down monsters before all the hidden tokens run out.

• Open the book, unfold the flaps to build a house and place the 
monsters around it. You are not playing D&D but to win, you will also 
have to fight monsters and bring them down — literally. This original 
concept, and the special actions players must do before throwing the 
tokens, make it a fun party game for children from 4 years up. 
Dexterity, memory and cooperation are the key to success.

1-4 Players

20+ Min
Playing Time

Age: 4+



Nomads

• As you journey across the mysterious land of Luma, you encounter a 
nomad camp. You join them around the fire and share in the strange 
potion that the great Shaman passes around. The stories told by those 
around the campfire seem odd and disjointed, but with cleverness 
and insight you may make sense of the many legends of Luma...

• In the dreamlike board game Nomads, players each collect disjointed 
pieces of stories. As you gather the story tiles, you can exchange them 
for a song or legend that makes sense of the seemingly random 
fragments. In the end, the player with the most points gleaned from 
song and legend cards and opal moon tiles — and with the fewest 
leftover story or joker tiles — wins!

2–5 Players

25-45 Min
Playing Time

Age: 8+



Obscurio
• The Sorcerer is out to get you! Find your way among the illusions but 

beware of the traitor in your ranks!The Grimoire guides his team 
towards the exit using images, on which he points at certain details. In 
cooperation, the other players have to find it as quick as possible 
while avoiding to pick the wrong cards.However a member of the 
team is a Traitor looking to lead the other players astray. 

• A wide variety of Traps are on your way to the exit of the Library, 
making player communication harder!Obscurio is a family game, an 
original mix between an image-based communication game and a 
secret role game, in which the players have to be careful when sharing 
ideas with their team. Supported by rich contents, Obscurio proposes 
a fresh new experience in its genre by putting the emphasis on the 
details of the images and the constant doubt created by the presence 
of the Traitor Communicate efficiently and avoid the illusions on your 
way to escape the Sorcerer's Library!

2-8 Players

40 Min
Playing Time

Age: 8+



One Deck Dungeon
• One Deck Dungeon is a card game "roguelike" — a dungeon delve that 

is different every time, difficult to survive, with a character you build up 
from scratch. The deck consists of various foes to combat and other 
perils from the dungeon. Each card, though, depicts both the obstacle 
to overcome and the potential rewards for doing so. When you defeat a 
card, you claim it as either experience, an item, or a skill, tucking it 
under the appropriate side of your character card to show its benefits.

• The longer you take exploring the dungeon, the deeper you'll delve, 
and the difficulty will scale up quickly! If you make it far enough, you'll 
have to fight the dungeon boss. Survive, and you'll be a legend!

1–2 Players

30-45 Min
Playing Time

Age: 14+



Pandemic
• In Pandemic, several virulent diseases have broken out simultaneously all over 

the world! The players are disease-fighting specialists whose mission is to treat 
disease hotspots while researching cures for each of four plagues before they 
get out of hand.

• The game board depicts several major population centers on Earth. On each 
turn, a player can use up to four actions to travel between cities, treat infected 
populaces, discover a cure, or build a research station. A deck of cards provides 
the players with these abilities, but sprinkled throughout this deck 
are Epidemic! cards that accelerate and intensify the diseases' activity. A 
second, separate deck of cards controls the "normal" spread of the infections.

• Taking a unique role within the team, players must plan their strategy to mesh 
with their specialists' strengths in order to conquer the diseases. For example, 
the Operations Expert can build research stations which are needed to find 
cures for the diseases and which allow for greater mobility between cities; the 
Scientist needs only four cards of a particular disease to cure it instead of the 
normal five—but the diseases are spreading quickly and time is running out. 

• If one or more diseases spreads beyond recovery or if too much time elapses, 
the players all lose. If they cure the four diseases, they all win!

2–4 Players

45 Min
Playing Time

Age: 8+



Pandemic: Reign of Cthulhu
• Beings of ancient evil, known as Old Ones, are threatening to break out of their 

cosmic prison and awake into the world. Everything you know and love could 
be destroyed by chaos and madness. Can you and your fellow investigators 
manage to find and seal every portal in time? Hurry before you lose yourself to 
insanity.

• In Pandemic: Reign of Cthulhu, you'll experience the 
classic Pandemic gameplay with an horrific twist that'll have you face twelve 
Old Ones, each threatening the world with their unique powers. As players take 
on the roles of investigators attempting to seal a series of portals before 
monsters of unspeakable horror pour into our world there is, of course, a high 
risk of the investigators losing their own minds.

• Instead of curing diseases like in the original Pandemic, players seal portals and 
shut down cults in the classic New England fictional towns of Arkham, Dunwich, 
Innsmouth, and Kingsport. Can you and your fellow investigators manage to 
find and seal every portal in time? Hurry before you lose yourself to insanity 
and the evil that lurks beneath your feet...

2–4 Players

40 Min
Playing Time

Age: 14+



Point Salad

• Point Salad is a fast and fun card drafting game for the 
whole family. There are over 100 ways to score points. 
Players may use a variety of strategies and every game 
of Point Salad is unique!

• Cards come in six different types of veggies, and the 
back of each card has a different scoring method. So
for instance, one scoring method may award 2 points 
for every carrot you have, but deduct a point for every 
onion. By drafting combinations of veggies and point 
cards that work for your strategy, you can amass the 
most points and win.

2-6 Players

15-30 Min
Playing Time

Age: 8+



Poo Pocalypse
• Poo Pocalypse is a 2-4 player strategic card game for immature people 

full of poo puns and defecation domination.

• It's simple enough to play with kids and also your friends who act like 
kids.

• The goal of the game is to be the first player to build a Poo Pyramid.

• Everyone is dealt five cards. On your turn, you can perform 2 of any 3 
actions: draw a card, place a card, or play a swirly card. Opponents 
can attack your pyramid between turns by doing a crap attack.

2–4 Players

15-30 Min
Playing Time

Age: 7+



Relative Insanity: See 
What I Mean?

• Everyone has at least one crazy family member. If you don’t think you do, then that means 
it’s YOU!

• In Relative Insanity, everyone looks at a hilarious photo that could have come out of a crazy 
family photo album, like a young man taking a bathroom selfie while wearing a granny 
nightie.

• Then the Judge rolls the die to tell you what category of caption you're looking at on your 
cards. Everyone else chooses one of their caption cards to finish the phrase, like: 
"Millennials continue to amaze" or "It’s ugly but it’s mine," etc.

• In between laughter, the reader picks the funniest one and awards that player as "Mom's 
Favorite", worth two points! Second best gets one point as "Middle Child" and the Judge 
can declare someone the Black Sheep, just for fun, if they played a really bad caption!

• Play the number of rounds as decided upon at the start of the game, then add up all the 
points and whoever has the most is the winner.

• It’s a different hilarious game each time you play!

• Features the humor of Jeff Foxworthy.

4-12 Players

--- Min
Playing Time

Age: 14+



Rent a Hero
• The card deck in Seventh Hero consists of 77 cards, with each card representing 

one of seven different heroes. Players each start with two random heroes, and 
each hero has a special power that can be activated once. 

• Each turn, a player sends a card from his hand face down to the next player, 
who can choose to take it or pass it on. If he takes it, he adds it to his group of 
heroes, but if it's a hero he already has, both hero cards are sent to the discard 
pile. 

• Before sending a hero away, the player must obey the current round's 
limitations, such as the card must be odd or must be below or above a certain 
number.

• The first player to collect six of the seven heroes wins.

3–5 Players

20-30 Min
Playing Time

Age: 10+



Saboteur
• Players take on the role of dwarves. As miners, they are in a mine, hunting for gold. 

Suddenly, a pick axe swings down and shatters the mine lamp. The saboteur has struck. But 
which of the players are saboteurs? Will you find the gold, or will the fiendish actions of the 
saboteurs lead them to it first? After three rounds, the player with the most gold is the 
winner.

• With the help of Dwarf Cards, the players are assigned their role: either miner or saboteur. 
The roles are kept secret- they are only revealed at the end of the round.

• The Start Card and the three Goal Cards are placed onto the table, each seven cards away 
from the start and one card between each Goal Card. The Goal Cards are placed face-down. 
The gold is on one of the Goal Cards, but nobody knows which.

• Players have cards in hand. On a player's turn, he must do one of three things: place a Path 
Card into the mine, play an Action Card in front of a player, or pass.

• The Path Cards form paths leading to the Goal Cards. Path Cards must be played next to a
already-played Path Card. All paths on the Path Card must match those on the already-
played cards, and Path Cards may not be played sideways.

• The miners are trying to build an uninterrupted path from the Start Card to a Goal Card, 
while the saboteurs are trying to prevent this. They shouldn't try and be too obvious about 
it, however, lest they be immediately discovered.

• Action Cards can be placed in front of any player, including oneself. Action Cards let the 
players help or hinder one another, as well as obtain information about the Goal Cards.

• Once a player places a Path Card that reaches the gold, the round is over. The miners have 
won and receive cards with gold pieces as their reward.

• The round is also over if the gold could not be reached. In that case, the saboteurs have 
won and receive the gold pieces.

• Once the Gold Cards have been distributed, the next round begins. The game is over at the 
end of the third round, with the player with the most gold pieces being the winner.

3-10 Players

30 Min
Playing Time

Age: 8+



Sherlock Holmes: 
Consulting Detective

• Welcome to the Carlton House. Enjoy the luxury and solve 
the murders! How about a stroll in beautiful Queen's Park? 
Beware dogs and the occasional crime scene…

• Return to the streets of Victorian London, but also venture 
into brand new locations in the latest installment in 
the Sherlock Holmes Consulting Detective line: Carlton 
House & Queen's Park! Like the previously released The 
Thames Murders and Other Cases, Carlton House & Queen's 
Park introduces ten exciting cases, each one drawing 
players deep into the world of Sherlock Holmes. 

• Among these cases includes two classic, long out-of-print 
expansions which are now revised and updated. Whether 
you're playing solo or with up to eight possible players, you 
need your wits about you to solve the cases and beat 
Holmes himself!

• pieces being the winner.

1-8 Players

900 Min
Playing Time

Age: 12+



Smallworld
• 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 neighbors. Yet they must also know when to 
push their own over-extended civilization into decline and ride a new 
one to victory!

2–5 Players

40–80 Min
Playing Time

Age: 8+



Snow Time
• Snow is falling! Winter is finally here!

A joust is in the making: let the show begin!
You play as children, representing your village, and face your
opponents in a joyful competition around a marvelous tree.
Anticipate other players’ moves and guess their intentions.
Be crafty, collect strange fruits, and dodge the snowballs!!

• Fruits appear randomly on the board at different levels of the tree.
The players will try to seize them and therefore will have to choose on which 
branch they want to climb.
Be careful though, a player will only be able to harvest fruits if he is alone on a 
branch, and if there is not a player in ambush just above him!
Thus, He will try to anticipate the choices of his opponents since otherwise a 
squabble will start, which will inevitably end up by the loss of cards, unless one 
of the brawlers dominates the fray.

• Finally, the cleverest player will score a point for avoiding the fight by being the 
lowest in the tree.
Between racing game, bluff, and double guessing.

3–5 Players

20-40 Min
Playing Time

Age: 10+



Spot it! Classic

• Test your observational skills and hone your reflexes 
with the award-winning gameplay of Spot It!, a game 
of lightning-fast choices for a group of two to eight 
players.

• The game functions on a simple mechanic—fifty-five 
circular cards, each of which features a number of
symbols and has exactly one of those symbols in 
common with every other card in the deck.With five 
distinct mini-games, you can be sure that Spot It! will 
be different every time you play, and because it's 
always your turn, there's never any downtime!

2-8 Players

15+ Min
Playing Time

Age: 7+



Stranger Things: Eggo
Card Game

• Play as your favorite characters from the hit Netflix series Stranger 
Things with the Stranger Things: Eggo Card Game! 

• To begin, players choose to play as Will, Mike, Lucas, Dustin, Eleven, 
Hopper, or Barb and draw four Eggo cards with a variety of 
suspenseful outcomes. 

• Cards can either send a player's character to the Upside Down, make 
an opponent draw 2, reverse the order of play, summon the 
Demogorgon, or cause a rift that sends everyone who was Right Side 
Up to the Upside Down, and vice versa!

• To win and escape the Upside Down, get rid of all your Eggo cards 
before the Demogorgon attacks — or be toast!

2-6 Players

15-30 Min
Playing Time

Age: 14+



Stumblewood
• Guided by their neighbor, each player in Stumblewood has thirty seconds to get 

out of a dangerous forest. The further you go, the more new traps you must 
face: Hold the knife in front of you to clear the cobwebs, pinch your nose to 
cross the river, throw a bone to keep the wolf away...

• Whoever gets lost or falls into a trap must begin again from the starting point, 
and at the end of the allotted time, the next player gets to try their luck. Keep 
your cool and memorize your route so that you don't make mistakes when your 
turn comes around again! 

• The first player who manages to leave the forest returns home and wins the 
game.

2–6 Players

20 Min
Playing Time

Age: 10+



That’s So 90’s Trivia
• Containing 200 quiz cards, there are 1000 questions to test even the 

most knowledgeable 1990s expert!

• Fun bar quiz style game split into 10 different categories of 100 
questions from the 1990s - sports, movies, music, and much more!

2-99 Players

60 Min
Playing Time

Age: 6+



The Initiative

• In 1994, four teenagers find a mysterious game at 
a yard sale. As they play it, they discover it is 
strangely connected to their lives. What will they 
risk to unravel the secrets of The Initiative? 

• The Initiative is a unique cooperative board game 
of clever strategy, codebreaking, and visual 
storytelling.

1-4 Players

30-60 Min
Playing Time

Age: 8+



The Shared Dream

• In The Shared Dream, players take on the role of Anima, 
special people who can make their dreams (and nightmares) 
real in the waking world. All of the players have awoken to find 
that they all had the same dream and parts of it (good and 
bad) are coming to life. The players must re-experience their 
shared dream in the waking world while avoiding or destroying 
the nightmarish creatures that have sprung from that same 
dream.

• In game terms, the players must follow the instructions on the 
chosen "Shared Dream" card in an attempt to prevent the 
nightmares from that dream from spreading to the innocent 
sleepers of the city. This generally includes traveling through 
the city to find clues, destroying shadows and reavers, and 
taking on a nemesis born from the shared dream.

2-4 Players

90-120 Min
Playing Time

Age: 13+

**We also have ALL the expansions for you to play!



Ticket to Ride: First Journey

• Ticket to Ride: First Journey takes the gameplay of the Ticket to Ride series and scales 
it down for a younger audience.

• In general, players collect train cards, claim routes on the map, and try to connect 
the cities shown on their tickets. In more detail, the game board shows a map of the 
United States with certain cities being connect by colored paths. Each player starts 
with four colored train cards in hand and two tickets; each ticket shows two cities, 
and you're trying to connect those two cities with a contiguous path of your trains in 
order to complete the ticket.

• On a turn, you either draw two train cards from the deck or discard train cards to 
claim a route between two cities; for this latter option, you must discard cards 
matching the color and number of spaces on that route (e.g., two yellow cards for a 
yellow route that's two spaces long). If you connect the two cities shown on a ticket 
with a path of your trains, reveal the ticket, place it face up in front of you, then draw 
a new ticket. (If you can't connect cities on either ticket because the paths are 
blocked, you can take your entire turn to discard those tickets and draw two new 
ones.)

• If you connect one of the West Coast cities to one of the East Coast cities with a path 
of your trains, you immediately claim a Coast-to-Coast ticket.

• The first player to complete six tickets wins! Alternatively, if someone has placed all 
twenty of their trains on the game board, then whoever has completed the most 
tickets wins!

2–4 Players

15-30 Min
Playing Time

Age: 6+



Tiny Towns
• You are the mayor of a tiny town in the forest in which the smaller creatures of 

the woods have created a civilization hidden away from predators. This new 
land is small and the resources are scarce, so you take what you can get and 
never say no to building materials. 

• Cleverly plan and construct a thriving town, and don't let it fill up with wasted 
resources! Whoever builds the most prosperous tiny town wins!

• In Tiny Towns, your town is represented by a 4x4 grid on which you will place 
resource cubes in specific layouts to construct buildings. Each building scores 
victory points (VPs) in a unique way. When no player can place any more 
resources or construct any buildings, the game ends, and any squares without a 
building are worth -1 VP. The player with the most VP wins!

1–6 Players

45-60 Min
Playing Time

Age: 14+



Unlock! The House on the 
Hill
• At the beginning of The House on the Hill, strange, paranormal activities have 

surrounded an abandoned house for the past three days. When an investigation 
uncovers that these occult occurrences center on an excerpt read from The Book 
of the Dead, you and your companions are tasked to enter the house, find the 
book, and stop the curse…

• Unlock! is a series of escape adventures for up to six players. With one hour on 
the clock, players work through a deck of sixty cards as a team, searching for 
clues, combining objects, and solving puzzles. 

• The free Unlock! companion app runs the timer while also providing clues, 
offering hints, and confirming successes. Once the team has reached a solution 
and entered the correct code into the app, they will escape and win the game.

• You will need to download the app to your phone to play!

1–6 Players

60 Min
Playing Time

Age: 10+



Unlock! Secret Adventures A 
Noside Story
• Noside has returned to ruin your day! A thick smoke lingers over the 

region — it must be another trick of Noside. It's up to you to stop him 
before it's too late! A Noside Story is a brand new Unlock! adventure 
for up to six players.

• Unlock! is a series of escape adventures for up to six players. With one 
hour on the clock, players work through a deck of sixty cards as a team, 
searching for clues, combining objects, and solving puzzles. The 
free Unlock! companion app runs the timer while also providing clues, 
offering hints, and confirming successes. Once the team has reached a 
solution and entered the correct code into the app, they will escape 
and win the game!

• You will need to download the app to your phone to play!

1–6 Players

60 Min
Playing Time

Age: 10+



What Do You Meme?: 
Family Edition

• OUR BESTSELLER — NOW FOR FAMILIES! The hilarious game you know and 
love, now with all the R-rated content removed for family-friendly fun.

• THE NAME OF THE GAME: Here’s how it works — compete with your friends 
and family to create the funniest memes. Do this by using one of your dealt 
caption cards to caption (get it?) the photo card in each round.

• WHO WILL BE CROWNED MEME QUEEN/KING: The winner of each round is 
decided by a rotating judge. Pro tip: pick your caption card to match the judge’s 
sense of humor. Extra pro tip: Make sure the judge shuffles the cards for 
anonymity.

• WHAT’S INSIDE: Each What Do You Meme Family Edition game contains 300 
caption cards and 64 photo cards.

3–20 Players

30-90 Min
Playing Time

Age: 8+


