OURREVIEW u ABYSS

ABYSSisin practice a“Card Game” so itsbox
is really oversized for its contents and the
board could have been avoided because
its utility is really very, very marginal. But
the editor (the French Bombyx) decided
to make a marketing operation publishing
the game with 5 diCerent box covers. Each
cover isdilerent both in shape (all depict a
menacing big “face” of one of the habitants
of an underseaworld) and color (pink, blue,
green, yellow and yellow/reddish). Thus
customers may purchase the face and/or
color that they wish.

But of course marketing and artists can-
not transform a bad game in a good one,
50, let’s proceed and see what we have to
expect from this title. The place is some-
where down the deep waters of the Ocean:
here some powerful “creatures’ ruled the
kingdom of Abyss in harmony with all the
others races, protecting them from nasty
monsters. Unfortunately even in the best
kingdom (over or under waters) elections
have to be held for the new King and we
(players) are the new Candidates.

THE SLENCE OF THE WATERS IS CUT BY
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UNDEW\ATER POWERSTRUGGLE

VOICES COMING FROM THEASSEMBLY

The 440x540 mm board shows the great
Assembly of the underwater kingdom with
thousands of creatures divided in 5 big
sectors, one for each “Allied” race: Medusas
(Pink), Crabs (Orange), Hippocampus (Yel-
low), Nacres (Green) and Polyp (Blue). They
are all represented in the game by 13 cards
(valuesranging from 1to 5).

(Seepicture1)

On the bottom part of the board we see the
“Nobles’ of Abyss (represented by 35 large
cards). The top of the board will host 5 Al-
lied cards during the “Exploration” phase.
The game also includes: 1 “Menace” track
(63x260 mmy; 20 “Territory” tiles (60x215
mm); 20 disc “Monster Foints’; 10 “Keys’;
50 “Pearls’ (wonderful) and 5 small basins
(thermoformed as oysters) to hold the
pearls (and you absolutely need them be-
cause pearls tend to roll down the table ..);
1 small notebook to mark the [hal Mctory
Points (VP).

Set up is quick and easy: each player gets
an “oyster” with 1 pearl inside, then the “Al-
lied” cards are shued and the deck is po-

stioned on the top-left part of the board
while 6 “Noble” cards are displayed on the
bottom part. Finally one Territory tile is ran-
domly taken and displayed.

Each player, on histurn, may bring new no-
bles on the board, must take an action and,
if he collects at least 3 keys, must take ater-

Afzt andinterestinggamevithbeautiful graphicsanda
goadatnoghere

ritory. If a players collects 7 Nobles or if the
Noblesdeck isexhausted the game ends.
SPEAKERS TRY TO CONVINCE THE ASSHVI-
BLY TOVOTEFORTHEM

Players start the game with just one pearl
and they need to get more of them in order
to inCuence their allies: pearls are collected
defeating the Monsters, exploring deeply
the Abyss, recruiting Nobles and ... being
paid by other players.

The st decision that each player has to
take is to RECRUIT or not new Nobles (in
games terms turn new cards from the
deck): this will not happens at the begin-
ning of the game, both because the Nobles
track is full and ... you do not have enough
pearls. But in the “middie” game very often
you do not see the Noble that you need on
the display so you may try to thd onein the
deck: you pay 1 pearl and you turn faceup a
Noble, positioning him on the display. If the
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display isfull orif the deckisempty you can-
not use thisaction.

Then players must TAKEAN ACTION select-
ing one of the following possibilities:

1 - EXPLORE THE ABYSS you take a card
from the “Allied” deck and you show it to
everybody. Then you olkr the card to the
other players (in turn order): if they wish it
they pay pearlsto you (1 pearls for the Crst
card olered, 2 for the second and 3 for the
third) adding the card to their hand. If no-
body wantsthe card you may take it for free
or you may place it in one of the Cve“host-
ing” cases on the board. Then you turn an-
other card and you repeat the process. If the
(st 4 cases are now [lled (and thisdoesnot
happenstoo frequently, for the reasonsthat
we will see later) you have now to oler the
5th card: if nobody wants it you MUST take
it (for free) but you also receive 1 pearl.

The deck containsalso 6 Monster cards(Mo-
rays). when they appear you gtill oCer them
as usual, but if somebody takes it a“Cght”
has to follow (see below). VWhen you take a
card, adding it to your hand, your turn ends
and pass to the following player and all the
cases must now be emptied: monsters are
discarded and Allies are placed face down
on the Assembly (each color on the related
position).

(Seepicture2)

2 - RECRUITALLIES instead of exploring the
abyss you may take all the cards from one
of the [ve positions on the Assembly. Of
course a little memory eCort will help you
in your decision (you will be happy to takes
cardswith value from 3to 5, if they are avail-
able) but this is not so fundamental. Allies
are necessary later to recruit Nobles, so this
action is alternative to the exploring “slow”
process (one card per turn) and will save
you alot of time ... if your opponents were

kind enough to leave some cardsin the dis-
play.

3 - RECRUIT NOBLES this is the most im-
portant action of the game, as Nobles will
grant you VP some special “powers’ and the
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“keys' that are necessary to take control of
aterritory. Each Noble may have up to four
characteristics:

(@) - Cost: this number shows the total
value (in Allied cards) that you need to pay
to get the noble. Some of them need only
ONE TYPE of Allies because they belong
to one race only (for example the MASTER
OF MAGC belongs to the Medusa/Hnk
race), but most of them need 2 or 3 types.
Thismeans that you must pay that cost us-
ing exactly this number of allies, induding
the original race of the Noble (the Master
of Magic needs 3 races to be recruited, of
which one must be Medusa). The total val-
ue of each race is not important as long as

you use the right number of races and the §

minimum cost of the noble. You may also
use pearls to pay (partly or totally) the cost,
but the number of races must be fulClled in
any case.

(b) - VP value: The number of VP granted by
the noble at the game'send.

(c) - Power: most (but not all) of the cards
have a power that the player may use once
(if the card shows one “arrow”) or many
times in the game. Those powers let you
have some advantages(discountsin recruit-
ing new Nobles, pearls, free Allies, attacks,
etc).

(d) - Keys: again most (but not all) of the
cards have akey on the top right side. Keys
are necessary to take control of new territo-
ries There are 5 Ambassadors (one per race)
that have 3 Keys and therefore they imme-
diately grant a new territory to you: but to
take control of one Ambassador you need
to have Allies of ALL FIVE races (and the
usual number of requested points).

After having paid the necessary cost you
will put in a Reserve the lowest value Allied
card: it becomes one of your faction’s ASSO-
CIATED member.

(Seepicture 3)

3 - CONTROLLING TERRTORES as we have
already seen players need 3 keys to get a
new Territory. As soon as they have those
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40 Yearsfor WIN
~ Dgrer ceGeen itar-in-Gief

Yes, International Toy fair is behind us and
again we have seen many games, which we
would liketo try instantly.

But, really, now would be the tlmeto play all
thosegamsthatwebrought home from B
sen, because Bsenwasonlyfourmonthsago
and there were quite a few games there, for
instance THEMAGNATES of which or Markus
saysthat for him it wasthe best Essen game.
How do | make up my mind about a new
game?Duetothisplethoraof gamesit isnot
easy to play all games several tlma onehas
to make apreselection.

And thispreselection isdilerent foread1 ga—
mer, the vanouspreferenm and player cha-
racters meet in the competition on [hding
the best game. Twice aweek, in our games
club, we have time and many visitorsto try
outall gameswnh that purpose in mind.

' Here,in WIN, you [hd our opinionson current
'games, games that maybe should [nd their
way into your collection and appear on your
gan&etable regulafly

In our database LUDORlUM you wn nd all
‘thosegames.

Come and take alook, and Ehd out abou\ all
thosegamesthat you aresill m|ssng outon,
at http//www.ludorium.at

Do you like our VWIN? Until we have caught
up on our backlog, we do not take new
subsc:nptlona you canread all the issuesfree
of charge, see A ,
 http://www.gamesjournal. at

Our games compendium, GAME BY GAME
2016 isavailable asaPDFtoo e

khttp //WWW.gamescompanion. at b
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3 keys (both from nobles and/or from de-
feating monsters) the players MUST select a
territory: they may look at the already dis-
played (face up) territories or they may pick
up to 4 new ones from the deck and select
one of them, leaving the others face up. All
the used keys are sent back on the reserve,
whilethe noblesare placed behind the new
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¥
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acquired territory: thus they lose their pow-
ers. Slecting the right Territory is a very
important action, in this game, as they will
grant you, at the game'send, a“xed” num-
ber of VP and a“variable’ number of points
if you satisfy certain conditions For example
the SANCTUARY olers 4 VP and 3 extra VWP
for each Associated member of the Medusa
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faction that you have collected.
(Seepictured)

| already named the MONSTERSbut | never
gave any detail on them: we just know that
monsters can be encountered during the
Exploration action. As usua those cards
must be olered to the other players and
they can buy it for 1-2-3 pearls. The players

passiedi lisere 1 Nobite, fino 4 un massioe 4 (2
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who takes the Monster has to [ght it: he
“kills’ it automatically receiving the bonus
indicated on the“Menace’ mini-board.

This has 6 cases and each case grant a cer-
tain Bonus: case 1, for example, let you de-
cide between receiving a pearl ORtaking a
“Monster Bonus’; the third case will grant
you a“Key”; the [th the possibility to get
a Key and to select between 2 pearls, or 1
pearl and 1 Bonus or 2 bonuses Bonuses
are cardboard discs (35 mm) that grant from
2to4\/Pat thegamesend: the playerstake
them randomly from a reserve and keep
them secret.

Monstersmay also be refused by all players:
therefore they are placed on the 5 storage
cases exactly as the other cards “Allies’. If
you ignore a Mongter the indicator on the
Menace board will advance one case, thus
oCering a better price for killing one of
them in afuture turn.

THEASSEVIBLY ISANISHED: NOWWE HAVE
TOWAIT FORTHENBNKING

This game is addressed to families and ca-
sual gamers: the Rulebook isreally very well
done and easy to read, rules are clear and
after a [rst reading you do not need to go
back to them; components are strong a
very appealing. For regular players ABYSS
is gtill a challenge. | noticed the diCerence
after having assisted at a couple of games
between my younger son and his friends
(all 18-19 years old) where they used an ag-
gressive and direct approach. Paying the
same game at my club with regular players
the strategies changes a lot. Expert players
probably will not like this game too much,
mainly because of the important luck fac-
tor (when you have to randomly sort cards
“Lady Luck” is always important). But if you
do not disdain to play against luckthegame
is enough competitive to immediately ask
fora“Bis"

What | most like in ABYSS is the proper
use of pearls: in elect it will take a couple
of games to understand their “rea” impor-
tance, but then the players will learn when
and how many to stock in a“calm” phase of
the game, and when it will be time to spend
them to aoquire GOOD Allied cards (those
with 4-5 Points). In a game, for example, |
took notes about one player who war ap-
parently ... seeping until the middle game
(but collecting pearls and pearls) when he
suddenly “woke up” (while he was [Ist or
seoond to bid), purchasing up to 3 olered
cards (6 pearls in total) and immediately
acquiring the best available Nobles Pearls
have no role in the VP calaulation: they are
only used if two players have the same WP
total at the game'send, giving the victory to
the person with most pearls.

The second “tactical” comment is about the
proper acquisition of the Allied cards. You
need to “diCerentiate” since the beginning,
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and this for three reasons:
1-With 5 diCerent races you may acquire a
(very powerful) Ambassador
2 - All other Nobles just require that you
have at least “one “card of their race plus
diCerent race cards as indicated. Therefore
having a good reserve of dillerent races
may help very much when necessary.
3-Alwaysremember that when you acquire
a new Noble you also create an ASSOCIAT-
BED member for your faction and.this must
have the lowest points value between the
onesthat you spent. Therefore you have to
try to acquire cards with 34 points and to
spend them without using lower numbered
ones In games with expert players this will
make the dilerence.
The WINNERwill be the player with most VP
and those are collected asfollows:
-The“Monster Points’ (turn up your tilesand
show their contents)
- The“Noble Points’ (the number Left/High
on each card)
- The Terrain Tiles (Cxed VP and variable VP
for having performed the other taskson the
tile)
- The “Associated Points’: you divide your
Associated per faction and then you take
the"strongest” of each faction. p

Pietro Cremona
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' STRUCTUHE
Each gamereview aso featuresan evauation which cm
help you to thd the gamethat best sntsyouriaﬁ&sThe
color accompanying each game title representsthe USR
Goup.The hewhnedso contans mnsfor ageand number
of players
TheBARin the a/dudlon box displayscolor oodesfor upto
 10featuresof agame. '

USERGROUP
Wehavedened 4 terget groups (color aooompawylng the
head Ime) -

I(mder

Gamesfor children an eduwlond gem&eAdultsmn pla/
inaguiding function.

Familien.

| Childrenand parentsplay together,all ha:etheszne
chancetowin and havefun.

Freunde:

Young people and adultsplay together asequas
Experten:

Gameswith spedd demandson rumand pla/mg time.
aaeuallyforgamegeeks |

Please notefortheusafgmups(}uldra\ Family and
Friends: Children who love to play can be zhead of their
peers! Feasenote that our target group “families’ doesnot
xmplythe dassical concept of family games'! Furthermore,
our user groupscan overlap. The choice of sntz-bleganes
dwajsdqaendson your plajlng partnersand yourfun

with games!

| Gamesthat are especidly e||g|blefor Solo play or for 2 play-
ersor Largegroups of playersaemaked wnth anicon.

FEATURES V

Eaxch ganeiagetspre‘etmmfor dl erent featurasm a
player, therefore each gameisnot suitableforeach player.
Wehavelised 10feduresplayersnotewhen deciding
onagame. Only if aplayer Thdshispreferred festuresin
aganehe will enjoy the game. The color oodemaksthe
dominant fedur&ﬁ Educalond gamstran the highlighted
prefamoa ,

Empty boxaThlsfeaure lsnedec!awleornot pmant

One oolored box: Thisfeatureispresent, but not essential
Two colored box&ﬁmesfeaurelspreeent and mpoﬁant
inthegame -
Three colored boxeﬂhlsfeauressdommawt andessentid

B Chance:

The gameisinLienced by dice, caﬂsorany otherform of
random generdor

BTacics \
Take deuson shon—term planmng planningbasedon
onemove

B Strategy:

Thmk ahead, long-term planning, plaxnlng for seve'd

X pmvidéW'ords phm imagesand other
,aea:ve eCorts .

O.Alturd and educaxond knowledge, Iong—term ma'nory
Bemory

Remember, leam by heen Swort time memory

W Communicztion:
 Talk to each other, negotiae, inform ;
B [nteraction: :
'InD.lenung each other blang a.ndlon

Body movement, bdmoe a’ld rem‘on

ADDITIONALINFORVATION .
Version: Theedltlonoftheganeonwhldx theranems .

- helanguagesin wh\d\ rulesare alald)leor

"aemduded'm‘thegane often even moretransa«onscm

befoundontheweb.

| In-gametext: AYESmarksa ganew:lh Imguage- ‘
dependent. oomponentstha cannot beplayed wnthout :

trendation orlmowledgeof thelanguage .
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