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- players: two to four -

GENERAL:

The goal of this game is to get
your boat across an icy sea
(the playing board). This can be
accomplished by pushing ice
floes on to the playing board.
There are a few variations
to play the game, which are
explained below.

ARTIC SEA
CONCEPT BY 'GAMES WITH A HEART'

GAMEPLAY:
• The game starts by putting as many ice floes as possible on to the playing

board. The floes that remain are put aside.
• The first player takes one floe from the remaining floes and shoves the floe

over the playing board (see image 2 for where on the board.)
• The floes that fall off are left alone, and are used by the next player in his

turn.
• The next player takes the fallen floes and shoves them one by one over the

playing board. When there are none fallen or remaining floes, the player
takes a floe that is about to fall of from his side of the board game.

• When your boat sails out of the marked area on the playing board your turn
is over, and you have to start over in your next turn. This also applies when
your boat sails out of the marked area due to your opponents’ game.

• You win when your boat sails of the board in the right area.



VARIATION 1 (MAX. 4 PLAYERS)

• Your boat lies on an
average size floe. (Each player
has to use the same size floe)

• You try to move your boat
across by shoving the floes like
in gameplay.

VARIATION 2 (MAX 4 PLAYERS)
• Your boat lies on an average

size floe. (Each player has to 	
start with the same size floe)

• At the beginning of your
turn, you move your boat
to an adjacent floe, then
you start to move the floes as in
regular gameplay.

 COMPONENTS:
• playing board
• pieces of ice floes
• boat pawns

player 1 
starting position

player 1 can push ice foes
 on his side of the board 

(2 player game)

area in wich player 1 
needs to finish 

(fall of the board)

image 1
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- players: two to four -

ANIMAL DICE
CONCEPT BY 'GAMES WITH A HEART'

GAMEPLAY AND RULES:

Each player has a set of six animal dice. 
At the beginning of the round all the players pick a dice of their set 
simultaneously, and throw them at the same time. Repeat this once more, 
then each player counts their combined points.
The player with the most points gets to take a dice from an opponent player 
by throwing the ‘’natural selection-dice’’.
This dice decides which dice can be taken from another player. The winning 
player can use the confiscated dice in the beginning of the next round. If the 
option dice falls on 1 you have to take the first dice of one of your opponent 
players. if the dice falls on 2 the second dice. If the dice falls onto a blank you 
can take a dice of your liking. This is the ending of the first round.
After this a new round starts with the same steps repeated.

You lose when you have one or none dice left.  That’s why it’s important to 
choose carefully which dice you will throw. Do you choose an antelope or an 
elephant? The player who ends with more than one dice wins the game.

Sometimes after throwing two dice, players get to a tie. When this happens, 
the players in the tie throw a third dice. Not having an third dice means you 
lose the tie. 

This game takes place in the animal 
kingdom. Who is stronger, polar bear 
or tiger?



FOR THE TEAM PLAYERS:

When playing in teams, both team members take a dice without consulting 
each other.
The combination of these two dices decides which team wins the round. The 
winning team gets to throw the natural selection-dice and then take a dice 
from every other team. In this case you also lose when you only have 1 dice left. 

EXPANSION SET MYTHOLOGICAL CREATURES:

In the game played with expansion set you may add two mythological 
creatures of your choice to your set of dice. You then play with 8 dice.  If you 
throw any of the combinations described below, you gain a special power:
• 1 on a unicorn: 3 points are deducted from one of your opponent’s
total score.
• 3 on a dragon: You’re allowed to throw an additional third dice.
• 5 with the centaur: if the other dice you throw is a six you get an
additional three points.
• 2 on the mermaid: you can re-throw the mermaid dice.
• 6 on the sphinx: the first dice you throw counts double.
• 4 on the phoenix: when you have the lowest score this round, the

winner can’t take a dice from your set.

magic 
nr.

total front top side 1 side 2 bottom behind

elephant sphinx 6 24 1 3 3 5 6 6

polar bear dragon 3 24 5 3 5 4 3 4
hippo centaur 5 23 6 3 2 5 5 2
condor mermaid 2 22 5 6 2 4 3 2
deer phoenix 4 21 4 2 4 3 5 3
rabbit unicorn 1 20 1 4 1 4 6 4
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KNOSSOS
CONCEPT BY 'GAMES WITH A HEART'

- players: two to four -

GENERAL:

After a secret affair with a bull, the queen of Crete 
gave birth to a monster. The Minotaur, half person, 
half bull. The king of Crete ordered his brilliant 
architect to build a maze to lock up the Minotaur for 
eternity. Unfortunately, the monster only survived 
on human flesh. Every year the city of Athens was 
mandated to send fourteen young people to Crete, 
to be fed to the Minotaur. This was until Theseus 
appeared at the scene, which hunted the monster 
up in its maze, the Knossos.

Knossos is a strategic maze-game, where players need to conquer their 
position on the board.  

GAMEPLAY:

The game board is made out of squares. The size of the board depends on the 
number of players. With two players nine squares are used, with three players 
twelve squares are used, with four players sixteen squares are used. Each 
square is part of the maze, and consists out of sixteen planes. In one of the 
sixteen planes a flag can be planted. 

The squares are randomly laid down into the maze. Each player begins at the 
corner of the game board with their pawn.  At the beginning of the game each 
player has six flags standing next to the board game.

squares



squares

RULES:

Players take turns and during a turn a player can:
• Move their pawn tree planes (on the same square or on the next

square but you can never go through the walls.
Or
• Pick up one of the squares and rotate them to bother the opponent.

The goal is to plant as many flags as possible, When a player moves over a 
flag-plane he is allowed to place a flag of his own colour in the plane. When 
the flag-plane is already taken by the other player, he is allowed to remove 
that flag and place his own flag instead. The first player that is successful at 
planting his six flags in the maze wins the game. 

ADDITIONAL RULES:

Rotating the squares:
• You can’t rotate the same square as your opponent rotated in his

previous turn.
Moving the pawn:
• You can’t jump over the pawn of your opponents.
• When two or more players, moved the same square in three sequent

turns, they have to leave the square after the third turn.

each player has six flags
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MY SPY AND I
CONCEPT BY 'GAMES WITH A HEART'

Want to become a spy? Then first learn all that it takes. The wit, working with 
codes, the skill of keeping secrets, the capacity to memorize.

This box is full of spy games that you can play with two, three or more. Some 
games you play as teams. You can also play a competition – doing all the five 
games. All games are easy to come to grips with but DIFFICULT to win.

They all start from the Secret Word Cards with words, images and symbols. 
Take a good look at them. Some cards by the way are six special Spy Cards – 
with the special attributes of a spy (the suitcase, the binoculars, the camera, 
the gloves, the map, the watch). 

Have fun. Don’t be caught out!

SECRET MESSAGES

In this game you train to give secret messages. You play the game with four 
people – in two teams of two people each. You sit around the table and your 
team mate sits opposite of you. You pass secret message to each other. 

In this game you need the Secret Word Cards, little pieces of paper and a pen. 
Mix the deck of cards, take twelve cards from the stock and put these head 
down on the table. Now start to play:

The oldest player starts. He takes one Secret Word Card from the heap and 
thinks of a one word message related to the word on the card. He writes 
down this message on a piece of paper, closes the piece of paper and passes 
it on to the opponent player sitting to the left or right of him. That player 
reads the message and may guess one time what the word on the Secret 
Word Card is. If his guess is wrong he passes the piece of paper to the team 
mate of the first player. The team mate may make a guess too or keep the 
message to himself.  



The first player writes another clue or message related to his Secret Word Card 
but this time passes it on to the opponent player on the other side. Again that 
opponent player makes one guess after reading the message and he does get 
it right passes on the message to the teammate of the first player.

One continues doing this until the word is guessed right. The team that 
guesses the word can keep the Secret Word Card. One can pass on a 
maximum of five messages per Secret Word Card.

There are some small additional rules:

- You can only write one word on the piece paper
- You cannot write a word on the piece of paper that is part of the word

on the Secret Word Card. For instance if the word is Earring you can not
write ‘Ear’ as your message.

As mentioned the team that guesses the word keeps the card. After each turn 
you move clock wise and the next player takes a Secret Word Card and passes 
down his clues. When you are finished with the twelve cards you count the 
score of each team. The team with most cards wins – but the special ‘spy cards’ 
count double. 

When the game ends equal you have to play a last card. The team with the 
right guess is the winner. 

PEGGING 

This is a memory challenge. Spies don’t take notes – they just remember 
things. 

You can play it with two, three or four players.  How do you play it?

Shuffle the Secret Word Cards carefully. Each player puts in a challenge: how 
many Secret Word Cards will he memorize. Write the number you think you 
can memorize on a piece of paper and next compare the ‘bids’ of all players. 



The player with the lowest ‘bid’ starts. He takes the number of Secret Word 
Cards corresponding to his bid from the stack but does not look at the words 
on the cards yet. 
The watch (or hour glass) is set and the player has 30 seconds to memorize 
the images or words from the cards. After close the cards, give them to 
another player and mention them one by one. Keep a count of the words 
memorized and forgotten.
All players do this – drawing a number of Secret Word Cards equal to their bid.

In the end you look at the score for this round:

- The player that did not forget any Secret Word Card and had the highest
bid wins the round and keep that bid as his score

- If no one was flawless the player that memorized most cards wins and
keeps that as the score for this round.

Play several rounds..

A hint:
In memorizing you can use so-called ‘pegging’  techniques: try to remember 
the images as if they are in an imaginary room or placed along an imaginary 
journey.

FIND THE THING

This is a simple game but fun. It trains you to find things – again an essential 
skill. You can play this with two, three, four, five, even more players. You can 
also make teams. 

This is what you do. Each player or team draws at random six Secret Word 
Cards. Study them well. You now have eight minutes to ‘find’ the image/words 
on the cards in the house.  Either physically or written down somewhere (in a 
book or a newspaper) 

The player or team that finds most words is the winner. Spy cards count 
double.



MAKE UP A STORY

Spies should be able to make up a story and not be outwitted – and than of 
course remember the story they made up!

This game you can play with two, three, four or five players. Three or four is 
best.

You started by each drawing 12 Secret Word Cards.  The youngest player 
starts. Now take turns. During each turn a player put one of his cards on the 
table and tell one line – say you have the card with the ‘unicorn’:  “There as a 
lonely little unicorn that had never seen any other unicorn”.
The next player plays one of this Secret Word Cards – say the ‘truck’ card. So 
the story goes on: “One night the unicorn slipped out of his magic forest, 
waited along the highway and hopped in the back of an empty truck.” 
Etcetera. 

You go on with the story unless some one plays a Secret Word Card with the 
‘reverse’ sign or the ‘stop’ sign. 
With the stop sign the last player, before the player playing this card, has to 
memorize all the cards one by one that were used in the story. If he cannot 
he has to take all the Secret Word Cards starting from the card he could not 
remember.
With the reverse sign the players have to reverse the story starting with the 
player who put the card with the reverse sign. Again the first one to forget a 
card has to take all the Secret Word Cards remaining. 

A special rule – if you play a Special Spy Card you can play two cards during 
your turn. 

The game is finished if one player plays his last card, he is the winner. 



CODE CARDS

This game you play with the symbols on the Secret Word Card, not with 
words/ images. You can play it with two, three or four people or with two 
teams of two players. It trains you to make series of matching symbols.

How do you start? Take sixty-four Secret Word Card out of the stack and put 
them on the table with the image face up in a four lines of four cards. Once 
you have put sixteen cards on the table you put the next sixteen on top of the 
first cards and so on till you have sixteen piles with four cards.

What is the aim?  You have to make lines or rows of cards that either all have 
the same symbol or all have a different symbol (there are four different 
symbols). If you manage to do so you can remove these four cards from the 
game and keep them. 

During your turn you pick up one card and move it to another place in the 
square. You can put it there face up or face down. If face up – try to make a 
combination. If face down - remember the symbol on the card and wait for a 
chance. Instead of picking up and moving a card during your turn, you can 
also turn around a card that is face down. 

The game is over when there are no more series to make. The winner is the 
one with most cards. If you have a spy card in your series you get double 
points for that series.
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WOBBLE BALL
CONCEPT BY 'GAMES WITH A HEART'

         *

Our finest technicians have worked hard to bring you this concept!
After hours of toiling research we give you: the wobbling ball!

This thing is crazy!  It will NOT roll in a straight line! 

RULES

Whatever you want them to be!

*Note: the image does not depict the actual product
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