Castello Methoni

alis? Trangular spaces? That

sounds familiar Reght = IR

2006, Hans im Click pub
lished Mautnpauts (3ka Masoss), by Leo
Colovint The author hat mantaned hrs
topological concept, but has now turned
# into something completely differ
ent On your turn, you play one o
two cards, each of whach Ahows one
of six types of landscape For each
card, you then place a wall on any
free border of a space of the cof
responding type. Fnally, you put
one of your own houses (actually,
cubes) on evther of the two spaces
next 1o the wall and a house from
your left or your rght nesghbor on
the other sade of the wall

Once you place a wall and,

i doeng 50, completely enclose
a domain, you acgquire it by
prang o the bank one ducat
per domain space and buyng
other players’ howses on these
spaces fram thes owners = an
offer they cannot refuse, If the
gomain contmns one of the so

three-player setting. Bul as long as there
s no aciual couphe sitting at the table
that always choses ranks against the rest
of the worlkd, what fartunately prevanls s
the intention of doing harm to the lead
ing player And besides, 1t can somelimes
happen that a prefemed playef i running

i TR N

[}
AT L ELLY
NME THOMNS

R e
tha CASTELLOR ™
" SMETHONR S

N

market soaces, you recene the
ducat hyng there and hope for income
from the market from the next turn on. If
there are other domains abutting on the
newly-acquired land, you may buy them
from thesr owners) without their obyec-
bon by paying two ducats per space plus
the pnce of all buildings there. If there are

t least three houses of the same color
in one area, they are upgraded to a villa;
for future businesses, such a building will
have a value of frve ducats.

Once all the walls have been used up,
the game ends and a hnal sconing takes
place. Each of your cwn land spaces gives
you three ducats; and the owners of the
two largest domains earn extra points.
Houses are worthless in the end, whereas
you get one poant for each ducat Your
secret Objective card (inmially allotted 1o
you) awards you one ducat for each of
your spaces of the matching landscape
type; but in practice, this hardly turns out
to be crutial for the wan,

Two aspects are particularly interesting
in this game: First, which of my neighbaors
should | pease with the placement of a
house? This can lead to alliances, which
might be frustrating in the beginning for
the disregarded player, especially in the

alsa, such a cash cow Is much more lyer,
trve at the beginning than it is towarg,
the end of the game. Therefore, yo,
shouldn’t fret if you have 10 surrender )
your domains, since you mght even wip
the game nevertheless because of yoy,
sales. Taking your opponents’ ':'iiul-.':ll:}-
into account, the special appeal g gy

out of cubes
s0 that he and his neighbors are forced to
resort to others,

Secondly, acquining territories, expand-
ing. and then merging them is some-
thing that has already been fun in other
games, such as Acqume [1962), where
players establish hotels and consolidate
them with one another. Here, in Greege
(Methoni s located in the southemn of
the Peloponnese), merging is also recom.
mended in most cases. Provided you have
the nght cards, you can gain a pretty large
domain by cleverly placing two walls. An
annexation appears even more lucrative
Both players involved might benefit, since
the annexed player gets twice as much
for the spaces and profits from the value
increase of the willas. But unfortunately,
you might sometimes not have enough
money for such a coup. Towards the end
of the gama, some players might realize
toa late that, after having paid for expen.
sive villas, they get stuck with them, and
tlf'iat the increase in land value and 3 pos-
sible bonus according to the size don’y
compensate for the investment costs.

Domains wath a marketplace naturally
attract the competition all the more. Here

use the topology
In your own tAterest and Lo concene It
actual value.

However, all players should havwe
understood the interrelation of the
game’s elements; winming because other
players unnecessanly presented good
assists 15 not really satsfying. Basically,
Castenio Mervon is an abstract game its
simple rules, paited with a good deal of
depth of play, can lead to very different
game courses; they work peirfectly with
any of the suggested numbers of play
ers, and they make for brisk playing fun
Obviously, no European company has
warmed to the game so far. It would have
found a worthy place at Winming Moves
where Cuans, an award-winning game by
the same author, was published back in
2002 = if this series in the square boxes
still existed. Christwart Conrod /sbw
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