for me the dice were not rolling well, either
and the prospectswere none too good.

The whole this is very restricted, reduced
and simmed down to coins, victory points
and a few cards, but on the positive side
there is now unnecessary to and fro as of-
ten with the converting of resources into
this or that or this which in the end results
in victory points, after all. Asaconsequence,
gameplay israther dry and sober, which isa
blatant contradiction to Vienna. Anyway, a
little bit of tactic cannot go amiss and you
should be able to [hish a game within half
an hour, well, maybe, if one were to be a
bit more sober. When the proclaimed and
promised ‘atmospheric intensity’ would re-
ally bethere | might even acquirethe game.
Tourists, on the other hand, will be aston-
ished too: A glossary on the location in the
gameiscompletely missing -they will never
believe that there is really a Café in Vienna
bythe name of Griensteidl, setting aside the
fact that it wasdemolished in January 1897.
And the ,Heurige' has been mixed up with
,Henrige' in Germany.' p

Harald Schatz)
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VIENNA / KANBAN t OURREVIEW

\ital Lacerda is ... clearly unable to design
a simple game and after INHOS and 002
his new creation, KANBAN, conCrm his atti-
tude for complex games with alot of “sub-
games’ routines. And for us, players who
like complex games, these are very good
news.

KANBAN: | heard of this name when | was
young: | had just got my University Diploma
as Transport Engineer and | started work-
ing in a big Company producing trailers
for trucks. Being the youngest Production
Engineer of the Company | had to follow
some courses and our “teachers’ wished to
explain how to optimize the “fux’ of the
materials on the production lines to try to
arrive at the concept of a service “just in
time”. They called this system the “Kanban’
(a Japanese word for “Banner” or “board”)
and it isnow deeply used in all the automo-

Awyinteetingardepgnggareanar menufadu-
ring, but meinly far epert payars

tive world. Toyota, for example, was (and it
is gtill) a leader of this system. To explain it
in smple words, the responsible of logistics
compile a series of Kanban and apply them
on al the goods moving between the stor-
age and the production chains, or between
suppliers and storages, etc. and once the
transport is done the Kanban goes back for
registration.

A LONG WHISTLE ADVICES THAT FACO
TORY DOORSOPEN: LET'SGO

The game hopefully does not use so many
banners but give us a close look at an Au-
tomotive factory where we are “Engineers’
responsible of the diCerent sectors The ma-
terialsinside the box are of very good qual-
ity, but the set-up is quite long because we
have to place a great number of items and
markers on the board, so while our workers
are doing this job let's make a little trip on
thefactory (or game'sboard, if you prefer).

(SEEPICTURE)
We see SX dilCerent Departments:

1 - TECHNICAL OFFICE here we will design
our new projects. In game termswe aways
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have 8 dilCerent “project tiles’ available, and
each of them shows one of the 5 diCerent
models of cars that the factory may pro-
duce: more than half of them also showsa
colored“improved part” for that model (mo-
tor, brakes, etc)

2 - STORAGE here we will be able to store
new parts of the cars and we will pick up
the ones that we need for our projects.
Those parts are symbolized by six colored
cubes (black for the chassis, blue for the
transmission, red for the motor, orange for
the “turbo’, yellow for the suspensions and
white for the brakes) and you need a“kan-
ban”card in order to relll the storage, if nec-

essary.

3 - PRODUCTION LINES here we [(hd 5 pro-
duction chains, one for each model (red,
yellow, green, blue and black) and we have
to feed those lines with components (the
colored cubes) taken from the storage in
order to complete the new cars

4 - TEST and INNOVATION: this depart-
ment receives all the cars coming from the
production chains. They are tested and
eventual “improved” if the right designs are
appointed. An internal oval track is used to
place the new cars behind a white Safety
Car.

5 - ADMINISTRATION OFFICES they are
used to take “high” decisions. In game's
termshere we may gain Victory Point (VP at
the end of each “turn” if we satisfy the con-
ditions of the four OBECTIVE cards placed
here. There is also a Factory Objective tile
(randomly selected during the set-up) that
will be used only in the [hal VP count but
that is very important to guide the strate-
giesof the players.

Each of the above [ve areashasplace ONLY
for two Engineers (probably the Company'’s
management does not wish that the play-
erslose time discussing and therefore limits
their presence) therefore in total we have
10 cases that form a sort of “Action track”
where we will move our Engineer to visit the
diCerent departments

6 - The SIXT and last sector of the board is
used to keep track of the CERTIHCATIONS
that each players gain in the diCerent de-
partments and of the TIME BONUS that
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playerswill collect during play

And [hally there is SANDRA: our General
Manager. Before starting the game the play-
ershave to decide if she will be“good” (San-
dra Cenoura) or “nasty” (Sendra Vara) and
this attitude will inCuence the game from
the beginning. My suggestion is to always
use ...Sandra“Nasty” Vara as the game will
be more competitive! (And in the following
notes most of referencesto our Bosswill be
for Sandra Vara).

HEREWE ARE OUR OFFICE IS CROWDED
ASUSUALWITH PLANSAND PAPERS

| will not bore you with the set-up opera-
tions as we will discuss each details along
this review: but you have to know that at
the game’s start you will receive 3 “Objec-
tive” and 2“Kanban” cards. The formers will
address your strategy for the turn and the
latter will be used (of course) on the stor-
age department when necessary. You have
a personal mini-board where you will place
your bonustiles, your projectsand your [h-
ished cars: at the game'sstart each of those
tracks has one case“closed” by a padlock as
you are not yet certiCed for that task, but
during the game you may completely free
your board certifying your Engineer and
therefore you will be ableto use each case.

(SEEPICTURE?)

Wwin 1SSUE481/ JULY 2015

The Frst Payer israndomly selected: he will
place his “pawn” (a colored wooden mini-
meeple) on one of the 4 cases in the Frst
Level of the“CertiCration” track. Each of the
SXlevels of thistrack has 4 casesand most
of them show aBONUS The (st three cases
of Level 0, for example, assign abonustothe
player that select it: abook or aresource jok-
er or atime marker, whilethefourth case will
not give bonus but will allow you to be the
Frst player. (Femember: Bookswill help you
in getting new certiCtations, Jokers may be
exchanged for any resource and time mark-
ersmove one step forwards your marker on
the Time Track reducing the penalties that
Sandra may inlct to you, as we will see).
Anally each player will select a“project tile”
and acolored cube of hischoice.

Now, in turn order, the players place their
Engineers (a standard colored wooden
meeple) in one of the 10 cases of the"Action
track’, knowing that the actions will Cow
from left to right: the [rst to play therefore
will be the Engineer on the leftmost case of
the “Action track” and so on. Each depart-
ment has 2 cases the one on the left will
give you TWO actions while the other will
allow to play THREE actions. So if you want
to play (rst in each Department you haveto
put your Engineer on the left space and to
accept to get an action less. The 2 Adminis-
tration caseswill allow you only 1 action (left
case) or 2 actions (right case) but you may

take those “actions’ in any one Department
of your choice: so if desperately needed an
item from a blocked department you may
get it from the Administration. Sandra is
also moved inside the factory (starting on
turn TWO: our Boss likes to deep a little
more in the morning) on the ARST LEFT-
MOST FREE case of the Action track. Sounds
complicate? No, it isn't, but before moving
your Engineer to aspecilt Department you
have to program your strategy and try to
follow it also in the following rounds.

At this point actionsare taken, starting with
the player whose Engineer is on the left-
most case.

WORKERS ARE LOOKING AT YOU AND
YOU HAVETO PROGRAM THEIRJOB

I will not enter in all the details of the game,
as|would like to keep you reading thislong
article till the end, so | will follow a“logical”
path with you. But beforewewalkinside the
factory | need to give some extra informa-
tion:

(1) - You may use a max of 4 ACTIONS in
each Department: | already told you that we
have only placeswith 2 or 3 actionsso extra
actions are taken using the available time
bonus of the TIMEtrack. In other wordsyou
may use 2/3"“regular” actionsand 2/1 bonus
actionsin each Department.
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(2) - Brery Department has a “Certitation
track” were a colored marker for each player
isplaced at the beginning of the game. You
may use your actions to “work” on the de-
partment or to advance the certiCtation
marker (each action spent here rises your
marker 1 case). When you pass the third
case of this track you get a CERTIFICATION
and you move your “pawn” on the follow-
ing block of the certiltation track, eventu-
ally getting the available bonus. Fease note
that you may also use your collected books
tofreely advancein the CertiCzation track of
theactual department.

(3) - During play you should try to get as
many FED SEAT TILES as possible (available
in many ways inside the diCkerent depart-
ments) to be used for the Direction Meet-
ings.

All is dlear? OK Did you already wear your
helmet?

Well, so we may enter the factory and start-
ing in the TECHNICAL OFFCE here you may
collect project tiles (1 per available action)
or advance on the certiCration track. Tiles
of the [Orst (rightmost) column grant you a
TIMEBONUS (and you advance your marker
one case on the Time track), while those
on the second row grant you a BOOK (that
you place on your personal board for later
use). Depending on the Srategy that you
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planned you will pick up the tiles with the
needed car'scolor.

We may now move on the STORAGEHLOGIS
TICS department: here you may select one
of your “Kanban” cards and use one action
to put it down and relll the storage with
cubes of the displayed colors. For an action
youmay then pick up all or part of the cubes
of one color, placing them on your personal
board. Again you may also spend actionsto
improve your certiCtation.

In the PRODUCTION LINESwe may use the
cubes (remember, each color is a “part” of
the car) to feed the “chains’. For any cube
that you place (only one per color isallowed
on each chain) you introduce anew car from
the reserve inside the chain and you PUSH
the other carstowardsthe exit. Each carthat
exitsthe department grants 1 or 2VR

The TEST and INNOVATION department is
the most complicate to explain. Cars that
exit the production lines are placed on an
“oval” circuit behind a white car. They are
now available for purchasing. To purchase a
car you need to spend a project of the same
color (that is discarded) and pay 1-2-3 ac-
tions (this depends on the positions behind
the white car). Thisissimple, but in this de-
partment you may also IMPROVEa car with
better components: to do that you need a
project tile with the same color of the car
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that you decided to improve and which has
an icon printed on it (motor, brakes, etc)
and you have to pay a cube of the same
color (black for motor, etc.). Your project is
not discarded, but isinverted and placed on
side of your board to immediately give you
2 VP When you improve a car the colored
cube that you used is placed on the board
and may grant you a few extra bonuses
(time, books, jokers, VP so this should be
the initial aim of the game: you absolutely
need to get at least 2-3 improved designs
by the end of the third turn.

(SEEPICTUFES)

If you also purchased (or if you will purchase
later) a car of the same color of an improved
design you become the lucky owner of a
TESTED DESGN. Having a good number of
tested designsisimportant to gain extra VP
during the administration meetings, but it is
vital to win the game.

Sandraisavery hard to be please and there-
fore during the [rst turns of the game the
players should be prepared to take penal-
ties (loss of VP. The last player(s) on each
certitation track of the department visited
by Sandra may lose VP if he/they cannot
meet certain conditions (penalties are not
committed to players who reached case
5 on the time track). When Sandra comes
back on his o ce players may receive some
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VP if they already own some TESTED DE
SGNS

Areyou still following? Heroes!!! Let'sgo on!

Each sold car obliges the safety car to ad-
vance one case: if it reaches case 5 or 10
a MEETING in the Administration OOce
starts. Each player has 4-5 sezt tileshere: all
start with one AVAILABLE seat (at the be-
ginning of the game) and turn up another
one for each red seat acquired in the diCer-
ent departments. Fayerstake the available
seats and, in turn order, they place one of
them on one of the four available OBJEC-
TIVECARDSdisplayed in the o0 ce. To place
a seat you need to cope with the request
of the card (examples: for each “green” car
in your garage you get “X’ VR, for each “mo-
tor” cube in your board you get “Y' VR etc).
Each card olers diCerent amounts of VP (2
to 4) and allows only a limited number of
seats (1to 3) so it isimportant to look at the
itemscollected by the other playersin order
to quickly select the cards where competi-
tion will surely rise and leave aside for the
last minute cards where only you have the
necessary assets. Flease note that at every
meeting the players must also use one of
their hand of cards, and thisisan advantage
asyou will surely play a card for which you
already collected all the necessary items
All the used cards are then discarded and
each player must play another card from

Wwin 1SSUE481/ JULY 2015

his hand to prepare the OOce Objectives
for the next meeting. Finally all playerstake
two new cards from the deck to restore the
“3 cards’hand.

Two small tracks (one in the TEST area and
one in the Administration) will help to take
note of the number of meetings attended
and the number of timesthat Sandra came
back to her oOce: when the total reach “5
the game is over (at the end of the current
turn). At this time all the TESTED DESIGNS
are calculated and the relative VP are as-
signed (but | will not bore you with details
of thiscalculations).

A LONG WHISTLE ADVICE THAT THE
FACTORY DOORS CLOSE: HOME, SWEET
HOME WEARRVE

Thisis a very “hard” game for our brains: in-
teraction is very high, and you realize this
when you have to move your Engineer and
you [nd that the necessary Department
is blocked by other players and/or Sandra
or when one opponent took the car of the
Projects that you wished. It is therefore to
maintain a certain Cexibility and to always
(hd an alternative solution that will allow
youto still advance alittle in your strategy.

Projects are very important and you haveto
concentrate from the beginning on two to
three car colors, as it is near impossible to

have TEST DESIGNS of all colors (unlessthe
other players are really “blind”). | suggest to
collect 2 projects per color, if possible, and
try to use the [Tst to improve your design
and the second to purchase a car of the
same color, or vice versa. Of course to pur-
chase a car of a particular color you need to
have one of them available in the oval cir-
cuit,and thisispossible onlyif it waspushed
outside the production lines, so you haveto
collect the right cubes ... and so on. Do not
be too excited if someone else sort “your”
car because he will also surely try to get that
car before you.

The best strategy probably should be: take
as many projects as possble, then get the
corresponding cubesto improve them and
to push carsin the production area Finally
try to purchase the cars of those colors. It
sounds easy and very dlear, but you will
soon [hd out that you will have problemsin
reaching the right department at the right
moment, or you arrive too late to purchase
THE car that you wished, or someone has
already stolen the design that you needed ...

At the beginning of the game you have to
deeply consider the TURN objective cards
and the ANAL factory’s objective as they
may give you a clever idea for your strat-
egy: the VPthat each player may get from
the MEETINGSare very important but most
of the turn objectives may be used only by
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two players. The Factory Objective hasthree
cases and each one grant a certain amount
of VP to ALL the players that are able to
meet the requested conditions (have a cer-
tain number of cars, or CertiCtations, etc):
you haveto tryto meet at least two of those
conditions, and possibly all three, because
you may arriveto gain 15to 20VR

(SEEPICTURE4)

Certiations are also important: they al-
low you to eliminate some or all the locks
of your board but they also give you some
extrabonus each time that you passon the
related department.

Do not forget to take as many “books’ and
“red seats’ as you can: the books will allow
you to advance quickly and FREEin the cer-
tiCcation tracks and each red seat will free
one of your seats in the administration of-
Cce.

But the real big VP makers are the TESTED
DESGNS if you performed regularly in all
the others sectors but you have 4-5 tested
designs (car in garage + improved design
on your board) you will normally win the
game.

We know that Sandra always moves to the
[rst empty case (from the left of the board)
so in the st turns it is important to try to
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act before her in the same Department: to
do that you need to place your Engineer
on the (st case of the department, losing
one action but ... playing BEFOFE Sandra
and thus moving your marker on the Cer-
tilcation track in order to leave someone
else at the lagt place ... ready for penaltiesi!!
In the “middle game” usually all the players
reached the fatidic “quote 5’ and therefore
Sandra will not be a problem anymore, but
at the beginning of the game is not rare to
see playerslosing 10-15 VP because of San-
dra, so take care of her.

Of course this is a game for expert players
and absolutely NOT for families or casual
gamers: | haven't purposely touched all the
aspects of the game to avoid to bore you ...
but be prepared to spend a couple of “test”
games before being able to understanding
all the subtleties of KANBAN. If you do that |
can ... certify that you will be surely reward-
ed.p

Fetro Cremona

NEW: http://www.bigcream.it/
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