It is amazing to see how today the most popu-
lar games are immediately doned with a “card”
version, and Camel Up is no exception: while
waiting now for the “dice”version too, let's have a
look at this card game designed mainly for fami-
fies or casual players. Expert players will probably
discard the idea of trying it, but I recommend to
keep it available anyway when there is half an
hour still available after the main “dish” or when
someone is late in the evening session: itis really
a simple game, but not a simplistic one and the
round's choice of cards to play is interesting.
Camel Upthe Card Gameincludes 110 cards and
5 wooden camels {same size and colors of the
original game) but adds a "Fennec” (a red des-
ert fox} and a Palm (green) that we will consider
later. All the components are of good quality,
but | still suggest to use transparent sleeves to
preserve the cards, because they are very much
manipulated.

Before the start, the players have to check the
“set-up card” provided for that number of com-
petitors: it explains how long the track should be
and how many cards should be distributed. Then
the camels are placed on the track tuming five
"race cards”and pushing forwards the camels of
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the sorted color (1 or 2 cases per card).

Close to the track the 35 “Betting Cards” {seven
per color) are placed, there are four types:

- 20 cards for the "round winner”: the players with
those cards will get 5-3-2 pounds, but this prize
isreduced to 1 pound only if the camel arrives in
second places. If itarrives third to fifth, the player
must pay 1 pound to the bank

- 5 cards for the "show place™ the player will get
2 pounds if this camel arrives third in the race,
1 pound only it it arrives second or fourth and
must pay 1 pound if itarrives first or fifth.

- 5 cards for the “race winner”: who bets on the
final winneris paid 7 pounds, reduced to 3 if the
camel arrives second. Otherwise the player must
pay 1 pound.

- 5 cards for the "race loser™ who bets on the
camel arrived last in the race is paid 7 pounds, re-
ducedto 3 if the camel arrives fourth. Otherwise
the player must pay 1 pound.

Finally, everybody receives three pounds and a
number of “race cards’, as indicated on the set-up
card (five cards with six players and up to twelve
with just two). Each camel has six race cards of
his color: five of them have a “+1" printed (the
camel will move forward 1 case) and only one

with a”+2" (two cases forward). The Fennec and
the Palm are placed near the track on top of the
corresponding cards.

The race may now start.

Following the instruction of the set-up card (and
the number of players) everybody must:

{a) - discard from 2 to 5 cards from his hand

{b) - place on the table 1 to 6 cards to form the
race deck

(@) - place a card in front of him to be showed to
all and added to the race deck

{d) - keep the last card in hand.

Pietro (remona

Agame forthe whole family but with some appeal also for
expert players

The race deck now should contain 10to 12 cards
for the actual round

Inturneach player may nowselect one of the fol-
lowing actions:

- take the Fennec (OR the Palm) meeple and
place it on one empty case on the race track {if
a camel enters a case with the Fennec must go
back one case; if it enters the case with the Palm
must advance one case)

- tum the top card from the race deck, moving
that camel 1 or 2 cases forward

- play the card from his hand and move the cam-
el of the same color

if a camel arrives in a case that contains other
camels, itis placed ontop of them. If a camel that
moves has other camels on is backbones, they
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also advance and remain stacked with the mov-
ing one. If a camel has some camels underneath
and some over his backbone ... only the latter
move with him. This is exactly the same system
used on the original game.

Before passing the turn the player has still the
option of selecting one of the "bet cards” still
available on the table.

When the last card of the race deck is played, the
round is over and the round winner is decided,
together with place and show positions. Then
each bet is paid: Five pounds to the player that
owns the *5" bet card, three and two for the fol-
lowing ones; one pound for the “place” position;
two or one pound for “‘show”. Then the race goes
on with the following round: the camels remain
in their position on the track and the players re-
peat the same procedure as before.

The race is over when a camel (or a stack of cam-
els) crosses the final case: in a stack the winner is
the top most camel. The bank pays all the bet-
ting for first and last positions and the player
with most money wins the game

Camel Up Cards is a very interesting game to
play with the family, or with casual gamers or
even with the children (but they need to under-
stand the betting system and probably have a lit-
tle assistance from an adult on their first game). |
also played this game with children of 5-6 years
but we completely excluded the betting phases:
they were really amazed in pushing their camels
one over the other and they liked the game very
much.

For regular or expert gamers, Camel Up Cards
should be considered as a“filler”to finish an eve-
ning session or an “appetizer” before starting a
more complex game (or if someone is late). The
card selection at the beginning of each round
is in effect interesting enough to add a “bit" of
strategy to the game.

Each camel has only 6 cards in his color, as we
already know, so it is possible to bet on a camel
or to penalize another one when discarding near
half of the cards at the beginning of the round
and keeping a secret card in hand. But never for-
get that luck may be very decisive when playing
cards.

In almost all out tests (with regular and expert
gamers) after two rounds it was very clear who
was the losing camel as one or two of them usu-
ally remained 4-5 cases back. Players tend to
discard the colors of the "bad” camels in the fol-
lowing rounds and to concentrate on the “best”
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ones. Clearly, the first player of the third round
had a big advantage, as he could select the”los-
er” card with a very good possibility to win the
bet. But the first player of each round is always
the one with less money, so the system tends
to correct itself. A surprise may also arrive: the
rules state that if a camel is too late at the begin-
ning of a round all the cards between him and
the preceding camels are returned on the back
side (that shows a sand tempest) passing from
TWO cases to only ONE. Thus a distance of four
may become only one of two and even a camel
on the back may be pushed to the top of a stack
with a good combination of cards, thus regain-
ing the top positions on the race.

It is not easy to “divine” the winner of the race
on the first two rounds, and very often the fi-
nal round is played with 2-3 camels stacked to-
gether. This is the situation when the secret card
on hand may become decisive. Let's make an
example: three camels are stacked together, at a
distance of 2-3 cases from the arrival. I turn a card
from the deck and | move the top two camels
forwards by one case. In the following turn, | play
my secret card and | move the third camel for-
ward on the stack, but ON TOP of all and just in
front of the arrival: whichever card is played now
on one of those camels, the one on top will win.
An easy game forall. 4
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Racing, betting SH
Users: For families -l
Version: multi

Rules:de en czes frit hu nlpl pt

In-game text: no 7
Comments: §
Good family game * Nice as a filler for expe-
rienced players * Card selection provides a ’l
bit of strategy

Compares to:

Camel Up

Other editions:

Albi (cz), 999 Games (), Filosofia {en/fr), Piatnik (hu),
uplayit (it), Lucrum (pl), MasQueOca (es/pt)
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STRUCTURE

Each game review also features an evaluation which can
help you to find the game that best suits your tastes. The
color accompanying each game title represents the USER
Group. The headline also contains icons for age and number
of players.

The BAR in the evaluation box displays color codes forup to
10 features of a game.

USER GROUP
We have defined 4 target groups (color accompanying the
head line)

Games Ey children an educational games. Adults can play
ina guiding function.

Fa e

Children and parents play together, all have the same
chance to win and have fun.

Freunde:

Young people and adults play together as equals
Experten:

Games with spedial demands on rules and playing time.
Especially for game geeks

Please note for the user groups Children, Family and
Friends: Children who love to play can be ahead of their
peers! Please note that our target group "families” does not
imply the classical concept of family games Furthermore,
our user groups can overlap. The choice of suitable games
always depends on your playing partners and your fun

with games!

Games that are especially eligible for Solo play or for 2 play-
ers or Large groups of players are marked with an icon.

FEATURES

Each game targets preferences for different featuresina
player, therefore each game is not suitable for each player.
We have listed 10 features players note when deciding
onagame. Only if a player finds his preferred features in

a game he will enjoy the game. The color code marks the
dominant features. Educational games train the highlighted
preference.

Emipty boxes: This feature is neclectable or not present
One colored box: This feature is present, but not essential
Two colored boxes: This feature is present and important
inthe game

Three colored boxes: This feature is dominant and essential

B Chance:

The game is influenced by dice, cards or any other form of
random generator

B8 Tactics:

Take dedision, short-term planning, planning based on
one maove

B Strategy:

Think ahead, long-term planning, planning for several
moves

B Creativity:

The player has to provide words, phrases, images and other
creative efforts

Cultural and educational knowledge, long-tem memory

& ary

Remember, learn by heart, short-time memory
B Communication:

Takk to each other, negotiate, inform

8 interaction:

Influencing each other, bluffing, auction

Motor skills
B Action:
Body movement, balance and reaction

ADDITIONAL INFORMATION

Version: The edition of the game on which the review is
based

Rules: This lists the languages in which rules are available or
are included in the game, often even more translations can
be found on the web.

In-game text: AYES marks a game with language-
dependent components that cannot be played without
translation or knowledge of the language
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