Vel

g old pubhshed games, and reimagine :t far a new aud:ence :
: Slysmm, designed with Breﬂj Gflberf and pubhshed by Space
Corwboys in 2015, is one of the games 1am the most proud of i in
my ludﬁgmphy There are a lot of fond memories ‘T have about
_ workmg on the game, developing it with the team at Space o
| Cowboys, and iny first trip to Berlin for the Sd,J ceremony when
- jtwasnominated for the Kennerspiel des Jahres (even if we See

5 _‘d;dn ‘twin!). The game has a lot of fans even to this day, and :S @ ';
type crf game that ? personally real!y enyay playmg TBa :
............... & “ﬁm
: }

S 80 back in 2022 when Space Cowbcrys asked 'Brett and 7

* whether we would be interested in working on a new streamhned
and s:mphﬁed version of Slysmm we jumped at the chance fo
work on the game again. Repos had recently released

: o """""" iy Wd}éd'ers Arch: tec ts in 2021 a more access:ble versmn of 7

T?re c@re gameplay of Slysmm, _____ Ttk
i‘axmd forplayers they. have to manage the:r 4 d:ﬁ“erent :




E’Playe}s alscf have to mm_}age their cards and gold m order to

move cards into their Elysium at the end of each round, where
- the family and level of a card become important in forming
Legends (or sets) or cards which score points at the end of the
* game. In short, there’s a lot to think about! AL Pt

N 80 the pmblemwas how ta d:s tfll the magfc afé'lysmm wh:le | _.
'""'?nevitqbly'sﬁ*ippfnyMf;@artséf the game to reduce theoverall
 mental gymnastics required of players. 1 would love to say that

we then embarked on a multi-year Journey, trialling many many

different versions of a new game, before finally reaching the end

goal...but in reality we were much more fortunate, intwokey

 streamline the game in an ele ant way, almost at the start of

- the process. In the original version of Elysium, players have b

-~ turns each round, 3 turns they take a card from the central ,_
display, and one turn they claim a Quest which determines their
‘income, how many cards they can transfer to their Elysium, and .~
turn order for the next round. What if there was a way to

" remove all this rotind structure, and simply have a game where = -

. players on their turn either take g card, or transfer some c.ar;?s. L




3 fo do on fhe:r fum wh:!e keepmg the actua! number of ¢ op tmns
;manageable - - -

game Tormerly, ycru would spend 1 column affer each af yaur
turns, and then regain all 4 columns at the end of the round. As
 yourt turns went on, you'l had fewer columns available to you,

- ‘@hghfenmg your options. But in this new game, what if you could
'échoase to gef back y(mr columns at any time? f‘lnd If we drd z‘h:s -

.................................

yaur mcame and the number of transfers hed to the number
: 'of columns you get back when you refresh. That way, you can

...................................................................

‘; ,. S = """"" e':fher keep r freshmg Mr 2 c(rlumns max:m:smg your op fmns 5

v B o dhiads %keep refreshmg the:r ccrlumns and never havmg fo experfence {
S e being down to 1 or 2 columns and having few good options. The
"""""""" S 'an'swer in the end was pretty simple - make the rewards you get

'ﬁ& e s

3 Gt Es: f: nrd far gvery column you refumed -




in the middle of moving avound the |

5 ‘world from the Czech Republic to Australia, and didn t really 1
N have much time to work on the praject. 1 leave the project fora
'/ few weeks after discussing it with Brett, and when 1andin

¢ Australia, an email is awaiting for me from Brett - which hasa
|+ complete prototype with all the cards designed and ready to go! |
'/ With Brett’s game design blitz the game is ready to be shown to |
~ Space Cbi&lidys;.'.'ékd'fhéy']diéé P N : - | |

?'romf this pfaint 0}_} we cénﬁnufe fo w&ri_e_ with the team at Space
GES SR Cowboys, refining the cards and rules. There were several 1
T AR Important developments, even at this late stage, that further |

cemented First Giants as its own ‘beast’ (or dinosaur?), rather

. thansimplyan offshoot of Elysium. '?i'héce}amrgffspmg'bé'cme' |
SR - four different dig sites with 2 cards available in cach, and players

YN ih i Tiould simply place their marker on a dig site to take a card 5 |
) o there But, they could only go to a Dig Site that didn't alveady

- (/) 'f-’/ - have one of their markers - this boﬂé_incne?ised the .tenféiﬁn fér

.............................................................................



- B lh:s was also the time to fhmk abaut pmduchon and themmg
¢ 8pace Cowboys had an amazmg idea for a new setting to place
', &% the game m :magmmg the cards as ‘Dmasaurs y(m qre= N
rds and then are drsplayed m

many cards, and Maud Chalme! did an amazmg job w:fh the 42
~‘cover, evoking a touch of art deco to the overall museumand
dmosaur theme. And Space Cowboys ﬂexed thefrpraduct;on

..................................

prowess in managing to fitin a truly remarkable amount of :
materml fhe cards glass beads for amber ( the new currency in



Elysmm more than a decade aga ?hope you will all get to
njoy the game that Brett and ? were JMSf grafefu! to gef to

"""" """" """" Spéﬂd;ahtﬂe mare hme m




