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Mike Chapel’s Adam Spielt order finally came in, and he arrived carrying an impressive pile of new games. I was very happy to get to try two of them, both soon to be released in English editions by Uberplay. 

Oh, Pharao

First off, I have to complain that the spelling of the title, even if it is the correct way to spell it in German, drove me nuts. For this reason alone, I will make sure to get the Uberplay edition. And yes, I do want a copy as I really enjoyed this game. 

This is another pyramid building game, this time using cards. The cards are numbered and are the building blocks for pyramids that a player builds on the table in front of him. The pyramids must be built according to certain rules. Blocks (cards) on each level must be of the same number and levels must be numbered sequentially with the lowest being on the bottom. Levels must also contain at least one block less than the level below them. Pyramids will be scored during the game by adding the face value of each level (one block) and multiplying by the number of levels. Then the pyramid is discarded. 

On a player’s turn he may do the following actions in order: 

1. Score pyramids in front of him (optional) 

2. Draw a card from either the draw pile or choose one of three face-up cards 

3. He then may do the following in any order: 

Build a new pyramid or add on to an existing one 

Trade cards with other players 

Play action cards 

4. Lastly, he draws back up to a hand of seven cards. He can optionally discard one card first. 

The neatest action card is a Thief. This card allows you to try to steal a card from another player’s pyramid. You roll a dice to attempt this and if you roll equal to or greater than the number of levels on the pyramid, you get to choose a card to steal and add to your hand. An evil thing to do is to choose a card on the bottom of the pyramid, removing the support of the cards above it, which must be removed and returned to the player’s hand. This reminded me of The Bucket King. It forces you to make some decisions about when to score your pyramids. The longer you leave them out and add to them, the more points they will score, but players will target them with Thief cards to knock them down to a smaller size. On the other hand, the larger the pyramid, the harder it is for a Thief to be successful. 

The other action cards are the Tax Collector, which allows you to randomly draw a card from the hand of each player, and Pharaoh cards, which counter the Thief and Tax Collector cards. Additionally, there are wild cards in the deck, which can be played as blocks of any number. 

The other component of the game is the track. Each time a pyramid is scored, a marker is moved one space along a time track. When the marker gets to the last space, the end game phase starts. In addition, there are a few spaces on the track that trigger certain conditions. At first, players are only allowed to build one pyramid at a time. After a certain spot is reached along the track, they may build up to two. Another spot requires that all pyramids must now be a minimum of three levels to score. 

Our game was fairly short and a lot of fun. It’s a light game and perfect for a filler. Mike was able to score an impressive 120-point pyramid. 

Results: Mike 250, Doug 215, Susan 204, Jeff 98. 

	



Mike double checks the rules for Oh, Pharao! while Doug, Susan and Jeff await the ruling. 


