1. Fluxx – Fluxx is a card game in which the cards themselves determine the current rules of the game. By playing cards, you change numerous aspects of the game: how to draw cards, how to play cards, and even how to win. At the start of the game, each player holds three cards and on a turn a player draws one card, then plays one card. By playing cards, you can put new rules into play that change numerous aspects of the game: how many cards to draw or play, how many cards you can hold in hand or keep on the table in front of you, and (most importantly) how to win the game. There are many editions, themed siblings, and promo cards available. —description from the publisher
2 to 6 players, ages 8 +, Playing Time: 5 to 30 minutes 

2. Exploding Kittens – Exploding Kittens is a kitty-powered version of Russian Roulette. Players take turns drawing cards until someone draws an exploding kitten and loses the game. The deck is made up of cards that let you avoid exploding by peeking at cards before you draw, forcing your opponent to draw multiple cards, or shuffling the deck.
The game gets more and more intense with each card you draw because fewer cards left in the deck means a greater chance of drawing the kitten and exploding in a fiery ball of feline hyperbole. —description from the publisher
2 to 5 players, ages 7 +, Playing Time: 15 minutes 

3. Cool Cool Cool –In Cool Cool Cool, you and your friends are in a tongue-twisting, fast-drawing, card-slapping competition. Who can gather the most cards by the time someone is eliminated? Players are dealt an even number of cards, each showing different slang words. A few random rules cards are played which add scoring criteria. Players take turns playing cards until the pile meets the criteria of one of the active rules. The first player to slap the pile wins it and adds it to their stack. The game ends as soon as any player runs out of cards. The one who earned the most cards wins. —description from the publisher
 2 to 6 players, ages 9 +, Playing Time: 15 minutes

4. Chicken – In Chicken!, players will be rolling dice each turn—pressing their luck to score more Chickens while avoiding those foxes. On a turn, a player must choose to roll all the dice passed to them or "Chicken Out" to roll fewer dice. Players will score points from the Chickens they roll, but they will bust (and score no points) if 3 or more foxes appear across their dice. For each Egg symbol rolled, a die is hatched from the Coop and then the active player will choose to reroll all of their blanks, eggs, and newly hatched dice, or they may score their points and pass the dice to the next player. If a player chooses to "Chicken Out" at the start of their turn, they lose a point for being a chicken, but they get to place all Yellow and Orange dice back into the Coop. The first player to reach 25 Points from their Chickens wins the game! —description from the publisher
2 to 8 players, ages 8 +, Playing Time: 10 to 20 minutes 

5. Trails  - TRAILS is a standalone adventure in the PARKS series with artwork from the Fifty-Nine Parks Print Series. In TRAILS, players hike back and forth along the trail, collecting rocks, acorns and leaves; taking pictures; and encountering wildlife to gain bonuses. At trailhead and trail end, you can turn in resources to earn badges, after which you start back in the other direction. As players visit the trail end, the sun sets over the trail. As night falls, trail sites grant more powerful actions, but they won't last forever. When the sun leaves the trail, the last round of play takes place, then the player with the most points from collected badges, photos taken, and bird sightings wins.
—description from the publisher
2 to 4 players, ages 10 +, Playing Time: 20 to 40 minutes 

6. Zombie Dice - In Zombie Dice, you are a zombie. You want braaains – more brains than any of your zombie buddies. The 13 custom dice are your victims. Push your luck to eat their brains but stop rolling before the shotgun blasts end your turn! Whoever collects 13 brains first wins. Each game takes 10 to 20 minutes and can be taught in a single round. Each turn, you take three dice from the box and roll them. A brain symbol is worth one point at the end of the round, while footsteps allow you to reroll this particular dice. Shotgun blasts on the other hand are rather bad, cause if you collect three shotgun blasts during your turn, it is over for you, and you get no points. After rolling three dice, you may decide if you want to score your current brain collection or if you want to push your luck by grabbing new dice, so you have three again and roll once more. 
—description from the publisher
2 to 8 players, ages 10 +, Playing Time: 10 to 20 minutes

7. Water Dragons - A dice race across the sea! The gigantic water dragons emerge from the depths of the ocean and swim to Dragon Bay to lay their golden eggs. Using clever tactics and some luck with the die, you can help your water dragon reach its destination as quickly as possible. But watch out for dangerous sharks! The player whose water dragon reaches Dragon Bay first wins. Water Dragons is a family board game that is perfect for family game night and interactive play for ages 5 and up! This dragon adventure themed kids board game is the perfect introduction to board games and will engage both parents and kids. Not only will kids have fun playing Water Dragons, but this kids board game also develops basic counting skills, strategic thinking, turn-taking, and social skills. HABA games are designed to encourage early childhood learning and development while having fun through hands-on play. —description from the publisher
2 to 4 players, ages 5 +. Playing Time: 5 +

8. Love Letter - Love Letter is a game of risk, deduction, and luck for 2–4 players. Your goal is to get your love letter into Princess Annette's hands while deflecting the letters from competing suitors. From a deck with only sixteen cards, each player starts with only one card in hand; one card is removed from play. On a turn, you draw one card, and play one card, trying to expose others and knock them out of the game. Powerful cards lead to early gains but make you a target. Rely on weaker cards for too long, however, and your letter may be tossed in the fire!  —description from the publisher
2 to 4 players, ages 10+, Playing Time: 20 minutes 

9. Tea Dragon Society Card Game - Discover the ancient art form of Tea Dragon caretaking within The Tea Dragon Society Card Game, based on the graphic novel The Tea Dragon Society. Create a bond between yourself and your Tea Dragon that grows as you progress through the seasons, creating memories to share forever.
Each player's deck represents their own Tea Dragon. From turn to turn, players choose to draw a card — triggering effects and strengthening their position — or buy a card, improving their deck or scoring points. The game takes place over four seasons, starting in spring and ending in winter. At the end of winter, the player who has the most points wins. - —description from the publisher
2 to 4 players, ages 10 +, Playing Time: 30 to 60 minutes

10. Prima Ballerina  The game is played with two sets of cards, one set showing the top half of a ballerina figure in various positions, and the other showing the bottom half. The first player turns over one card of each type forming a complete picture of a ballerina and must imitate the position shown. On subsequent turns, each player must imitate the previous position from memory and then reveal a new one. The players win if they successfully complete the "ballet". —description from the publisher
2 to 6 players, ages 4 +, Playing Time: 10 minutes

11. Codenames -In Codenames, two teams compete to see who can make contact with all of their agents first. Lay out 25 cards, each bearing a single word. The spymasters look at a card showing the identity of each card, then take turns clueing their teammates. A clue consists of a single word and a number, with the number suggesting how many cards in play have some association to the given clue word. The teammates then identify one agent they think is on their team; if they're correct, they can keep guessing up to the stated number of times; if the agent belongs to the opposing team or is an innocent bystander, the team's turn ends; and if they fingered the assassin, they lose the game.
Spymasters continue giving clues until one team has identified all of their agents or the assassin has removed one team from play. —description from the publisher
 2 to 8 players, 14 +. Playing Time: 15 minutes 

12. Munchkin - Munchkin is a satirical card game based on the clichés and oddities of Dungeons and Dragons and other role-playing games. Each player starts at level 1 and the winner is the first player to reach level 10. Players can acquire familiar D&D style character classes during the game which determine to some extent the cards they can play. There are two types of cards - treasure and encounters. Each turn the current players 'kicks down the door' - drawing an encounter card from the deck. Usually this will involve battling a monster. Monsters have their own levels and players must try and overcome it using the levels, weapons and powers they have acquired during the game or run away. Other players can choose to help the player or hinder by adding extra monsters to the encounter. Defeating a monster will usually result in drawing treasure cards and acquiring levels. Being defeated by a monster result in "bad stuff" which usually involves losing levels and treasure. —description from the publisher
 3 to 6 players, 10 +, Playing Time: 60 to 120 minutes 

13. Cat in a Box - Cat in the Box: Deluxe Edition is the quintessential quantum trick-taking card game for 2 - 5 cool cats, where your card’s color isn’t defined until you play it! Hypothesize how many tricks you will win and record your bid. Place tokens on the community research board as you play your hand and connect large groups of tokens to score even more points. Plan your tricks carefully as you cannot claim the color of a card with the same number that has already been declared. Doing so would be pawsitively catastrophic as you have just created a paradox! —description from the publisher
 2 to 5 players, ages 13+, Playing Time: 20 to 40 minutes

14. Splendor  - Splendor is a game of chip-collecting and card development. Players are merchants of the Renaissance trying to buy gem mines, means of transportation, shops—all to acquire the most prestige points. If you're wealthy enough, you might even receive a visit from a noble at some point, which of course will further increase your prestige. On your turn, you may (1) collect chips (gems), or (2) buy and build a card, or (3) reserve one card. If you collect chips, you take either three different kinds of chips or two chips of the same kind. If you buy a card, you pay its price in chips and add it to your playing area. To reserve a card—in order to make sure you get it, or, why not, your opponents don't get it—you place it in front of you face down for later building; this costs you a round, but you also get gold in the form of a joker chip, which you can use as any gem. All of the cards you buy increase your wealth as they give you a permanent gem bonus for later purchases; some of the cards also give you prestige points. To win the game, you must reach 15 prestige points before your opponents do.—description from the publisher
2 to 4 players, ages 10 +, Playing Time: 30 minutes 

15. Ticket to Ride - With elegantly simple gameplay, Ticket to Ride can be learned in under 15 minutes. Players collect cards of various types of train cars they then use to claim railway routes in North America. The longer the routes, the more points they earn. Additional points come to those who fulfill Destination Tickets – goal cards that connect distant cities; and to the player who builds the longest continuous route. 
- description from the publisher
2 to 4 players, ages 10 +, Playing Time: 30 minutes


TTRPGs (Tabletop Role Playing Games)
1. Dread Dread is a rules-light toolbox for exploring the theme of dread. Instead of dice, it uses a Jenga set to determine the outcome of difficult actions. The tension mounts as players remove blocks from the stack. If the stack falls, the character run by the player who pulled the last block is removed from the game. Characters have no statistics. Instead, the gamemaster presents each player with a questionnaire that helps determine who the characters are and how they behave in the game.

2. Honey Heist – Honey Heist is a very simple one-page indie role-playing game self-published by creator Grant Howitt in 2017 in which players take on the roles of disguised bears who are trying to get away with a large heist of honey.  If you’re new to TTRPGs, this is a good game to play to get started (especially if you feel intimated by D & D). 

Board Game Review Sites
1. Board Game Geek - BoardGameGeek is an online resource and community that aims to be the definitive source for board game and card game content. The site is updated on a real-time basis by its large and still growing user base — more than two million registered users! — making the Geek the largest and most up-to-date place to get gaming information! BGG features reviews, ratings, images, play-aids, translations, and session reports from board game geeks around the world, as well as live discussion forums. 

2. Meeple Like Us - Meeple Like Us produces board game reviews and game accessibility analyses aimed at mapping out the game accessibility landscape. They have simple game recommendations for individual categories of disability: color blindness, visual impairments and total blindness, and fluid intelligence and memory.  They also have a Board Game Recommender for People with Disabilities that allows you to dial specific settings you want with regards to the disability / impairment categories to generate a list of recommended games.

3. Our Family Plays Games, LLC - Our Family Plays Games, LLC is a family-owned business that is on a mission to promote growth and awareness, while fostering diversity, inclusion, and equity in the modern board game hobby.   
 
