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Casual gaming / board gaming 

Casual gaming 

There are hundreds of millions of persons that play daily on their computer. Most of the time, they play for 

short periods of time and the games they practice are easy to understand, simple to play. 

One major complaint usually made about casual gaming is that it has very little value in terms of game play. 

More often than not, it is not important whether the user plays well or not, he will always progress, 

through what is usually called experience. Good play is not rewarded at all. 

Another issue is that companies offering these games have a bad reputation for aggressive marketing. One 

important way of making progress in their games is to invite friends. Consequently, players invite their 

friends more than is reasonnable. It is not rare that a player notifies his friends several times a day about 

the progress he made. 

(Modern) board gaming 

A bit of history: a few decades ago, most board games were of the “roll and move” type:  the player rolled a 

dice, took his pawn, moved it x squares forward and did the action corresponding to the square that he had 

reached.  

Fortunately, board games have evolved since then and there is an incredible amount of diversity and 

quality  among those that are published today.   

Modern board games are called euro-games or German-style games. Germany has always been a big 

market for family games and not surprisingly this is where the overall quality has started to raise. Over 

time, these good games have spread all over the world and although there is still a big difference between 

the European market and the US market, one cannot argue that German-style games have influenced the 

whole industry. 

Ethical casual board gaming 

We do not believe that casual gamers should have no choice but to play bad games. That is why we are 

now offering them a chance to play a selection of great modern board games. 

We hate aggressive marketing. We do not want to flood social networks with invitations. We hate spam. 

We believe that the quality of our games is the best publicity. 
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Why are we different from the existing offer? 

Current offer 

As of today, there are a few online servers where one can play modern board games against human 

opponents. 

BrettSpielWelt, the biggest of all, offers around 100 different games with a traffic of 2000 simultaneous 

players. 

However popular, these servers are not accessible to a wide audience. The reasons are multiple: 

- lack of multi-language support 

- poor user experience 

- lack of tutorial, the player needs to read the rules (sometimes heavy) before playing 

- lack of players for certain games (or for all games), see critical mass problem below 

- niche market: the games are not known by many people and they are often “heavy” 

Happy Meeple offer 

From the start, Happy Meeple  was designed to avoid the problems described above. We wanted to build 

something accessible to the mass market.  

The board game world is full of gems: our task is to introduce to this wonderful world.  

From the start, we wanted that everyone could play on Happy 

Meeple. 
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Accessibility 

Happy Meeple has been designed with accessibility in mind.  

Multi-language support 

Not everyone speaks English! From the start, we wanted to offer Happy Meeple in many languages. 

As of today, the website is fully translated in English, French, German, Turkish.   

Translation in German was professionally done by Thygra Board Game Agency. 

French and English texts were done in-house. 

It is our intention to offer Spanish and Italian in the near future.  

Play from any browser 

Happy Meeple can be played from any browser. No need to install any plug-in. It works on smartphones 

too. Just type in www.happymeeple.com in your browser and play! 

User experience 

Although Happy Meeple has many features, we have simplified the interface to the 

extreme. Moreover, some features are initially locked so that the user has only one 

option: learn the games first (tutorial) and then play them online. Once the user is 

familiar with the main features, additional features are slowly opened. Everything is 

thought out to be simple and clear. 

Tutorials 

Tutorials are a key point. Thanks to them, the user does not need to read the rules of the games: they are 

explained step by step in a teaching game. Every step is clear, without ambiguity. Every click is indicated 

with a flashing light. The user is taken by the hand to learn seamlessly and quickly. After the tutorial is over, 

the player is invited to finish the game. If he can win it, he’ll get a white meeple straight away. Otherwise, 

he will need to play a training game. 

 

http://www.happymeeple.com/
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Help 

During a game, the help window is always available so that the user can find the information he needs. He 

does not need to open a new window to do so. 

Simple registration/login process 

Login could not be simpler. Two options are available:  

- With Facebook, one click is enough (another click is required for registering) 

- If you do not have a Facebook account, you can also login via a standard registration procedure 

(email + password). For registering, we only ask your first name and last name on top of the 

email and password.  
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Our selection of games 

Criteria 

Our games have been carefully selected to match a few criteria that make them great to play online by a 

wide audience: 

- Our games may be explained in a few minutes with a tutorial 

- The rules must be easy to understand 

- The game must be played in less than 10 minutes online 

- The game must be played by two players 

- The game must have a mixture of luck and skill 

Selecting the games has been a long process: we have read the rules of about 100 games and tested a lot of 

them. As a result, we are particularly happy about the games that we are now offering. 

 

Copyrights - We play by the rules 

The games offered on Happy Meeple are copyrighted. We have obtained the licence for these games from 

the rights owners. In the past, some games have been offered online by developers who had not asked for 

the right to do so. This is in not the policy of Happy meeple who wants to play by the rules. 

The illustrations of the games are also copyrighted and Games in Mind has obtained the right to use these 

artworks from the rights owners too. 
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Lost Cities 

 

Lost Cities is an award-winning game designed by world renown game designer Reiner Knizia. It was 

originally published by Kosmos. 

In this game, players try to make successful expeditions in 5 different regions (desert, Himalaya, sea, etc) by 

laying cards in ascending order.  

The core mechanism is very simple and easily understood. Yet it gives much space for tactics and strategy. 

Players are constantly facing tough decisions which makes for a great game. 

On boardgamegeek.com, Lost Cities is ranked #1 among 1000 games in the category of games designed for 

2 players that play in less than 45 minutes. 

A master-piece without hesitation! 

 

See http://boardgamegeek.com/boardgame/50/lost-cities for more info on the game. 

  

http://boardgamegeek.com/boardgame/50/lost-cities
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Finito! 

 

Finito! is a clever game designed by Hartmut Kommerell and published internationally by Schmidt Spiele . 

In this game, players must sort 12 tokens from 1 to 12 as fast as possible. First player to do so wins. 

Finito! is a fast game. It is also arguably the lightest of all games on Happy Meeple. 

There is a lot of randomness in this game. However, clever players will clearly win more often than not. 

There is more to discover in Finito! than one can think at first sight. 

 

See http://boardgamegeek.com/boardgame/34166/finito for more info on this game. 

  

http://boardgamegeek.com/boardgame/34166/finito
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Level X 

 

Level X is a dice game designed by Stefan Risthaus and published internationally by Schmidt Spiele. 

In this game, players roll 4 dice that they must then group as they wish. For each group of dice that has a 

total between 5 and 10 points, the player must move his token on the corresponding track. 

The game has two layers of interest for the player. Firstly, he must find out what his possibilities of 

grouping the dice are. Secondly, he must decide which one of these possibilities is the best for his overall 

strategy. 

This makes for a game that plays fast with no timeout. 

 

See http://boardgamegeek.com/boardgame/63975/level-x for more info on this game. 

  

http://boardgamegeek.com/boardgame/63975/level-x
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Keltis Card 

 

Keltis Card (also known as Keltis the card game) is a successor of Lost Cities. It was also designed by Reiner 

Knizia and was originally published by Kosmos. 

As in Lost Cities, players try to lay series of cards and maximize their number of points. However, more 

options are given to the players and the overall strategy is significantly different. Switching from Lost Cities 

to Keltis Card usually takes a few games as strategies that work in one game cannot be simply transposed 

to the other one. 

There is one thing however that is still common with Lost Cities: the player is constantly facing difficult 

choices which is in essence the sign of a great game. 

 

See http://boardgamegeek.com/boardgame/40832/keltis-das-kartenspiel for more info on this game.   

http://boardgamegeek.com/boardgame/40832/keltis-das-kartenspiel
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Keltis Ór 

 

Keltis Ór is a dice game designed by Reiner Knizia. It is published for the first time on Happy Meeple. 

The game has a distinct flavor from the rest of the games of the Keltis series. 

A little gem! 
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Why are modern board games so good? 

Typical criteria 

A modern board game must meet a few criteria. A comprehensive list is beyond the scope of this 

document. However, one can present some of them: 

- No player must be out of the game early. All players must stand a chance, however small, to 

win the game till the very end. 

- The game must last a reasonable amount of time. Family games typically last 45 minutes while 

heavier games generally play in 1h30min. 

- Modern games are based around interesting mechanisms that keep the player on the edge of 

their seats. Players face difficult decisions. Making the right ones is important to win. 

-  Modern games are fluid, with little downtime. To avoid any lengthy process, some games make 

everyone play simultaneously. For turn-based games, designers make sure that everyone is 

active even when it is not their turn to play 

- Modern games benefit from the work of illustrators which reinforce the theme 

It is easy to see that a classic game like Monopoly hardly meets any of these criteria. By today’s standards, 

Monopoly would never be published. 

Game designers and publishers 

Modern board games are created by game designers. Some of them are professional like Reiner Knizia, 

Bruno Cathala, Michael Schacht. 

Designing a game is not something easy: game designers must meet the criteria described in previous 

section. 

The initial idea of a game may be thematic (like a game on the Titanic). It may  also be a mechanics. In any 

case, a good game will eventually see theme and mechanics melt together which will result in a fun and 

immersive experience for the player. 

Once game designers have designed a playable game, they must then play-test it. This phase is extremely 

important as this is the only way to see whether the intended ideas/feelings/rules work in practice. More 

often than not, the game does not work properly until a lot of tests are completed and adjustments made 

to the rules. 

When a prototype is finally good enough, publishers have a look at it. Only a very small percentage of 

prototypes shown to publishers are actually published and this is the first job of the publisher: selecting 

good games. 

Once a game has been accepted by a publisher, another lengthy process starts: play-testing some more to 

get rid of the slightest issue, choosing the right material within the budget, improving the 

ergonomics/fluidity, finding a theme (for games that don’t have one yet), illustrating it, and finally bringing 

it to the market. 

All in all, the creation of a game always spans over a long period, very often 2-3 years. 

Some have argued that game design is an art. It is at the very least a very creative process. 
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What is a meeple? 

 

A meeple is a little wooden character representing the player in many modern board games. 

It has become the symbol of modern board games.  

According to Wiktionnary, the origin of the term “Meeple” is the following: “Coined in November of 2000 by 

Alison Hansel during a game of Carcassonne when she fused "my" and "people" to describe the wooden 

figures each player uses in that game.” 
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Progression and the meeple system 

Earning color meeples 

In Happy Meeple, the player’s level is represented by meeples of different colors. For each game, players 

start with no meeples and earn them one by one. 

The first meeple is a white meeple. Once the player knows the rules, he is awarded a white meeple. 

Until the black meeple level is reached, meeples are mainly earned through experience. It means that 

everyone will get the black meeple eventually. 

 

Earning black meeples 

However, unlike other casual gaming websites where players can go through the levels indefinitely, even if 

they play very badly, it is not possible on Happy Meeple to get all meeples without skill. 

Next meeples can only be earned when the player has a minimum rating. 

Black meeples are numbered with a dice on the chest. Not every one will be able to get the black meeple 

numbered 6. 
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Rating system 

Elo system 

To represent accurately the strength of each player, Happy Meeple uses a rating system. It is the Elo system 

that is used on many online websites and by many sports federations. It is the system used by  Chess 

federations for example.   

The basic idea behind the system is that players rating evolve according to the result of each game and the 

relative strength of each player. When player A rated 1500 wins a game against player B rated 1800, he 

makes a good performance and wins a lot of points. At the same time, player B loses the same amount of 

points. On the contrary, if player B (the better player) wins the game, he only wins a few points and player 

A loses the same small amount of points. 
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Achievements 

Players receive medals for: 

- Getting meeples 

- Beating bots (bronze for 1 win against a bot, silver for 3 wins, gold for 6 wins) 

- Winning games in succession 

- Game-specific successes (not yet implemented) 
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The meta-game 

Food is everything 

On Happy Meeple, food is required to play games. For exemple, an online game of Lost Cities “costs” 6 

units of food.  

  

When a player runs out of food, his primary option is to wait some time (a few hours) for some more food. 

Indeed, food is produced at regular intervals. 

However, there are ways to get more food.  

Resources 

Every time a player gets a new meeple, he receives some gold as a reward. Gold can then be exchanged for 

resources (wood, bricks and stone). 

 

     

Resources can also be earned by: 

- Winning a series of online games 

- Beating 3, 6, 9 or 12 bots 

The market 

The market is the place where resources can be purchased. 

Which in turn can be used to: 
 

- Purchase food 
- Unlock new robots 
- Unlock new games 
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A game within the game 

The main use of resources is the construction of buildings. Most of them are 

geared towards getting food. Granaries allow to store more food, roads to 

produce food faster, etc. The player is completely free to choose the buildings 

that are most useful to him, that suit the best his strategy or his frequency of 

play. 

To make a new building, the player goes into the castle which acts as the 

decision center. 

Most buildings will age and will need to be rebuilt or repaired from time to 

time. Some buildings will have no functions but to decorate the world. 

World map 

Buildings are placed on the world map. They can be moved and turned. The player can also interact with 

them. 
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Play modes 

There are three basic modes of play on Happy Meeple. 

Tutorial 

The player must first follow the tutorial before getting the right to play other modes. He can however skip it 

if he already knows the game. 

Training mode 

In training mode, players choose their opponent among 

12 (ro)bots. Bots are represented similarly to meeples. 

The strongest bot is the black bot with a dice 6 on its 

chest. 

 

At the beginning, only 4 bots are unlocked. New bots 

become available as the player’s rating increases. 

Otherwise, the player must pay some gold coins to get 

the privilege to play the strongest bots. Good play is 

thus rewarded. 

One interesting challenge it to beat all bots.  

 

 

Online play 

Online play is the real thing, with human vs human play. 

Pairing of opponents is very simple. The player asks for a game and unlike other 

websites does not have to do any other manipulation. The system takes a few 

seconds to try and find a human opponent. If this is not possible, then after 6-8 

seconds, a bot opponent is matched with the player. 
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Freedom of play 

The usual approach – a wrong one 

On many casual gaming sites, the play is very linear. There is only one track and the player must follow it. 

To us, this approach is not the right one. We believe that the player must have a choice of action. The 

player must take his own decisions, be an actor of the game. 

On Happy Meeple, players set their own targets 

On Happy Meeple, the player is free to define his own targets, his own objectives: 

- Some players will want to discover new games. Thus, they will figure out that they need to 

gather enough gold coins to unlock them. 

- Other players will want to get the black meeple numbered 6 for every game they play. 

- Others will play competitively and try to improve their rating. 

- Others will want to build their world to play as much as they can. Others will just want to make 

it nice and decorate it in their own way. 

- Some players will find it fun to beat all bots. 

- Others will want to get all achievements. 

- Some players will just want to enjoy the games and will ignore all other features. 

On Happy Meeple, there is something for everyone 

Everyone has different motivations. On Happy Meeple, there is something for everyone to enjoy. 
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The critical mass problem 

A vicious circle 

On most game servers, someone who wants to play a game must first open a table, then wait for an 

opponent. More often than not, there is no one to play with and the willing player leaves the table after a 

few minutes. A few minutes later a new player opens a new table, waits for a moment, and again leaves the 

table…  

If there is no player to play with, there is no incentive to come back again. 

This is a vicious circle and a very hard one to break. 

Finding a solution to this issue is absolutely necessary. 

Our solution 

The first part of our solution is to make our games as accessible as possible. See accessibility chapter for a 

list of key features for that purpose. 

The second part is to make sure that there is always someone to play against. That is why we designed 12 

(ro)bots for each game. When there is no human opponent available, we pair the player with a bot that has 

a similar strength. We have a long experience in Artificial Intelligence which allowed us to build a range of 

interesting bots of all strengths (including very strong bots). 

 

 

Accessible games 

+ 

ready to play bots 

= 

critical mass problem solved 
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Artificial Intelligence 

The AI challenge 

It is a common grief made to digital versions of board games that the Artificial Intelligence (AI) is poor. 

The reasons are simple: 

1) developing AI is a costly thing: it takes a lot of time which means a lot of money 

2) even if the project budget allows enough time for the development of a good AI, the 

developers do not necessarily have the knowledge or capacity to program AI well. Only a tiny 

fraction of developers have ever written an AI and have any clue how to do it. 

Our expertise 

Happy Meeple AIs are developed by our expert Nicolas Guibert who has a long experience in AI. 

In 1998, he started to work on a 10x10 draughts program. In 2003, his program Buggy beat world  #8 

Grand-Master N’Diaga Samb in a match organized in Cannes during the international games festival (see 

www.buggy-online.com).   

Since then, Nicolas developed several AI engines including real-time bots that take instant decisions on 

fluctuating markets. 

According to Nicolas Guibert, “Artificial Intelligence is not only a question of techniques (alpha-beta, 

scoring, genetic algorithms, neural networks, expert systems, etc.), it is also a question of using the right 

one(s) and building the right model for the specific task. There is no unique recipe for designing an AI, one 

must build a different mathematical model for each specific case.” 

“Computer strength is computation. For all tactical games, that require a lot of computation, programming 

an AI is easy and the human player will always have a huge disadvantage. For games that require strategy, 

which means long-term planning, the computer struggles to compete with the human brain and this is 

where the AI challenge resides. When the program manages to beat a human player on the strategy battle 

field, then the time has come for the programmer to be proud of his work! Before that happens however, 

the human players can often have a very good laugh watching the program play very poorly!” 
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Technology 

Client/Server architecture 

All online gaming sites are based on a client/server architecture. This means that the client (=the user on 

his machine) interacts with a server hosted remotely. Moreover, as moves are constantly exchanged 

between the client and the server, the architecture must work in real-time: the client is connected to the 

server while the game lasts. 

Client side: HTML/Javascript/CSS 

There are many possible technologies for a client. It can be a browser, a Flash application, a Java program, 

an Iphone app , an Android app, etc. We chose to develop a browser application (also called web app) 

based on HTML, Javascript (Mootools framework) and CSS. In the past, this technology was unreliable 

because: 

1) certain browsers were largely incompatible with others (typically Internet Explorer 

browsers were a nightmare for developers) 

2) Javascript was slow on most browsers. So computation-extensive application could not 

work 

Nowadays, these problems are solved and it is completely possible to design a web app that works well on 

most browsers, with animations. 

As of today, Happy Meeple has been tested on Safari, Firefox, Chrome, Internet Explorer (from version 8.0): 

Happy Meeple works on every desktop (Mac/PC) 

and most smartphones and tablets (Iphone, Ipad, Android). 

Making Happy Meeple work everywhere was certainly a challenge and it did slow down the development 

process. However, considering the advantage that the technology gives, it is a gamble that we are happy to 

have made. There is now no need for us to port our code to other platforms. Happy Meeple is basically 

compatible with almost everything. 

Server side: open source layers 

On the server-side, Happy Meeple relies on open-source reliable technologies Apache/PHP/Mysql. On top 

of these usual technologies, Happy Meeple relies on open-source APE (Ajax-Push Engine) (http://www.ape-

project.org/). This layer is designed to deal efficiently with real-time exchanges between the server and the 

client. 

No cheating 

As every online game is played via the server who acts as a referee, there is no cheating possible. Anyone 

trying to cheat will lose instantly. 

Happy Meeple is fast 

From the start, we designed Happy Meeple to be fast. There is very little downtime, very little loading time. 

Responses from the server are almost immediate. Animations are fluid. 

http://www.ape-project.org/
http://www.ape-project.org/
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Payment method 

Although most of our players do not feel the need to get  more gold coins, we offer the possibility to buy 

them. 

This is done via a secure interface provided by our partner Paymentwall. 
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What’s next? 

More ways of playing 

We are considering to add more ways of playing of Happy Meeple, like: 

- Tournament mode 

- Play with friends mode 

- Match play (play 3 games against the same opponent and add points over the match) 

More buildings 

More buildings will be added over time which will give a lot of variety to the meta-game. 

More games 

More games will be added over time. However, we are very selective about the games that we offer. 

Advertising 

We aim to recommend games to our users. We aim to promote good quality games, and particularly 

award-winning (French ‘jeu de l’année’ award, German ‘Spiel des Jahres’ award, etc.) ones. 

Purchase of the games 

Players who like a particular game will be invited to purchase it via online partner shops. 

HTML 5 features 

As of today, Happy Meeple does not use any HTML 5 features. Animations are done with traditional 

HMTL/Javascript techniques that give good results. Happy Meeple can easily benefit from HTML5 new 

features as soon as they are widely available. 
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Contact 

We would be happy to reply to all of your questions. Feel free to contact us: 

Nicolas Guibert 

Managing director 

Games in Mind Ltd 

7 Spencer Walk 

London NW3 1QZ 

United-Kingdom 

Tel: +44 (0)207 435 0315 

Email: press@happymeeple.com 

 

Media page 

Download hi-resolution screenshots on our media page: 

http://www.happymeeple.com/media/ 

 

mailto:press@happymeeple.com
http://www.happymeeple.com/media/
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