It is fitting that the first title for Synapses Games is called Incubation. In a way, the
idea for this company has been incubating for a long time. It took some important
decisions made a long time ago by owner Carl Brière and an expanding education in
the industry for Carl to set off on his own and start creating his own games.
“I entered the gaming industry by
chance while returning to school for a
career change from the health field. I
was offered a part-time position in a
boardroom warehouse near my home.
At that time, I did not know anything
about modern board games. I was soon
exposed to a ton of games and different
mechanics. That’s when my passion for
board games began,” remembers
Brière.
“Since I started, I have been fortunate to
experience a multitude of different
experiences in the field working for
different types of companies. I started
working for a distributor. I even had the
opportunity to work for a manufacturer
of board games. So I touched several
sectors of the industry. I must say that
the area I prefer is publishing. This is
where I feel closest to the games.”
After several years of learning the different roles in the board game industry, Brière
took the leap and started publishing his own games.

“The extent of my experience and my growing passion for the world of gaming
prompted me to start my own publishing business. I realized my dream in 2018 by
launching Synapses Games. I have built a team of motivated and passionate people
who work with me to create challenging and
fun games that are accessible to all. Our goal
is to generate emotions during a game and
to create connections between players...
exactly as synapses do in the brain!”
The first thing a game publisher needs is a
game. However, in Brière’s case, it was the
game that helped start the publisher.
“Incubation was really the trigger for
Synapses. I often had game ideas, but I had
never completed the creation process until a
product finished. When I was working on Incubation, well before Synapses, I realized
the potential of the game and that there was enough interest to edit the game. I
wanted to create something for a long time, so I made up my mind to create Synapses
Games. I will not hide the fact that Incubation was a long time coming out of its shell
and seeing the day, but it was worth it. I feel a lot of pride in seeing people enjoy
playing my game.”
Since becoming a first-time designer, Brière has learned how much work goes in to
taking a game from its initial concept to the finished product on the table.
“The game has changed so much since the
beginning. At first, there were nine dice.
Yes, I love dice! However, the choice slowed
down the pace of the game so much.
Gradually, there was a little less each time,
until I realized that two dice were enough.
Instead of quantity, I wanted to offer
quality.
Initially, the theme was mushrooms of
different types. Some with bonuses and
some with penalties (for poisonous
mushrooms). However, this theme was not
very attractive and the actions of the

mushrooms created a lot of confusion. That’s why the theme of dragons has been
adopted and the special powers are gone.”

As anyone who has gone
through
the
development
process for a game in the past
can attest, it often looks a lot
different at the end of the
journey than the beginning.
“Everything takes time,” says
Brière. “My advice: you have to
be well structured, give yourself
time for unforeseen events for all
stages, surround yourself with

people you trust and have fun. It is important to remember this point, because the
hours are not counted. If I do it, it’s because I love it and I believe that the catalog of
Synapses games will really bring pleasure to people.”
Incubation designed by Carl
Brière is the first game from
Synapses Games and it will
be coming to your FLGS in
Q3 2019.
Follow Synapses Games on
Facebook and Instagram for
more
information
on
Incubation
and
other
upcoming titles.

