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RULE

The objective is for all players to work together to hatch penguin eggs.

Players select a card from their hand and move the egg left or right
by the total number of cards on the field to adjust the temperature.

The rule is simple: if the eggs can be kept at the suitable temperature
for a certain period of time without going outside
a predetermined range, they will hatch successfully.

The number of players is 3 to 6 (4 or more recommended).
Two sets can be used to play with more people,
although the difficulty level will increase (up to 6 players per set).

See the next page and beyond for a detailed explanation.

P12-P15 English version rules
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(DField sheet: 1 set @Burst cards: 4 cards (2 types x 2 sets) (Egg card: 1 card i
@®Mission arrows: 6 sheets (3 types x 2 sets) (®Action cards: 84 cards (14 types x 6 sets)

®Life cards: 12 cards (2 types x 6 sets) @Mission cards: 6 cards (3 types x 2 sets) 1‘ i

®Command cards: 18 cards (5 types x 2 sets) (@Leader card: 2 cards v A

*Only one set of Burst cards, Command cards, and Leader cards are used in the Normal rules.
The other set is used for the Arrangement rules (see p.11). i
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1 1 Pre pa ratio N Arrange gameitems as shown below. This is an example for 4 players,
= but the same applies even if the number of players changes.

(®DField Sheet

It represents the range of temperatures at
which the eggs hatch (suitable temperature).
The difficulty can be adjusted by widening or
narrowing the range, so please decide the
range to use based on the number of players,
experience, etc. (reference guidelines: -7 to +7
for 3to 4 players, -9 to +9 for 5 to 6 players).

@Mission arrows
Place them in positions that indicate the range
of each mission (see 1-2 for placement).

@Burst cards

Place in a position that indicates outside
the suitable temperature.

@Mission cards
Draw a card, look at its
contents, and place it
face down, not showing
it to other players.

®Action cards

Each player has 14 cards
(-7 to +7) in hand.

L)
NOISSIW
L)

®Life cards

Place two cards on top of each
other. The number of lives is
up to 4, but adjust the initial
number of lives according to I (™)

the time available for the game
and the number of players. |\. ")

F {@Egg card
r—

®Command cards

Shuffle the nine cards and
place them face down.

)
MISSION
v e

card first.

©Leader card

Place it in front of the player who has
the command. Feel free to decide which
player's position to place the Leader

1 2 Preparation The range of suitable temperatures and missions on the Field

sheet is shown in the figure below (P.15 Arrangement rules
section also contains rules other than the normal ones).

Suitable
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temperature is

7to+7 \
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Low temperature:-7~-1

Suitable

\ B[4 ]-6 Flalals S RN

Medium temperature:-3~+3

High temperature:+1~+7

temperature s
-8to+8 L

=—

Low temperature:-8~-2

Suitable

Medium temperature:-3~+3

High temperature:+2~+8
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temperature is

-9to+9 L

g = g8 A

Low temperature:-9~-1

Medium temperature:-4~+4
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High temperature:+1~+9



2 command At the beginning of each turn except the 10th turn, a Command
-1 cardis revealed. The player with the Leader card must play an

Action card according to the command (if the player does not
follow the command, or busts the egg, his or her life is reduced by 1, and the game starts over
from the first turn). The contents of the command are revealed to all players, and the other players
use the contents of the command as a clue to decide which card to play. The Leader card is passed
clockwise to the next player each turn (the Leader card doesn’t have be used).

=\

Other players

Example of command: "Play a plus card!" oo

He would play
cards in this range,
so | will...

2 2 play Each player selects an Action card from their hand and puts it face down
= on the table. When all players have placed their Action cards, they reveal

them at the same time. The Egg card is moved left or right by the total
number of cards played by each player.

Once all players have placed

their Action cards... m

F Reveal

Total value43 +Move 3 squares
in the direction of +.

v
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2_3 Suitable temperature Unsuitable temperature

If the Egg is within the suitable temperature  If the Egg is outside the suitable temperature,
range, the turn is a success. Once played, itisaBurst. The life of the player who played
the Action cards cannot be played againand  the highest number on Action card on the
are placed on the field with the Command  busted side (and other players if they also used
cards as history for hints. On the next turn,  the same highest number) are reduced by 1.
select a card from the rest of your hand and  Leave the Lives and Mission cards in place and
repeat the same procedure. the rest of the cards are returned to 1-1 status,
and the game starts over from first turn.

uitable Suitable Unsuit]
perature temperature tempersg

itable Suitable Unsuitg
erature temperature tempera
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Goal The game is cleared (= BIRTH) after 10 successful turns. Turn over
= the Egg card.

BIRTH

3 2 Quota Of ca I"dS Each player must use at least two cards from the "-6", "+6", "-7",

and "+7" cards, one of which must be either "-7" or "+7", during

to be played the 10 turns. If the egg is busted and has to be restarted, these
requirements are also reset. If these requirements are not met, the game will burst even if the player succeeds
in 10 turns, and the player who has not met these requirements will reduce 1 life and start over from turn 1.

Combination of two cards that
meet the requirements
(The total number of penguins

on the cards you played is
four or more) Both plus and minus cards
are acceptable.

Tu rn 1 0_ Basically, everyone cooperates to clear the game, but only during the last 10 turnis
= there an added element of competition (for the 10th turn there are no Command

cards, andinstead everyone's objective is to move the Egg into the range of Mission
cards ). After 10 successful turns, each player's Mission card , which were initially face down, are revealed and if the
current position with the Egg card is within the Mission card range, that player receives a bonus score.

0

2

Points awarded
if within mission
range.

Score Clear Score Mission + For each point of
Calculation  (all players) + achievement Life remaining
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*You can talk about information that is available in the field, but do not give direct expression.

*If the cards in your hand are arranged in order, other players will know
what you are going to play, so either arrange them randomly or hide them
under the table when you play them to avoid guessing your hand.

Arra ngement rules Please feel free to arrange the rules as you like. There

are some examples given below.

Remove the competitive element and make it a cooperative game until the end

(e.g.) Change from Individual Life to Shared Life for all players, and remove missions and scoring
Determine the number of Lives and manage them

allin one place somewhere
v
v

EREE AR o ool

Changing the field range (example of burst location)

(eg) Asymmetry SRR .o alosaesi g
hm\m Hhmhmﬂm Hh”hum\ ‘i“
(e.g.) Burst zones like

traps in random E.llilz S ‘1|‘2

positions

Change the range of the Mission

You can do it as shown LA L T, Aot Des LY ESHIEHE

in the figure on the risht, TRMREEOYES\ FENEREN -0y tis2y3 i SIEIEN
or you can decide E E:]
the range of the Mission L ] ] ]

as you like Low temperature: Medium temperature: High temperature:
-7~-3 -2~42 +3~47

Play without hiding missions = Change the initial number of Lives = Change the number of turns to the BIRTH

Use two sets of Command and Leader cards for a two-player Leader system (Or, use one set of Command
cards in common and two sets of Leader cards)

We will update the “BIRTH or BURST” product page with any other new information. i)

@ Game design, scenario, art direction, movie, web, PR «+««ceeveeeeinnnes LabMem.1
QArtWOrk -« ovveeveeeeenenns LabMem.2 @Production Support --------- LabMem.4

Contactus CREATOR: FIC Lab P https://fic-lab.catalyst.tokyo
SELLER: CATALYST LLC P https://catalyst.tokyo
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