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| |
7 ? /
FEULTHXARY -

REFHLELR! !

Once again, the maid {
has escaped!! [
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If this situation
continues,
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there will be no one

left to raise the
princes.
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Many eggs were laid in

the Penguin Kingdom...and their
hatching went smoothly and
chicks were born one after another.
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The Prince! Please wait!
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Today is the time for
§ youtolearn!
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O However, just being born
is not the end of the story.
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In order for the Penguin

Kingdom to grow,
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we must nurture the next
generation of young people.
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We must succeed in raising
them at all costs.
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will be rewarded
with appropriate status
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Those who contribute--
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The strongest nurturing
units were formed from
all over the Kingdom!
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Now that we are here,

we will no longer
indulge the Princes!
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We will use our science
and technology
discipline them.
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Not bad.
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RULE

This is the game in which each player is divided into
Educator Penguins and Baby Penguins to chase each other.

Playing Run cards to determine the direction of movement and Arm cards
to control the motorized arm, Educator Penguins try to catch Baby Penguins,
Baby Penguins aim to escape from Educator Penguins.

The number of players is 2 to 4.
See the next page and beyond for a detailed explanation.

P17~P22 English version rules
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@ Floor card: 32 cards

The cards contain elements of numbers (4 types), colors (4 types), and shapes (2 types),
all different.

@ Arm card: 50 cards
Number card: 1, 2, 3, 4 each 5 cards (Normal card: 3 cards,
Special card “JUMP”, "2X SPEED": each 1 card) total 20 cards
Color card: Red, Blue, Yellow, Green each 5 cards (Normal card: 3 cards,
Special card “JUMP”, "2X SPEED": each 1 card) total 20 cards
Form card: Circle, Triangle each 5 cards (Normal card: 3 cards,
Special card “CARPENTER": 2 cards) total 10 cards
® Run card: 4 cards

@ Penguin Wooden Pieces: 4 pcs.(Educator Penguins: 2pcs. Baby Penguins: 2 pcs.)

Actual wooden pieces may vary in color.
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1-1 Preparation

1. Each player divides into two groups: Educator Penguins(EP) and Baby Penguins(BP). See the Initial setup
table 1 @ below for the division by number of players. You are free to determine your role. (e.g., using
Arm cards, one with numbers and one with colors, if you draw a number, it goes to Educator Penguin, if
you draw a color, it goes to Baby penguin, etc.).

2. Floor cards are placed face down in a random order (see Initial settings 1 @). Excess Floor cards are not used.

3. Deal Arm cards to each player (see Initial setting 1 ® for the number of cards to be dealt).

Initial setting 1

@®Number o ayers(EPx2, BPx ayers(EPx2, BPx ayers(EPx1, BPx ayers(EPx1, BPx
(®Number of 4 Players(EPx2, BPx2) | 3 Players(EPx2, BPx1) | 3 Players(EPx1, BPx2) | 2 Players(EPx1, BPx1)
et | AN ot AN & | A o A S
@Floor card setting 5x5 cards 5X5 cards 4x4 cards 4x4 cards

@lInitial number of

X 4 cards 4 cards EP:5/BP:4 cards 5 cards
cards in hand

4. After checking the Arm cards distributed, determine the initial placement of each player's pieces.

g [[] EducatorPenguins g O Educator Penguins
Place diagonally in the 2 Place somewhere in the four corners

ﬁ four corners D Baby Penguins
Baby Penguins %Place after the Educator Penguin Placement
Place in the center of D D Place somewhere you like in the cen-
D the field ter 4 squares
One child penguin piece when One Baby penguin piece when there are two

there are three players players

D Possible placement for EP D Possible placement for BP

2-1Piay

Each player decides on the following two actions at the beginning of each turn.

(A)Select Run direction (B)Select Arm card
Decide which direction(up, down, left, right, 4 directions) Select cards from your Arm cards (see the Initial setup
you want your piece to move. table 2 @ for number of cards used).

Initial setting 2

®Number of
Players and Roles 4 Players(EPx2, BPx2) 3 Players(EPx2, BPx1) 3 Players(EPx1,BPx2) |2 Players(EPx1, BPx1)
@How to play cards 1 card each 1 card each and 1 random card | EP:2 cards / BP:1 card each 2 cards each

After deciding (A) and (B), (1) place an Arm card face down. When all players have placed
their cards face down, (2) all players at once turn out their Run cards facing the direction they
wish to run except out of the field, followed by (3) opening their Arm cards. In the case of
3-player (EPx2, BPx1), one random Arm card is used, so it is opened here at the same time.

‘6o 8% &%
R L 2
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2-2 Action

First, all player pieces are moved. You move your piece one square in the direction of the Run card
you have played. If the Floor card in the chosen direction is face down, it cannot move and remains
there. If Special cards (See below) are played, CARPENTER is reflected before the move, and
JUMP and 2X SPEED are reflected at the time of the move.

¢

c\_\‘_ B If an Educator Penguin rides on the same floor card as a Baby Penguin, it
CAT has caught the Baby Penguin (For details, see @ under "CATCH" on p.14.).

| Arm cards with special effects

Some Arm cards have special effects written on them (the effects are only available the turn they are played).
*If the random card is a special card, the special effect is nullified.

JUMP You can jump over the face-down Floor card and move onto the i — ‘
nearest face-up Floor card (you can only jump in the direction of the 1

# Run card, not turn).If the Floor card in the direction of movement is
A\

face up, the move is a normal move. [ e—
. o ]

2X SPEED Your piece moves two squares in a straight line. ‘
i If the second square is a reversed Floor card or out of the field, the | —
e direction of movement changes, and if your piece can move in two
o directions at that time, you can move it in any direction you like ‘
(can’t move backwards). If the first square is a reversed Floor card,
it stays there. If more than one 2X SPEED in the same turn, / t .

Educator Penguins moves first.

CARPENTER Floor Repair or Floor Destruction can be performed (this . . .

effect is reflected before moving).

Floor Repair: any one of the face-down floor cards can be —>

turned face up. . .

Floor Destruction: Turn over the floor card you arecurrently on.

(You must move after the Floor is destroyed,
soif you can't move, it's invalid.) .. ..
A

When a player who can play two Arm cards (see Initial setting Table 2 @) plays two Special cards at the same time, the
special effects of the two cards are reflected. For example, 2 x 2X SPEED for 3 square moves, JUMP + 2X SPEED for 1
square move after jump or jump after 1 square move, whichever you prefer, 2 x CARPENTER for 2 floor repairs or 1
floor repair and 1 floor destruction, etc.
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REVERSE

Then, reverse the Floor card in common with the Arm cards on the field. As for the REVERSE
process, the result is the same whether Arm cards are normal or special.

Arm cards on the field Reverse the Floor cards
Ex.1
..... @ ®
®
Ex.2

— — Y T B
A A Qasrlaa A A Qarlaas
'Y IS aa

A AARA A
- e . D —
Y] FYN PYN I A&
1) VYN Y A A
o] YN r¥ AA

If there is a piece on the reversed Floor Card, that player’s piece has
been caught (For details, see ® and © under "CATCH" on p.14.).

DE®

®®
oo fl®
®6

®

)

Examples of specific actions for RUN and REVERSE.

3
)

|‘ A
m A

Before RUN and REVERSE processing After RUN and REVERSE processing
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CATCH

After RUN and REVERSE, catch conditions and processing are as follows.

< When Baby Penguins are caught >

@ Educator Penguin and Baby Penguin move to the same Floor card. o

At the end of that turn, restart from any position on the A
face-up Floor cards.

*|f the pieces pass each other, Baby Penguins don't get %

caught. v%

Free placement

® The floor card on which Baby Penguin has moved is reversed. Free placement

A

The process is the same as for @.

e W
B

L )

B

< When Educator Penguins are caught >

The Educator Penguin piece is placed on its Floor card. From
the next turn, the player can play an Arm card, but cannot
move a piece.

N
© The floor card on which Baby Penguin has moved is reversed. ‘ i
@

O Moved to the same Floor card as Baby Penguin, but that's where
itreversed.

Both are caught. The same process is applied as in @ for Ed-
ucator Penguin and @ for Baby Penguin.

Free placement

Using CARPENTER to repair the Floor card, your piece can move again. In such a case, the player cannot replenish
an Arm card for that turn and will have one less card in hand thereafter. In addition, floor repairs are done before
the move, so the move will be done immediately after the repair. Play RUN card even if you can't move your piece.

After processing RUN, REVERSE, and CATCH, draw an Arm card from the deck.
The Arm card that has been played is lined up on the field as a history.
If Baby penguin is caught, restart at this time.

This will end the first turn.
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3-1 The end of the game

At the end of the turn, it returns to 2-1 Play (P17) to start the next turn. The same procedure is
repeated until the last 8 turns and the game ends.
Victory conditions for each number of players are as follows.

Victory 4 Players(EPx2, BPx2) | 3 Players(EPx2, BPx1) | 3 Players(EPx1, BPx2) | 2 Players(EPx1, BPx1)
condition | NN s | BN @ | A o | A &
Educator 3 Catches 3 Catches

Penguins or Double-Catch (*1) 2 Catches or Double-Catch 2 Catches

Baby Escape to the end (*2) Escape to the end

Penguins or Double-Catch or Double-Catch Escapetothe end Escape to the end

*1 Double-Catch Rule: If you collectively catch two members of the opposing team in the same turn,
your team wins at that point.

*2 If Educator Penguins fail to achieve the victory condition within 8 turns, Baby Penguins have
escaped to the end.

If all remaining Floor cards are reversed in the same turn, the game ends in a tie.

3-2 Victory or Defeat

How to decide who wins:
Several games are played with different roles and pairs, and the total number of wins
determines the ranking.

For 4-player game

-2-game match: Play Educator Penguin and Baby Penguin once each without changing pairs.
4-game match: Two combined pairs play two 2-game matches.

-6-game match: All three combined pairs play three 2-game matches.

For 3-player game

-3-game match: Fixthe number of Educator Penguins and Baby Penguins and play three times, chang-
ing roles in turn.

-6-game match: 3-game match are played in both EPx2, BPx1 and EPx1, BPx2.

For 2-player game
Plays an even number of times, swapping roles.
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Arrangement rules

Please feel free to arrange the rules as you like. The following is an example.

% Individual match:

1. All players are enemies of each other, movement is the same as in the normal rules, and only Motor-
ized Arms are used to catch them.

2. If a player is caught, he or she is dismissed from the game, but he or she can continue to play arm
cards and catch other players from the next turn.

3. Rank themin the order in which they were not caught (example: 1st 5pts, 2nd 3pts, 3rd 1pt, 4th Opt).

4. After several games, the player with the most points wins.

% CATCH count game:

1. The game is divided into two teams of two, the Educator Penguin Team and the Baby Penguin
Team, and the game is played until the last turn, no matter how many times they are caught
during the course of the game.

2. Next, switch roles and play the same.

3. The team with the highest total number of captures in the two games wins.

% Baby Penguins learning rule:

Baby Penguins can't use the effects of special card at first. If Educator Penguins uses Special
cards, Baby Penguins learn it and can use that Special card (if CARPENTER is used, they can both
repair and destroy the floor).

% Most horrible Educator Penguins rule:

the rule that allows Educator Penguins to move diagonally.

% Field Transformation Play

"Change the shape of the field," " change the number of Floor cards used," " reverse some Floor
cards from the beginning," etc.

You can also play it the following way.

Hide a Run card with an Arm card. All players play both a Run card and an Arm
When the set is complete, open them all at once. card from their hands at the same time.
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