








22

Events outside a player’s turn
If another player during their 
turn pushes your penguin either 
completely through a door with 
your fish token on it or into the 
Catcher, you resolve all these 
effects as well. This means you 
would take off your fish token 
and get a card for being pushed 
through the door or lose your 
ID card for being pushed into the 
Catcher. Your penguin remains 
in the new spot after being pushed.

In case of being stuck in a door:
• Before your flick, if looking directly from 

the top of the door you can see a small 
part of your penguin on either side 
of the door, you can place it on either 
room’s red line.

• Before your flick, if looking directly from 
the top of the door you can see the 
penguin on only one side of the door, 
you can place it only in the room where 
the part of the penguin is visible.

Ooooops!

I guess you 
just wanted 
to be close to me.

Well, now 
it’s obvious.

Which room 
should I choose?

Note! Once stuck in the door, to get the fish you will have to move your 
penguin to the red line and go completely through the door in one turn. 
This means you cannot just flick your penguin through the rest of the door.
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Jumping out of the game
If your penguin jumps out of the game 
(meaning all 5 boxes) it is put back 
into the box at the exact point where 
it started and your turn immediately 
ends (but you may still use two 
1’s to “Ice Skate”). 
If your penguin is somehow forced 
out of the game during another 
player’s turn, the penguin is put 
back in the box at the exact same 
point where it started. There 
is no penalty for this.

Accidentally moving another player’s penguin
If at any point you touch and move another player’s penguin with your 
hand, put that penguin back in its previous spot.

Guys, you won’t 
believe what 
I saw outside 
the school!

CHANGES IN A 2 PLAYER GAME
Wondering if the game is great for 2 players? Yes, it is. There are just a few 
changes in the rules for 2 players:

All other rules remain unchanged. Have fun!

The Catcher has to catch the Runner twice before the round ends. 
When the Catcher touches the Runner for the first time, he takes away 
his ID card as usual. Then the Runner is moved to the Classroom and 
the Runner immediately takes a turn starting from the red circle like 
in the beginning of the game. The Catcher’s turn completely ends and 
he cannot play two fish cards with value 1 to take an extra turn before 
this immediate turn of the Runner. 
The round ends when either the Runner has collected all 3 fish tokens 
or when the Catcher has caught the Runner for the second time. 
However, catching the Runner for the second time doesn’t give another 
benefit for the Catcher apart from ending the round).

1.

The game ends when each player has been the Catcher twice (the 
players alternate between the rounds for who plays the Catcher and 
who plays the Runner).

2.
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