P55050- English Instructions
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Contents: 44 playing cards

Game 1 - Penguin Pick-Up
Object of the Game:
To pick up more penguins than your opponents!

Before you begin:
Shuffle the cards and choose a dealer who deals
out all the cards to the players. Players should

keep their cards in a pile face down in front of them.

Playing the game:

The dealer starts the game by saying, "One, two,
three, go". All players, at once, turn over their top
card. Count the penguins on the cards. Whoever
has the card with the highest humber of penguins
gets to keep all the cards played. A Mother
Penguin card automatically loses. If there is a tie,
(2 or more players have cards with equal highest
number of penguins) these players lay down another
card. Again, count the number of penguins. The
player with the highest number knocks out the
other player(s) and gets to pick up and keep all the
cards on the tablel

The game continues with all players putting cards
out, counting penguins and winning cards.

Winning the game:
The player who winds up with all the cards is

Game 2 - Penguin Race

Object of the game:
To collect the most cards by matching cards in
your hand to cards in the draw pile.

Before you begin:

Shuffle the cards. Choose a dealer who deals 5
cards to each player. The remaining cards become
the draw pile, which is placed face down in the
center of the table.

Playing the game:

Players look at the cards in their hands to see if
they have any cards that match. If you have 2
cards that have the same number of penguins,
this is a match. If you have 2 cards which have
Mother Penguin, this is a match. Any matches are
placed face down in front of the player.

When all players have completed the matching in
their hands, the dealer says, "One, two, three”,
and turns over the top card of the draw pile and
places it on the table for all players to see.

All players at once look at this card and see if
they have a card remaining in their hand that
matches this card. Remember, o match penguin
cards, both cards must have the same number of
penguins. It does not matter if they have different
colored scarves on, or if the cards have a different

If you have a card that matches the card on the
table, you quickly slap it atop the table card.
You have made a match. You now can take the 2
cards and place them face down in front of you.
The dealer now turns up the next card from the
draw pile and the game continues. As players
collect pairs of matching cards, they place them
in front of them.

If a card is turned over and no one is able to
make a match, this card is taken out of play and
the dealer turns up the next card in the draw pile.

Winning the game:

The game continues as the dealer turns over
cards from the draw pile and players hurry to
find matches in their hands. The first player who
matches all the cards in his/her hand is the winner.

Note to parents:As players hurry to count the
penguins on the cards in their hands to see if
they match the cards on the table, they are
practicing their number and counting skills! For
younger children, only play with cards that have
1-5 penguins on them. As the children’s counting
skills improve, add more cards.

Game 3 - Countin' Penguins

Object of the game:
To collect the most cards by counting the penguins.

the winner!
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Before you begin:
Shuffle the cards and place them in a pile face
down on the table.

Playing the game:

The youngest player begins the game by turning
over the top card of the draw pile and placing it
face up. He/she counts the number of penguins on
the card. The next card is then turned over and
the player continues to count the penguins. For
instance, the first card turned over has 5 penguins.
The player counts 1-2-3-4-5. The next card turned
over has 2 penguins, so the player continues to
count, 6-7.

The player's turn continues until:

1. He/she loses count or makes a mistake counting.

2. A Mother Penguin card is turned over. When one
of these cards is turned up, the player must stop.

The player then takes all the turned up cards that
were played and keeps them in a pile in front of
him/her. It is the next player's turn.

Winning the game:

When all the cards are turned over and claimed
the game is over. The player who has the highest
pile of cards is the winner.

Note to parents: This game encourages children
to count objects and try to count as fast as they
can. It is a good game to play cooperatively with

children, so they can help one another. When the
pile is gone, everyone wins!

Game 4 - No more penguins!

Object of the game:
To be the first player to get rid of all his/her cards.

Before you begin:

Shuffle and deal 5 cards to each player. The
remaining cards are placed face down in the center
of the table, as the draw pile. Take the top card on
the draw pile and place it face up next to the pile,
to form a discard pile.

Playing the game:

The youngest player starts the game. This player
must play a card from his/her hand that either has
the same color penguins or the same number of
penguins as the top card in the discard pile. The
card is placed atop the discard pile and it is the
next player's turn.

If, on your turn, you cannot play a card because
you do not have any in your hand that have the
same color or number of penguins as the top card
on the discard pile, you must draw cards from the
draw pile until you draw a card that matches. Place
that card on top of the discard pile. The rest of
the cards you drew remain in your hand.

Mother Penguin cards:
All Mother Penguin cards are wild and can be

played atop the discard pile at any time. For
instance, it is your turn and the top card on the
discard pile is a card that shows 5 penguins with
blue scarves. You don't have any cards in your hand
with 5 penguins nor do you have cards that show
penguins with blue scarves. However, you do have a
Mother Penguin card, so you can lay that down.

Whenever a Mother Penguin card is played, the top
card from the face down draw pile is turned up and
placed atop the discard pile. This is the card the
next player has to match (if the turned up card is
a Mother Penguin card then another card is turned
up and placed atop the discard pile.)

Winning the game:

The first player to get rid of all the cards in his/her
hand shouts, "No more penguins!” and wins the
game.

Game 5 - Penguin Memory

Object of the game:
To make the most "runs” of number matches. A
“run" can consist of 2 or more cards.

Before you begin:

Remove the Mother Penguin cards from the deck
and set them aside. Shuffle the remaining cards
and place them face down on the table in 4 rows of
10.
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Playing the game:

The youngest player begins by turning over 2 cards.
If the second card turned has either one more or
one less penguin than the first card, the player can
continue and turn over another card. This card must
be in number sequence of those cards already played.

For instance, the first card turned over shows 4
penguins. The second card shows 3 penguins. The
third card shows 8 penguins. In this case the player
can claim the first 2 cards turned over and places
the third card face down again. It is the next
player's turn (if the third card had shown 2
penguins, the player would have continued playing
until a card turned up was not in the sequential
"run" order).

As players furn over cards, they must try to
remember where cards are on the table, so that
they can find "runs” of numbers and claim cards.

In the game, it is only the number of penguins that
matters, not the color of their scarves.

Winning the game:
When all the cards on the table have been claimed,
the player with the most wins.
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