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HOW TO PLAY
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2-6 Players | 15-20 Minutes | Ages 6+

Penguins are so pushy, especially when scrambling over slippery ice to get to the ocean!
In Push Push Penguin, you will compete in a race filled with slides, snacks, and seals.
But there is a catch! An Orca approaches, and it will chase away the first penguin
to cross paths with it — the Penguin who finishes second in this race is the winner!
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1 Orca Standee 1 Orca Die 1 Seal Die 20 Fish Tokens
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6 Penguin Standees 6 Penguin Boards
1 Game Board 6 Dice Cups 12 Penguin Dice

STANDARD RULES (3+ PLAYERS)
SETUP

1. Place the Game Board in the center 6. Each player chooses an available color.
of the play area. Give them the following items in that
color. Leave any extras in the box.
2. Place the Orca Standee on the
“Orca Start” space in the ocean on the
right side of the Game Board. e Penguin Board

e Penguin Standee

e Dice Cup
e 2 Penguin Dice

3. Set the Seal Die nearby.

4. Give the youngest player the Orca Die.

They will take the first turn. 7. Each player places their Penguin Standee

on the “Penguin Start” space at the top of
5. Give each player a Fish Token and place the Game Board.
the rest within reach of all players.



Watch the tutorial video and find
FAQs at WiseWizardGames.com/penguin
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OBJECTIVE

Race to the Diving Point, but don't be first or
you'll be chased away by the Orca! If you are
second in line when the game ends, you win!

ROUND OVERVIEW

The game is played over a series of rounds.
Each round consists of five steps:

1. Roll Dice

2. Select Dice

3. Reveal Dice

4. Take Turns

5. Move the Orca

Keep playing rounds until the Orca
successfully chases away a Penguin, then
determine the winner.

ROUND DETAILS
1. ROLL DICE

Af the same fime, all players roll their Penguin
Dice. Shake your dice in your Dice Cup and
turn it upside down onto your Penguin Board
without lefting any dice out. You may peek

at your dice, but use your cup to keep them
hidden from the other players. If any of your
dice land on the table outside of your cup

or are seen, keep those rolls and hide them
under your cup.

2. SELECT DICE

Af the same fime, all
players secretly select
which of their dice
they want fo use for
movement. Place your
chosen die on the GO
space of your Penguin
Board. (This is your

GO die and determines
how many spaces you will move on your turn.)
Place your other die on your NO space. (This is
your NO die.)

3. REVEAL DICE

At the same time, all players reveal their dice
by lifting their Cups.

4.TAKE TURNS

Starting with whoever has the Orca Die and
going clockwise, each player takes their turn.
On your turn:

A. If your GO die matches your
NO die, you may reroll both g]
of your dice and reassign G0
them. If they still match,
you may repeat this step.
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B. Next, you may Gobble Up one of
your Fish Tokens (return it to the pool
of Fish) to either:

* Reroll both of your dice and @
reassign them. X/
OR

e Make both of your dice GO dice “»
(put both on your GO space). Py
You will move the total number |
of spaces.

You may keep Gobbling Up
any number of your Fish.

C. Next, move your Penguin forward a
number of spaces equal to your GO die
(or dice). (Something might happen when
you stop moving. See “If you land on a...”
Also, whenever a Penguin moves onto
the Orca’s space, the game might end!
See “End of Game.") 2

5. MOVE THE ORCA '54

After all players have taken
their furns, the player with
the Orca Die rolls it and
moves the Orca that many
spaces toward the Penguins.
(Whenever the Orca moves
onto a Penguin’s space, the
game might end!

See “End of Game.")
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Lastly, the player with the
Orca Die passes if fo the player on their left.
That player with the Orca Die will take the first
turn in the next round.

Note: The Orca only moves in the ocean.

If it reaches the last ocean space, it no longer
moves—it waits for the slow Penguins.

You no longer roll the Orca Die, but keep
passing it to show which player takes the
first turn in the next round.



IF YOU LAND ON A...

Whenever you land on or are pushed onto anything listed below, follow the instructions.
(When moving multiple spaces, ignore everything before the space you land on.)

1. PENGUIN YTl

Push that Penguin forward! Move them one space
forward. If there are multiple Penguins in a row,
push each of them starting with the one in the front.
If a Penguin is pushed onto anything listed below,
they follow the instructions for that thing.

Example: Green’s GO die is a 3, so they move forward
three spaces. Since Purple is already in that space,
Purple is pushed one space forward.

2.SLIDE

Slide forward! When you land on the start of a slide,
move your Penguin to the bottom of the slide. If
another Penguin is waiting af the end, you push that
Penguin!

Example: Purple’s GO die is a 1, so they move forward
one space and end on a slide. They move down the
slide, following the arrow.

3.FISH

Gain 1 Fish Token. Players may hold
any number of Fish Tokens.

4.SEAL

Roll the Seal Die and do what it shows. You may
Gobble Up one of your Fish Tokens to reroll this die.
You may do this any number of fimes.

Advance the Orca Move to the space directly Choose one of the fwo humbers
one space. in front of the lead penguin shown and move forward that
(unless that’s you). many spaces.



END OF GAME

Whenever the Orca moves onto a Penguin’s space, the Orca stops moving and Surprises that
Penguin. Whenever a Penguin moves onto the Orca’s space, that Penguin stops moving and is

Surprised by the Orca.

Whenever you are Surprised by the Orca, you have a chance to Hide by rolling the Seal Die.

If you roll the Orca tail, you are able to Hide!
Move backward to the space behind the last
Penguin. (If you land on anything previously
mentioned, follow the instructions as normal.)

If you do not roll the Orca tail, Gobble Up
your Fish Tokens one af a fime fo reroll

the Seal Die until you get the Orca tail.

If you do not get the Orca fail, the game ends.
The Surprised Penguin is chased away by the
Orca and the second Penguin wins!

Example (1/4): Yellow’s GO die is a 3,
but it runs into the Orca after moving
two spaces. Since a Penguin cannot
pass the Orca, Yellow’s movement ends.

the Orca Die is rolled and shows a 3,
moving the Orca onto Green’s space.

Example (2/4): Yellow rolls the Seal Die
to try and hide. They roll the Orca tail
and are able to hide. They move to the
back of the line.

Example (4/4): Green rolls the Seal Die
to try and hide, but they roll a 2/7. They
Gobble Up a Fish token to reroll the die,
but they roll a 3/5.

Since Green has no more Fish tokens to
reroll the die with, they are chased away
and the Penguin in second (Purple) wins
the game!



2-PLAYER RVULES

For a 2-player game, start by sefting up

as normal. Each player will also control

a Waddlebot (a dummy Penguin) of an
available color. Give each Waddlebot a
Fish Token, Dice Cup, and one Penguin
Die. Place each Waddlebot's items to the
right of the player controlling them. Lastly,
put the Waddlebots' Penguin Standees
on the Penguin Start space.

Rounds are similar to a regular game:

Players roll their own Penguin dice.
Players select their GO and NO dice.
Players roll their Waddlebot's die.

. All dice are revealed.

Take turns going clockwise, with a
Waddlebot taking its turn between
the players.

6. Roll and pass the Orca Die.
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Waddlebot

If you enjoy the Waddlebots with 2 players, try adding them
to other player counts for more Push Push Penguin action!

Waddlebots act like regular player Penguins,
except that they will never use Fish Tokens to
try and reroll their Penguin Die or the Seal Die.
They always accept whatever result they get
from these.

Each Waddlebot can:

e Push and be pushed, use slides,
and gain Fish Tokens.

e Roll the Seal Die. If it shows two
movement numbers, the Waddlebot
always chooses the largest number.

* Roll and pass the Orca Die.

* Be surprised by the Orca. The Waddlebot
tries to hide by rolling the Seal Die.
The Waddlebot Gobbles Up its Fish
Tokens to reroll as needed.

e Win the game!

Waddlebot




CREDITS

Game Designers: Christopher Chan, David Gordon, TAM
Game Development and Production: Danielle Reynolds
Editors: Jeremy Rozenhart, Adam Lachmanski, Michael Kussy
Graphic Designers: Cody Jones, Kalissa Fitzgerald

Artist: Christopher Chan

Playtesters:

Phil Amylon, Chris Backe, Lizz Brady, Jay Bucciarelli, Jaymie Busky-Sherwin,
Jon Busky, Milo Busky-Sherwin, Adam Columbia, Amanda Cooper,

Dennis Corsi, Jessica Deschenes, Rob Dougherty, Justin Forest,

Derek Funkhouser, Lizzy Funkhouser, Lydia Gallant, Josh Gaylord,

Olivia Georgia, Dennis Gill, Jonathan Gilmour-Long, Ari Gordon, Ben Gordon,
Jen Keiser Gordon, Ron Gordon, Daniel Gratien, Caitlyn Brynn Greene,

Sam Hess, Robin Hessman, Danielle Hilson, Joshua Hilson, Gil Hova,
Sahana Jaishankar, Neela Jaishankar, Scoft Jarman, Andy Juell, Jon Keiser,
Jon Kingzette, Alex Knight, Lucas Kohn, Maggie Langhorne, Gideon Lazarus,
Rachel Leep, Chris Martin, Spencer McCormick, Amy Meckler,

Lucas Mittelstadf, Debbie Moynihan, Daniel Newman, Cici Ogden,

Rocco Privetera, Evan Raitt, Dhaya Ramarajan, Amanda Rivera,

Galen Sherwin, Jordan Sorenson, Catherine Stippell, Asa Swain,

Jennifer Swann, Tjal, Willa Tracy, Charlie Ungaro, Steven Ungaro, Bill Ward,
Lucy Wertheimer, Nora Wertheimer, Emily Wong

© 2024 Wise Wizard Games

s i. ] I.ﬁ -‘.j
£ -.4-___;" : \ S {»fm@fﬂ{‘ﬂ {L{

-

~1



