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GAME RULES “KIRIBATI*

INTRODUCTION

OBJECT OF THE GAME




GAME COMPONENTS:




VARIANT FOR CHILDREN
(BASIC RULES)

GAME SETUP




1. Rolling the dice
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GAME PLAY




Action: Moving a turtle
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Action: Free selection

Action: Dive down, or float up

Diving down




Floating up




2. Moving the animals
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VARIANT FOR FAMILY

GAME SETUP




GAMEPLAY

END OF THE GAME
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PROFESSIONAL VERSION

GAME SETUP
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A gust of wind sweeps all
the kagus off the turtles.

Affected Kagus are blown
back to the island and set

up.

===
=

GAMEPLAY




END OF THE GAME
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Victory points of animals: Victory points of hand cards:




EXPLANATION OF EVENT CARDS

7

o
)
(s

\




Clamp grip

One of your animals
clings so tightly to the
turtle’s shell that it stays
there until it finally dives.

nally onto the next turtle.

Player support
All animals can always
walk straight.
Special abilities:
W Kogu (8 5P): saves himself
from a space i the wate: It docs
not apply when deploying.
W Koala (7 5): displaces
other animals but notother koalas.
W Lizard (35P): none.
W Monkey (65P): Skipa
turtle Not diagorally Not to the
mainland and notat deployment.
B Rabbit (SP): Jumps diago-




KIRIBATI

KAGU (RHYNOCHETOS JUBATUS)







