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Hand gesture card X48  Abu figure X1

(Cooperative game)

® Objective
Abu, the photographer, is going to take some group photos.
Please complete the assigned gestures before he gets
impatient and mad!

® Setup

1. Shuffle the 48 hand gesture cards. Place the cards face-down
in a pyramid. 6 rows for beginners, and 8 rows for advanced
players.

(6 rows for beginners)

2. Place Abu next by the first row facing the cards.

3. Set the spinning wheel to the “Mood meter” side, and point the
eI

arrow to zero z’% .

® Rules

. Proceed by rows. (One gesture for the first challenge; two
gestures for the second challenge; and so on until all 6 or 8
challenges are completed.) Flip one row before starting each
round.

. All players clap on the beat (use a metronome app, and set
it to 100 BPM). Before performing the gestures, every player
shouts “1, 2, 3, 4!” to catch the beat. For example, the first
card is “OK”, then all players say “OK” while performing
the “OK” gesture.

.If all players say and gesture correctly, they can move Abu to
the next row for a new challenge. If one of the players fails, all
players will have to redo the challenge, and move the spinning
wheel’s arrow to the next number.

® Game End

Players win the game by completing all
challenges before the arrow points to Abu’s
highest anger score.

Pawn x4

(Mood meter side) (Challenge side)

Spinning wheel X1 Score keeping board X1

(Competitive game)

® Objective
Players take turns to complete challenges by performing
gestures according to the cards. The first player arriving the
end wins.

® Setup

1. Shuffle the 48 hand gesture cards face-down into a deck.

2. Set the spinning wheel to the “challenge” side.

3. Take out the score keeping board, and place all pawns at the
start.

® Rules
1. The player who likes taking photos most goes first.
2. The player spins the arrow, and take the challege.

Draw 2 cards, and
repeat the gestures
twice. Move one step if
successfully complete
the challenge.

Draw 4 cards.

Move one step if
successfully complete
the challenge.

Draw 6 cards. All the
players perform the
gestures together.
Everyone moves two
steps if all players
successfully complete
the challenge.

Draw 4 cards. Skip
the second card’s
gesture, and repeat
the rest of the
gestures three times.
Move two steps if
successfully complete
the challenge.

3. Players can place Abu on the left or right of the cards to
indicate directions.

4. After completing a challenge, players move along their pawns
according to the colors of the slots. Move one step if the arrow
rests at a lighter color slot Al , two steps for a darker color

slot Al . If a player fails, he/she skips a turn.

® Game End
The first player arriving the end wins.
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