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Wicked poachers have captured all of the creatures that normally roam free in the

savannah! Work together to free them: Wait until nightfall, then go nab the keys to

unlock the cages. Hurry though - and be careful - else the poachers might catch
you, too!

Aim of the game: Work togetherto free the twelve animals before the poachers
realize.

There are two different difficulty levelsin “Mission Savane”:

-“Rescue mission” is the standard game. It’s perfect foryour first few games. Use
the orange side of the playingboard.

-“Risky Mission” is suitable formore experienced players. Use the blue side of the

playing board. -

Game setup:

Before your first game, carefully remove the animal cards, key tiles, and poacher
tiles from the punchboards.

Before youstart playing, decide together which game variation you want to play.
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1.Draw 12 animal cards atrandom and place themin the middle of the table with the
caged animalside facingup. (Return the remaining animal cards to the box - you
won’t need themforthisround.)

2.Depending onwhich variationyou’ve decided to play, place the playing board
onthe table with the orange orblue side facing up. Lay the animal cards ready
nexttoit.

3.Putthe 16 key tokens and the 4 poachertilesinthe bag and giveitagood shake.

4.Place apoachertile onspace 5 of the playing board. Place the three remaining
poachertilesinapile onthe yellow poacherspace. Thisis the draw pile.

How to play:

The last personto seealionstarts and becomes the first group leader. You then
takeitinturns (clockwise direction) to be the group leader.

“Mission Savane” is acooperative game! Discuss togetherwhich animal you'dlike
tofreeif youhadthe chance. The current group leader always has the last word
though.

Playing your turn: The group leaderdraws a tile fromthe bag: It’s eitherakey tile or
apoachertile.

-If the group leaderdraws a key tile: Great, you might be able to free an animal

now! Eachkey tile shows an animalthat needs to be freed and akeyinthe color of
acage.
The group leader must now decide:

eDotheywant tofree ananimaltrappedinacage
whose color corresponds to the key on the tile
drawn? (It doesn’t matterwhich animalisinthe cage.)

eOrdo theywant to free the animal shown
onthekeytile? (It doesn’t matter what color
thecageis.)

The group leaderthen takes the card showing
the caged animal andflipsit overto the side
showingthe freed animal. They place the

animal card onthe firstfree space ~ AR At |
onthe playing board (ascending order).

If the group leader can’tuse the key tile they’ve drawn to free an animal (because
this animal orthe cage colorisn’t available anymore), then nothing happens. The
player’sturnis now over.

Ifit’s possible to free ananimal with the key tile, it must be freed.Discard the used
key tile; don’treturnitto the bag.
It’s now the next player’s turn.




- Ifthe group leaderdraws apoachertile: Oh dear, one of the poachers has heard
something!

The group leader must place the tile onanempty poacher space along the side of
the playingboard. Their turnis now over.

Beware: Youloseimmediately as soon as the three poacherspaceshave been
filled!

It’s thenthe nextplayer’s turnto be the group leader.
Additional cardlayingrules:

-1t fits perfectly! The key opened the cage noiselessly!
Both the animaland the animal’s cage color match the key
tile you’ve drawn: The players canremove one poachertile
fromthe playingboard (but not the one onspace 5!)and
returnittothepile.

-What aracket! Things get noisy when two animals of the same >

species are next to each other.

Place the card of afreed animal on the playing board so thatitis next to another card
(vertically or horizontally) showing the same animal: The players take apoachertile
fromthe pile and throwitinthe bag.

-Camp visit (onspace 5)! Ohdear, you’ve got too close to the poachers’ camp!
Place the card of afreed animal on space 5 on the playing board: The players throw
the poachertile fromspace 5inthe bag.

Note: If the players are meant to take a tile fromthe poachers’ reserve during the
game, but thereserveis empty, thennothinghappens.

End of the game:

The game endsimmediately when there are no more animal cards left
onthe playing board: All of the animals have beenfreed! Bravo! You’re
agreatanimalrescue group!

You’ve lostthe game when the third poacher tile is placed on the final
free space along the edge of the playingboard. Your group has been
spotted ... Try yourluck again!




“Risky Mission” play variation

The animals become exhausted ornervousin captivity. At times, certain animals
cannotbereleased.

The samerules apply asinthe standard “Rescue Mission” game, but additional
rules applyinthis game variationthat are indicated on the playingboard.

Turnthe playing board over to the blue side. Additional rules are marked on certain
spaces:

-Space 3: The elephants have dozed off. You can’t wake ormove them.
No elephants canbe freed on this space.

-Space 6: The lions are very cross. Itisn’t possible to get close to their cage.
Nolionscanbe freed on this space.

-Space 8: The zebras are kicking the lock to get free. Itisn’t possible to open the
cage door. Nozebras canbe freed on this space.

-Space 10: The giraffes have got their necks tangled in the bars. Itisn’t possible
to free them. No giraffes canbe freed on this space.

If ananimal cardis placed onaspace forwhich specialrules apply, check:
-If theruleisfollowed, thennothing happens.

-If the animal card doesn’t follow the rule, then the players must take apoachertile
fromthe pileand throwitinthe bag.

Solo game:

You canalso play “Mission Savane” alone. Musterup all your courage and attempt
to free the animals onyourown. In this case, you’re always the group leader.
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