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Theme Narrative and World Building:  

‘Safari Saviours’ is a story driven educational boardgame about protecting wildlife. It is  

designed for ages 10 and up.  

The reason why this game is directed to an audience of 10 and up is because they need to have 

some prior understanding of endangered wildlife and poaching situations. Very young people 

may not have this acquired knowledge.  

This game requires team effort; therefore the recommended number of players is 4. 

Safari Saviours is by no means a competitive game; the players aren’t competing against each 

other to win. It encourages teamwork in order to achieve a common goal.  All players are 

working towards the same goal; that is to free captured animals, liberate their habitats and 

diminish poacher activity.  

The four players will take on the roles of Wildlife Rangers.  

 

‘Safari Saviours’ takes place in Tanzania, 

Southwest of Kenya. 

 

 

My reasons for choosing Tanzania as the main location; during my research regarding poaching 

in Africa, this region was one of the worst affected.  

 

 

Players are known as ‘Wildlife Rangers’ (and / or simply referred to as ‘Rangers’); protectors of 

the region. They seek to undo and cease the activity of the poachers whom have built their 

outpost within a Tanzanian region and are capturing local wildlife.  



Each region has been cleared by the poachers and the remaining animals (of that kind) are being 

held by the Poachers in the centre of the region. Initially, the Rangers are not well equipped 

enough to save the poachers; therefore you must gather your resources to reach their outpost to 

detain them.  

Rules and Gameplay Mechanics:  

The board itself consists of five separate pieces - one for each region; I.e. North, South, East, 

West, plus the outpost of the poachers that is located in the centre.  

Once the map become whole it forms a map of Tanzania surrounding the poacher’s outpost.  

Players take turns in following order; North plays first, East second, South third and West fourth.  

To commence the game the first player draws a card and reads the question. 

The cards are folded; similar to a table place card with the question written on the front and the 

answer revealed inside the card. If the player answers the question correctly they may then 

proceed to collect a resource i.e. item to get closer to reaching the goal of liberating the poached 

animals.   

There will be 100 cards with 100 questions and answers and even if all the cards do not get used 

it allows for different questions the next time the game is played. This gives the game more 

variety and longevity.  

An example of a question could be: What animal has been excessively poached for its horn over 

the last century, leading it to become a highly endangered species? 

 The answer revealed within the card would say – The African Rhinoceros. Therefore as well as 

expecting the player to have some knowledge on the subject; the question gives some 

information which also educates the player on the subject.  

If the player does not know the answer or gives an incorrect answer, they will not be able to 

collect a resource and they forfeit the following turn. 

Once the game commences, each player receives a section of the map (a region within 

Tanzania).  



 

(Approximately A2 Size divided into five parts).  

Regions Examples:  

The “Elephant Region” – North  

The “Rhino Region” – East  

The “Lion Region” – South  

The “Zebra” Region” – West  

NP Region (Non playable region) – “The Poacher’s Outpost” – Central  

Miniature animals (similar to tokens) will be placed in the centre of the board over the poacher’s 

outpost.  



 

(Miniature animals are approximately 4-5 centre metres each. On a larger board they would 

be closer to scale).  

The players can’t enter the poacher’s outpost tactless; they need resources.  

In order to receive these resources / items, they will need to answer the questions on the card and 

advance towards the outpost.  

Resource List: 

Food and Water Supplies 

First Aid Supplies  

Shelter Supplies (Tents)  

Binoculars 

Communication Devices (Radio Contact)  

Metal Bar Cages – To safely transport the animals back the wild.  

4x4 Vehicle Engine – This must be built to travel to the poacher’s outpost.  

Winch – Required to pull the gates down of the outpost.  

Fuel – Needed to travel  



Tranquilisers – Needed to safely remove the captured animals from outpost  

Once a resource is collected, the player adds it to their inventory.   

Resources are scattered; they are not region specific. They lead from the outskirts of the map to 

the centre where the outpost is located. Each player needs to collect their resources to progress to 

the outpost.  On the board / map there are marked sections where the resources are located. They 

form a path that leads to the poacher’s outpost. When the players enter the outpost the poachers 

are detained, and the animals are freed.  

 

Playtesting Results and Feedback:  

Some of the feedback included comments over the number of players. It was expressed upon 

protesting that more than four players could potentially be included. Possibly eight players and 

have two players per region assisting each other in answering the questions so that it could be 

four teams of two in each region in case one of the players in a given region could not answer a 

question, the partner could then assist.  

Another suggestion was to include an extra player to take on the role of a poacher – Although I 

did consider this option I did not include it in the game as I believe it defeats the purpose of this 

game being team focused and non-competitive.   

 

Genre and Target Market:  

The genre of the game is an educational game with an emphasis on wildlife and nature 

preservation, which I believe helps to enlighten and inform the players of current and past issues 

affecting wildlife; throughout modern history. I believe it would promote awareness of the issues 

affecting endangered species, especially in the African continent.   

I believe this game to be manufactured at a low cost - $5-10 a game; however, could possibly 

achieve sales between $20 and $30, specifically for franchises / chains such as the Australian 

National Geographic stores.  

 

 




