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Overview
Non-Stop Safari is a 2 to 4 player board game where players take on the role of rich 
financiers who send hunters on safari to find valuable animal pelts. Only the rarest 
pelts will fetch the highest price, and you can’t get more rare than extinct! By hunting 
a species to extinction players can guarantee a high return on their precious pelts. 
Oh, and watch out for poachers, unless of course, they’re working for you!

 

Components
● 1 game board showing eight regions as wedges of a roundel with a circular camp 

space in the middle.
● 1 animal population board showing four columns, one per species and eleven rows 

numbered from ten to 0 and an extinction area to mark the order in which species 
have gone extinct. ***

● 4 player boards for keeping track of pelts. Player boards also serve as game rule 
reminders.

● 8 animal species tiles representing the different animals you will be hunting.
● (not provided) 50 to 60 tokens to use as money.
● (not provided) 20 pawns in four colours to represent the hunters.
● (not provided) 1 pawn, different in appearance from the hunters to represent the 

poacher.
● (not provided) 21 small markers for marking scores on the population tracks, player 

boards and to use as the expedition marker.
● (not provided) 1 six sided die.

 



Object Of The Game
The object of the game is to be the player with the most money by the end of the 
game. The game ends immediately after the third species has gone extinct. All pelts 
of this species are sold off as usual and then money totals are counted.

 

Setup
● Set up the board on the table and place one marker in each column of the animal 

population track. This denotes how many individuals of each species are available to 
be hunted at the start of the game. Place the markers on the number 10 spots in a 
three or four player game or on the number 7 spots in a two player game.

● Shuffle the animal tokens face down and place one face up in each region of the 
game board.

● Place a marker in the region marked with an asterisk. This is the expedition marker.
● Distribute one player board to each player. Each player then places a small marker 

on the 0 space of each species on their pelt tracks.
● Each player gets 5 hunter pawns of the same colour and places one in the center 

camp space of the board. The 4 remaining hunters are placed near the player and 
constitute his or her supply.

● Place the poacher’s pawn on the camp space.
● Each player is also given starting money, 10 tokens each in a two or three player 

game and 8 tokens each in a four player game. Players put these tokens in their 
supply.

● Roll the die to determine who will start. Play will continue clockwise around the table. 
 



The game set up for a four player game.
 

Summary of Play
During your turn you will can perform 3 possible actions in any order you desire::

1.) Deploy or Move a hunter
2.) Finance hunting expeditions 
3.) Sell pelts from the camp. 

 
After performing the desired actions you will roll the die. Move the expedition marker 
clockwise according to the die roll and resolve any results of the roll.
 
You may skip any or all actions on your turn

Detailed Rules

Turn Options
You can perform any or all of the actions below during your turn but before 
rolling the die.
 



Deploying Or Moving A Hunter
On your turn you have two options for moving a hunter, you can either 
choose to deploy a new hunter to the board from your supply or to 
move a hunter already on the board. To deploy a hunter, simply move 
an available hunter pawn from your supply onto the center camp 
space. You cannot deploy a new hunter to the board if you already 
have one on the camp space. If you already have hunters deployed 
to the board you can chose to move one instead. A hunter can be 
moved to an adjacent region or into the center camp space or from 
the center camp space to any of the board regions. 
 
Note that a player may never have more than one hunter on the camp 
space, meaning that if you currently have a hunter occupying the 
camp space you cannot move another into that space. 
 
Additionally, a hunter can never be moved into a region containing the 
poacher pawn. (See “Rolling the Die and Resolving the Result” below)
 

Available moves from a map region.
 

Available moves from the camp space.



 

Financing Hunting from the Expeditions
To finance hunting expeditions simply move money tokens from your 
supply into the finance area of any board region. You may not place 
more than one money token per turn on a same region but you may 
finance as many regions as you can afford. Additionally, you may not 
place a money token on a region containing the poacher pawn. See 
section bellow on rolling the die.
 

Place your money tokens on the finance area.
 

Selling Pelts From The Camp
If you have a hunter on the center camp space you may choose to sell 
any pelts you have for money. Simply move the appropriate marker 
down the track and claim one money token from the bank for each 
pelt sold. This is a good way to make a little extra money, but isn’t the 
road to a big pay-day.
 

Selling two pelts results in gaining two money tokens.



 

Rolling The Die And Resolving The Result  
Once you’re done taking your three actions, roll the die, if the result is not 
a 6 move the expedition marker clockwise around the board the number of 
regions equal to your roll result. 

Move the expedition marker along in the dotted circles.
 
If the marker ends on a region containing both hunters and money markers 
in the finance area then a safari is declared. After you have moved, count 
the money markers on the area. This tells you how much of the animal 
population represented on this region has been killed on this particular safari. 
Move the appropriate population marker down the population track by as 
many spaces as the number of animals killed on the safari. Pelts will then 
be divided among the players who have hunters in the region, starting with 
the player with the most hunters and continuing in descending order. Each 
player receives as many pelts as he or she has hunters in the region. If there 
are more hunters than pelts to give out, give out as many as you can, some 
players may get none. If there are more pelts to give out than hunters, repeat 
the process until all pelts have been given out. Once all pelts have been 
distributed put the financing money tokens back into the bank.
 
Example:
A safari has been declared in a region containing lions and in which three 
players currently have hunter: Richard has 3 hunters, Louis has 2 hunters 
and James has 1 hunter. If there are five money tokens invested in this safari 
it means Richard will get three lion pelts, Louis will get the remaining two and 
James will be left with none.
 
In the event of a tie for number of hunters, give out the pelts to all tied players 
simultaneously by dividing the pelts as evenly as possible. If the pelts cannot 
be evenly divided the surplus is simply discarded and goes to no one.
 
Example:



A hunt has been declared in a region containing giraffes and in which three 
players have hunter:: Wendy has 1 hunter, Sheela has 2 and Jenny has 2. If 
there are five coins invested in this hunt it means Jenny and Sheela will each 
get 2 giraffe pelts and Wendy will get the last pelt.
 
Note: A player can only ever hold 6 pelts of any given animal. If more pelts 
are gained than can be stored the surplus pelts are lost.
 
When rolling the die, if you roll a 6 you do not move the expedition marker but 
instead move the poacher. Simply move the poacher pawn into any region 
on the board. If the region contains any money tokens in it’s investment area, 
count the tokens and kill as many of the region’s animals as if they had been 
hunted. You then take the money tokens for yourself. Though the poacher 
pawn starts on the camp space, the poacher may never be moved back onto 
the camp space.
 
Example:
Jimmy rolls a six and moves the poacher into a region containing alligators 
and 3 money tokens. Jimmy takes the 3 tokens to add to his supply and then 
moves the alligator population marker down 3 spaces.
 

Extinction
When a species’ population marker is moved all the way down to the bottom of its 
population track, it has become extinct. Remove the species’ tiles from the board 
and put any money now left on an area with no animal species back into the bank. 
All players who have any pelts of the now extinct animal must now sell them all off 
at a price matching the order in which they’ve gone extinct: One token per pelt of the 
first species to go extinct, two tokens per pelt of the second species to go extinct and 
three tokens per pelt for the third. 
 
Example: Gertrude rolls the die and moves the expedition marker to a region 
containing giraffes, hunters and coins. The hunt pushes the giraffes to extinction. 
Gertrude and Levy both have 3 giraffe pelts. Since giraffes are the second species 
to go extinct both Gertrude and Levy will receive 6 money tokens for selling off their 
pelts (3 pelts x 2 second animal extinct  = 6 money tokens). Both giraffe tiles are 
then removed from the board.
 
The game ends after the third species has gone extinct and all players are done 
selling off their pelts of that species. Players then count up their money tokens and 
the player with the most money tokens wins the game.
 
Note: Since there are four animal species, one species will not go extinct by the end 
of the game and its pelts will not be sold off. 



 
 

May the most blood thirsty win!
 
Special thanks to Jason Kozak and James Edward Smith for play testing and ideas.

 
 












