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Save Your
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Your school of fish must reach the safety of
the underwater cave where there is a big
food supply. As you swim towards the cave,
there are a number of hazards that must be
avoided.

How to get started

1 Colour your game to make it look
attractive.

2 If you would like to get your game
laminated, take it to the Discovery
Centre Desk.

3 Take your game home and cut out the
large tors.

4 Cut out the schools of fish (the small
square tors).

5 Enjoy playing Save Your School with
your family and friends.

How to play.
1 This is a game for two to four people.
2 You will need a die.

3 Place your large tor on the START
bubble. Keep your ten small tors in front
of you in a pile.

Take turns to roll the die.

Move forward the number of circles as
indicated on the die.

6 If you land on a hazard, you lose the
number of small fish in your school as
indicated.

7 If you lose all of your small fish before
you get to the FINISH, you must go back
to the START with ten new fish in your
school.

8 If you get to the cave (FINISH) before
your opponents with some fish still in
your school, you are the winner.




