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Objective (How to win the game)

The winner will be the player with the most pairs of  animals from the most 
coloured regions in an undamaged ark at the end of  the game. If  two 
or more players have the same number of  animal cards, the player who 
has the most number of  different coloured regions will be the winner. For 
example, one (1) pair of  animal cards from three (3) different coloured 
regions will beat five (5) pairs of  animal cards from two (2) coloured 
regions. If  the game is still tied at this point, refer to the Tiebreaker 
section.

Setting up the game

Unfold the game board and remove the card holders and game pieces 
from the box. Set up the game on a flat surface. Make sure that you shuffle 
all eight (8) sets of  cards separately before starting the game.

The game can be played by two (2) to six (6) players. Each player selects 
one (1) coloured Noah piece, one (1) matching ark piece, and one (1) 
matching card holder. The ark piece needs to be inserted into the card 
holder at the start of  the game. Each player places their Noah piece 
on the matching coloured starting point on the game board. The six 
(6) coloured starting points are located around the edge of  the game 
board.

Set your timer or stopwatch to the desired length of  play. The suggested 
game time is between 30 - 60 minutes.

Example
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Playing the game

To decide who goes first, each player takes a turn at throwing both dice. 
The player with the highest score goes first, followed by the player to their 
left (and so on).

When you are ready to play, start your timer or stopwatch.

To begin your turn, throw both dice and add together the numbers shown 
on each dice. Move your Noah piece forward that number of  spots. Follow 
the direction of  the arrows on the spots when moving around the board. 
If  you throw a double (the same number on both dice), complete your turn 
and throw the dice again to have another turn.

There are three (3) types of  spots on the game board: coloured region 
spots, question (‘?’) spots, and rainbow spots.

Coloured region spots

If  you land on a coloured region spot, pick up one (1) animal card from 
that coloured region set. Each time you collect an animal card, you must 
tell all other players what animal you have, but do not say whether it is a 
male, female or pair. Each player should always keep their cards hidden 
from the view of  other players.

Add your animal cards to your general card pile. Your general card pile 
contains all of  the animal cards that you collect as you move around the 
board. Keep these cards in your general card pile until you have a pair.

To complete a pair of  animal cards, you must have either (A) the male 
and female card of  the same animal or (B) a pair card.

When you have a completed pair of  animal cards, you can place the 
animal pair into your ark card holder to keep them safe from other players. 
You can place completed pairs into your ark card holder at any time 
during your turn, as long as your ark has not been damaged (see section 
‘The Rainbow card set’ for more information about damaged arks). You 
must show every other player the completed animal pair(s) that you are 
placing into your ark card holder.

Question (‘?’) spots

If  you land on a question (‘?’) spot, you can ask one (1) player if  they 
have a particular animal card. For example, “Do you have an elephant?”. 
If  the answer is “No” then play continues on to the next player. If  the 
answer is “Yes”, then you can win the card by correctly guessing whether 
it is a male or female. If  the animal card is a pair card, then guessing 
either male or female will win the card.

If  you win the card, roll the dice again and have another turn. If  not, play 
continues on to the next player.

Rainbow spots

If  you land on a rainbow spot, pick up one (1) rainbow card from the 
rainbow card set. The rainbow card is a ‘mystery’ card, but watch out, 
because not all of  the cards are helpful! There are seven (7) different 
types of  rainbow cards, each with their own instructions.

When you have completed the instruction on the card, return it to the 
bottom of  the rainbow card set (read the section ‘The Rainbow card set’ 
for more detailed information about the rainbow cards).

Tiebreaker

To begin the ‘Tiebreaker’, the tied players take turns picking up one (1) 
animal card from a coloured region card set of  their choice. The first 
person to pick up a pair animal card wins.

Note: See the section ‘Alternate game play’ at the back of  the rule 
book for different ways to play using the animal facts and sounds.
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Sabotage
(4 cards in the set)

Iceberg
(4 cards in the set)

Termites
(4 cards in the set)

There are 43 rainbow coloured 
spots located around the board. 
If  you land on a rainbow spot, 
pick up one (1) rainbow card 
from the rainbow card set. The 
rainbow card is a ‘mystery’ card, 
but watch out, because not all of  
the cards are helpful! 

There are seven (7) different 
types of  rainbow cards:

 Sabotage

 Iceberg

 Termites

 Ark Insurance

 Collect or Repair

 Roll again and double-up

 Pass on

Damage one (1) player’s ark 
of  your choice. (Must be used 
immediately).

This is a very powerful card, so 
use it wisely! Remember that 
players can only win the game if  
they have an ‘undamaged’ ark. 
The ‘sabotage’ card allows you 
to damage one (1) player’s ark 
of  your choice. To be able to win 
the game that player must repair 
their ark. When a player’s ark is 
damaged they must remove their 
ark piece from their card holder 
and place any animal card 
pairs into their general card 
pile. The ‘sabotage’ card can 
also remove another player’s ark 
insurance card, whether their 
ark is damaged or undamaged.

Return the card to the bottom of  
the rainbow card set.

Your ark has been damaged 
and must be repaired. 
Remove your ark piece and 
animal cards.

If  you pick up an ‘iceberg’ card, 
then your ark has now been 
damaged! To be able to win the 
game you must repair your ark. 
When your ark is damaged, you 
must remove your ark piece 
from the card holder and place 
any animal card pairs into your 
general card pile. If  your ark is 
already damaged, this card has 
no effect.

Return the card to the bottom of  
the rainbow card set.

Your ark has been damaged 
and must be repaired. 
Remove your ark piece and 
animal cards.

If  you pick up a ‘termites’ card, 
then your ark has now been 
damaged! To be able to win the 
game you must repair your ark. 
When your ark is damaged, you 
must remove your ark piece 
from the card holder and place 
any animal card pairs into your 
general card pile. If  your ark is 
already damaged, this card has 
no effect.

Return the card to the bottom of  
the rainbow card set.

The ‘Rainbow’card set
(42 cards in the set)



Roll Again and Double Up 
(2 cards in the set)

Collect or Repair
(22 cards in the set)

Ark Insurance
(4 cards in the set)

Pass On
(2 cards in the set)

Protects your ark against 
termites, icebergs and 
sabotage. Keep this card until 
needed. One (1) use only.

This is a valuable card to have in 
your set. This card protects you 
from all forms of  damage, but 
can only be used once. If  you 
pick up an ark insurance card, 
insert it into the slot in front of  
your ark so that every player can 
clearly see it.

Note: If  you pick up an 
‘ark insurance’ card

while your ark is damaged, a 
‘sabotage’ card can still take 
away your ark insurance card.

After using the card, return it to 
the bottom of  the rainbow 
card set.

Repair your ark or pick 
up two (2) animal cards of   
your choice.

This card gives you the choice 
of  repairing your damaged 
ark or selecting two (2) animal 
cards from any of  the coloured 
region sets. You can still choose 
to pick up two (2) animal cards 
even if  your ark is damaged. 
If  you choose to repair your 
damaged ark, place your ark 
piece and any animal pairs 
back into the card holder. When 
you return your animal pairs to 
the card holder, you must read 
out the name and show each of  
the pairs being returned.

Return the card to the bottom of  
the rainbow card set.

Roll again and double what you 
land on.

If  you pick up this card, roll the 
dice again to have another turn. 
If  you land on: 

  Question (‘?’) spot 

Ask any player two (2)
questions. If  you win one (1) 
or two (2) animal cards have 
another turn.

  Coloured region spot

Pick up two (2) animal cards 
from that region.

 Rainbow spot

Pick up two (2) rainbow 
cards.

Return the card to the bottom of  
the rainbow card set.

All players pass one (1) card of  
their choice to the player on 
their left.

If  any player picks up the ‘Pass 
On’ card, every player must pass 
one (1) card of  their choice to 
the player on their left. If  you do 
not have any animal cards in 
your general card pile, but you 
do have an ark insurance card, 
you must pass that card on.

Note: Completed animal 
pair cards in the ark card 

holder are protected and cannot 
be passed on. If  a player has no 
other cards, they do not pass 
any card on.

Return the card to the bottom of  
the rainbow card set.



Alternate game play

You will have noticed that each animal card comes with three (3) facts 
about the animal, as well as the sound that the animal makes. You can use 
this information to play the game in lots of  other exciting ways.

Example 1

Using facts and sounds for hints

When you land on a question (‘?’) spot, you can ask for a fact or animal 
sound for one (1) animal card from a coloured region. For example, you 
could say: “Can you please give me a fact from one (1) of  your orange 
cards?”. This gives you a hint about what the animal may be. This is a fun 
way to learn new and interesting facts about animals from around 
the world.

Example 2

Using facts instead of  animal names 
(Recommended for experienced players only)

Usually when you pick up an animal card you must tell the other players 
what animal you have. To make the game more challenging, instead of  
telling the other players the name of  the animal, read out a fact about that 
animal instead. This makes it much more difficult for other players to take 
your animal cards when they land on a question (‘?’) spot.

Example 3

Team play

Playing in teams is a lot of  fun! The rules for ‘Team Play’ are basically the 
same as the normal game. Team players cannot sit next to each other 
(they must have a player from another team sitting between them). Team 
players can talk to each other about what animal cards other teams have. 
You can also repair each other’s ark, as well as protecting each other from 
sabotage attacks using your ark insurance cards.

Note: Team players cannot win each other’s card(s) when they land 
on question (‘?’) spots.

The winner is the team with the most pairs of  animal cards when the time 
runs out. If  two or more teams have the same number of  animal cards, 
then the team with the most different coloured regions wins.

Note: If  one of  the team member’s ark is damaged, their pairs 
cannot be counted.

If  there is a tie between teams, then the team that can make the most 
number of  animal pairs from their combined general card piles will be
the winner.

If  the game is still tied at this point, refer to the ‘Tiebreaker’ section.

How to put it all together

Each player must assemble their 
ark by slotting the ark piece into 
the cardholder base. This is a 
completed ark. Pairs of  animal 
cards get placed into the slot 
behind the ark.

If  you collect an ark insurance 
card it must be displayed to 
all players by putting it into the 
thin slot in front of  your ark.

Displaying your 
ark insurance card

Assembling your ark
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