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% This manual contains important instructions on- how 3
to play the game, as well as extra pages full of the .
kind of mformatlon every boy needs to know.
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Contents =

4
!
i Gameboard, 90 one-man challenge cards; 70 group challenge cards,
40 resource cards, 20 flag cards, 24 tracklng sticks, 32 stars;
20.raft pieces, 10 cardboard planets 4 wooden pawns, =
4 folders, 1 glece of st’rlng, 1 pad of paper 1 die, 1 sand timer.
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Dreerous'iy Boys

While on an adventure, you’ve been shipwrecked on a
desert island with nothing but your wits, some logs and
some string to save you. It’s a good thing you’ve been
reading your Dangerous Book for Boys! Let’s hope you J

J

can remember lots of useful facts and skills to help you
get off the island.

Aim of the Game

Make your way around the island completing challenges to win parts of your raft.
When you have 5 pieces, you can build your raft and escape! The first to escape
wins the game.

As this is a game for boys, any girls who want to play must agree to be honorary
boys for the duration of game, by saying ‘Boys are fantastic, girls are elastic!’
three times.

Be Prepared

Take all the pieces out of the box and lay the board out flat in the middle of the
playing area. The first time you play, push out the planets, tracking sticks, raft
pieces and stars from their cardboard sheet and take all the pieces out of their

bags. Throw away any waste safely and recycle where possible.




Resource

cards

One-man
challenge cards

Group
challenge cards

Swimming track start

Each place a wooden pawn on the shipwreck. - 4
Roll the die. The adventurer who rolled highest | — 3
goes first and play continues to the left. Flag cards i
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Some things you may need
(but are not supplied) are:

*+ A pencil each
* A coin (for flipping)
+ An eraser (for mistakes)

* Scrap paper
(for tearing and drawing on)

+ Extra pieces of string

+ Anything else you have in
your pockets

Folder
Tracking sticks




Resource Cards

If you land on a
resource space, take a
resource card. Look at
it, then hide it in

your folder.

Cards may help you complete specific
challenges, give you extra time or let
you help another player (and win a raft
piece with them).

If you're lucky, you'll draw the resource
cards you need to complete the
challenge cards you draw.

Once you've played a resource card,
put it face up on a discard pile. If you
run out of resource cards, shuffle the
discard pile and turn it face down to
make a new card pile.

Note: Keep them hidden in your folder,
but don’t forget to use them!

Storm Cards

Mixed into the
resource cards
are 8 storm
cards. When
one of these is
played, a storm
hits the island.
All players are affected, so unless you
can play a rope resource card (which
lets you tie your raft down), you lose
one raft piece.

Always play storm cards as soon
as they are drawn, then put them
on the discard pile.
A Planets
Use the planets in
one-man challenges. Do
you know which is closest
to the sun, or which
is biggest?

USEFUL INFORMATION

Stars

Use the stars to

do Constellation

challenges.
Each star also has a letter on the
back, which you will use in the Word
Scramble challenges.

Flag Cards

There are 20 flag cards |
in the game. Flag Word |
challenges ask you to
spell words with them.
Look at the Flag Chart
on page 9 to help you.

\r
String
Use the string to tie

the knots shown in the
challenge cards.

Tracking Sticks

Use the tracking sticks
to make tracking signs or
Roman numerals.

Rafts

Build your raft piece
by piece as you win
challenges. You
cannot leave the
island until your raft
is complete.

Word Searches

When you play a Word Search
challenge, put the book in the middle
where everyone can see it. If it’s your
turn, you can make sure the book is
facing you.

e — .
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On Your Turn

Roll the die and move around the track
the number of spaces you rolled. Do as
you are instructed depending on the
space you land on.

If you land on:

B FEmpty Space
Al § Do nothing. Your turn
is over.

Resource Space

Take a resource card.
These help you complete
challenges. Look at it, then
hide it in your resource folder. Play
the card when a relevant challenge is
taking place, then place it face up on
the discard pile.

One-man
Challenge Space

The player to your left
takes a card from the one-
man challenge pile and reads it out
loud. On timed challenges, they also
turn over the sand timer. You complete
the challenge.

Reader, don’t show the card to the
player whose turn it is unless the
card tells you to.

If you answer the question correctly
or complete the challenge before the
timer runs out, take a raft piece that
matches the color of your pawn. If
you get the answer wrong, fail the
challenge or run out of time, your
turn is over.

Group Challenge Space

The player to the left takes
a card from the group
challenge pile and reads it

aloud. All players compete to win the
challenge. On timed challenges, that
player turns over the sand timer when
everyone 1is ready.

The winner of the challenge takes a
raft piece of their color.

If nobody completes the challenge
successfully, or you run out of time,
the next player takes their turn.

Note: For some challenges, you
can look at the information in the
instruction book to help you.

[ =1

Dangerous Tip |

Boys, look and learn! Watch
carefully as other players
complete the challenges.
Whether they get them right or
wrong, you can learn how to do
them yourself.

Fork in
the Path

When you come to
a fork in the path,
look at your raft to
see if it’s ready to sail. If it isn’t finished,
go around the loop again to try and win
more raft pieces. If your raft is complete,
steam on ahead towards the shore. You
could be very close to victory!

Winning the Game

Whenever you win a raft piece, use
it to build your raft. As soon as your
raft is complete, you can continue

to the end of the path. The first
adventurer to reach the end of the
path and step onto the raft there

is the winner!




REFERENCE

Squares Tic Tac Toe
1. Take a sheet from the pad. If it’s 1. Take a sheet from the pad. If it’s
your turn, challenge the player to your turn, challenge the player to
your left. your left. You will go first, using
R e afirawing odoiline 0s and your opponent follows with
. crosses.
between any two adjacent dots on
the Squares grid. You go first. Your 2. Take turns drawing your symbol
aim is to close a box by drawing in one of the spaces on the tic tac {
the last line to complete it, then put toe grid. Your aim is to get three of
your mark (your initial or a symbol, your symbols in a row, vertically, ;
if you prefer) in the box. horizontally or diagonally, before i

3. Whenever you close a box, you get YoumEpponendoes:

another turn. Keep playing until all 3. The winner gets a raft piece. In the
the boxes are filled. case of a draw, nothing is won and ¢
4. The player with the most boxes at the pext player rollsithe die. \l

the end of the game is the winner i’
and can take a raft piece.

Tip: The game tends to follow a
pattern where first, most of the lines
are filled, then sudden chains of boxes
made. It may be a good strategy to
sacrifice a small chain of boxes in
order to win a larger one.
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REFERENCE

Compass Picture
1. Each player takes one sheet.

2. The person who drew the card reads out the instructions step by step, but as
they also act as judge, they cannot take part in this challenge.

3. Each step tells the players to move their pencil a certain distance in any
compass direction. They must do as instructed, starting each step from the
point where the last step ended.

4. When the reader has read out all the steps in turn, he must now compare the
drawings with the picture on the card. Any correct drawing wins a log.

: Example: N3, SW2, E4, NW2 :

1. N3 2. SW2

3. E4 4. NW2
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Turn left This way & Party split up

Roman Numerals
Use this table to help you solve the

7 roman numeral challenges.

This way over obstacle : :
II 2
111 3
v 4
P e, o SRR L ~
INININ—
/\ /\ /\ VI 6
VII 7
Water in this direction VIII g
IX 9

X
/ -
/ C 100
. Z D 500
M

Not this way
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« SOLUTIONS

11. Wedge
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! 2. Battery 12. Magnet
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4. Timer 14. Rifle
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8. Helium 18. Comet
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9. Pirate 19. Egypt
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10. Secret 20. Cubic
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Roman Numerals

65 = LXV, 24 = XXIV, 107 = CVIL, 43 = XLITI, 19 = XIX, 59 = LIX.

Compass Drawings

— 7l — n
1 2 3 4 51 6
Constellations
Polaris Caph
Ari
Ursa T
Minor
Cassiopeia
Schedar
Sirius
Kochab
Canis Major
Pherkad Erral

Adhara

Alfirk

\ Mizar
Alkaid

\ Alioth

. g \ Dubhe
Big Dipper Megrez \\

Alderamin

Phad \

Merak
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4. Knots
Reef Knot — Remember, left over right, right over left.

L 2 ===

Bowline — A useful, solid knot.

FPRRP

Figure 8 — Looks like the number 8.
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Clove Hitch — A classic cowboy knot.
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