
 

 

The most dangerous game 
Step 1—choose your adventurer. 

You can choose your party to be  

 Wildlife photographer. In the early twentieth 

century photojournalism became a practical 

profession as cameras could be taken out of stu-

dios more easily.  Magazines such as time-life 

would be prepared to sponsor photographers 

as they explored Africa . However taking camer-

as and associated lens, developing equipment etc 

made the need to organise expeditions. 

 Archaeologist. From the nineteenth century Eu-

ropeans, and later on north americans launched 

expeditions to uncover the lost secrets of an-

cient African civilisations.  Carrying samples for 

later research, or future financing requires 

large parties. Think Indiana jones! 

 Naturalist. Africa is teeming with wildlife and 

much of it was little known to European civili-

sation. Organisations such as the natural histo-

ry museum and kew gardens would sponsor ex-

peditions to find new creatures (or more hon-

estly catalogue them) and undertake research 

for new applications  



 

 

The most dangerous game 
Step 2—choose your name 

Examples— some are perhaps fictional 

 Wildlife photographer- 

 Ottomar Anschutz, marina cano, ami vitale, 

 franz laning 

 Archaeologist.- 

 Indiana jones, laura croft, roy chapman An

 drews,  Gudrun corvinus, Sheffield airey  neave  

 Naturalist- 

 David Attenborough, david bellamy, dian fossey, 

 jane goodall, joy adamson 

Step 3 -write the name of your expedition on the 

magnetic strip provided. This is used at the end to 

maintain the leader board 

Step 4—start the adventure with your party. 

Lives are represented by bearers. You have seven of 

which six are the bearers  and lastly yourdself 

Camera reels, and tranquilisers are represented by 

red markers these are limited. 

Prestige—which you collect as you go and are rep-

resented by collecting dice. These are important at 

the end 



 

 

Step 4—transverse Africa board by board 

There are six separate zones or  boards that you 

traverse. 

 Sahel—arid grasslands south of the sahara 

 West African or Kamerun jungle 

 South sudan savannah—slavery may still exist 

 The mighty river—nile, congo, niger, who 

knows? 

 “The heart of darkness”  the congolese jungle 

 The plains of the Serengeti and zanzibar 

Step 5—encounters; one of each per board 

 Flora and fauna—insects, plants, disease 

 civilisations—colonial despots, local tribes 

 Wildlife—the big animals 

Step 6—journey’s end and the journals 

Convert the dice into points as you roll them into 

prestige  points  to represent talks to the royal so-

cieties, photospreads in national geographic etc.  

if you survive... 

The most dangerous game 


