
Introduction
In Photographic World, you are wildlife photographers. Your job is to travel 
the world, capturing exceptional photos of animals in their natural habitats. 
Every unique photo you take increases your fame and renown. 

Travel to Australia to snap a fantastic photo of a kangaroo and her joey. 
Set sail to hunt for the best photograph of a sea otter. Head over to South 
America to see an Emerald Tree Boa. 

Be first to photograph three animals in each class to win the certificates. 
Once all certificates are claimed, the game ends. Plan your routes well 
and upgrade your equipment early to increase your chances of victory in 
this set collection race that will have you returning again and again.

Will you become the Wildlife Photographer of the Year?
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Setup
  1. Place the game board in the middle of the table. Display the certificates 

and the stack of World Traveler awards on one side of the board and then 
place the market mat on the other side of the board.

 2. Randomly draw commission tiles to fill the 9 spaces on the top of the 
market mat. Keep the rest of the tiles nearby.

  3. Pull out the tourist cards (white borders), one continent at a time. Shuffle 
each set and place them face-up (photograph showing) on the corresponding 
space on the board.

 4. Then shuffle each set of continent cards (blue border) and place them 
face-down (continent showing) above their corresponding tourist card deck.

 5. Give each player a player board, 3 black cubes, a photographer meeple 
and 6 assistant meeples. Place the cubes on the highlighted spaces on the 
bottom right of your player board.

 6. Place the specialty tokens within reach of all players.

      You are now ready to start the game.
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Best in Class
AMPHIBIANS

Characteristics

= 7
Amphibian 1

Amphibian 2
Amphibian 3

Best in ClassBest in Class

• Live on land and in water

• Breath with lungs and gills

• Webbed feet
• 4 legs

• Moist smooth skin

• Lays many eggs

• Cold-blooded

Object of the Game
Become the Wildlife Photographer of the Year by traveling around the 
world taking photos of animals. Every unique photograph and Best In 
Class certificate you collect earns you fame points. The player with the 
most fame points, when all the certificates have been taken, wins!

How to Gain Fame Points
1. Photograph Animals – Every unique card you collect is 

worth a number of points, as indicated in the star on the 
bottom of the card. 

2. Collect Certificates – Be the first to collect 3 
different animals in each class to win the Best In 
Class certificates, worth 7 points each. Increase 
your set to 5 unique animals in that class to flip your 
certificate to the 10 point side. 
(HINT: There is only one type of animal per class in each 
continent. Also, there are no amphibians in Antarctica & Oceans.)

3. Continents – If, by the end of the game, you have 
photographed at least one animal in each of the 7 
continents, you will be awarded the World Traveler card, 
worth 8 points. Additionally, if you take a photograph 
from every spot in a continent, you then specialize in that 
continent and every unique photograph taken there is worth an 
additional point at the end of the game.

4. Commissions – Each commission tile you collect is 
worth 2 points (these are gained in sets of 3 for a 
total of 6 points per fulfilled commission).  

                          

REMINDER: Only unique photos are worth points. If you have two 
photos of the Rockhopper Penguin, you will only get points for one of 
them, and only one of them counts towards the certificates and bonus 
cards. Sell the other one to the market when you get a chance.

1
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Rhinoceros Beetle

1
American Bullfrog

4
Rocket Frog

2

Poison Dart Frog
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Playing the Game
The player who most recently photographed an animal goes first.

On your turn, assign one of your assistants to an available action space, 
enabling you, the photographer, to carry out that action. The actions are 
Photograph, Travel, and Market. 

If you have no more assistants in your supply, or if you are unable to take 
the action you desire, you must rest. Taking a Rest action enables you to 
return all your assistants to your supply.

After your turn, play passes to the next player in clockwise order.

Actions & Upgrades
Each player starts with very basic equipment and training. This limits what 
you can do. To increase the strength and effectiveness of your actions, 
you must upgrade your equipment. To do this, you must take a Market 
action. This will be detailed further below.

PHOTOGRAPH The photograph action enables you to take a picture. 
The number of animals you will encounter, and the number you can 
photograph before they all spook, depends upon the extent to which you 
have upgraded your camera.

Your basic equipment allows you to take one card from the continent deck 
matching the continent you are on.



6

You may choose to take the top tourist card 
(face-up) or the top card of the continent deck 
(face-down). Place the photo face-up in front of 
you.

Advancing your marker on this upgrade track 
will increase the number of cards you can draw 
and keep from the continent deck. Cards that are not chosen are returned 
to the bottom of the corresponding deck. 

You may only ever take the top card from the tourist deck, no matter how 
far you have upgraded this action.

Mark the spot where you took the photograph on your specialty track. This 
will be discussed more in depth in scoring.

TRAVEL This action allows your photographer to move around the world.

Your basic training enables you to move your photographer to an 
adjacent, unoccupied spot on the the board.

As you upgrade this track, your photographer will be able to move 
farther along a connected path on the board, so long as they land on 
an unoccupied space. Upgrade this track all the way to enable your 
photographer to fly to any unoccupied space on the board.

MARKET This action lets you interact with the market.

Initially, you will only be able to sell a card to the market with this action. 
Selling a card to the market enables you to upgrade one track one space.

Upgrade your market action once to be able to sell or buy a card that 
another player sold previously. Upgrade it again to have the option of 
fulfilling a commission.

To fulfill a commission, you must first have collected photos of all three of 
the indicated animals. Collect the three tiles into your play area and then 
replace the empty spaces on the market mat with three new tiles.
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As soon as you have 3 unique animals in one of the classes 
(mammals, reptiles, etc), take the corresponding Best In Class 
certificate. It is worth 7 fame points. Duplicate animals do not count; 
each animal must be unique.

Game End and Scoring
The game end is triggered once the last certificate has been taken. Each 
player, including the player who claimed the last certificate, recieves one 
more turn and then points are scored. 

1. Duplicates - If you have multiple photos of any animals, you must 
place all extra copies onto the market mat. 

2. Photographs & Certificates - Add up all the fame points on your 
photographs and Best In Class certificates. 

3. Specialty Tokens - If you have a Specialty Token, each photograph 
from the continent depicted on the token is worth an additional point.

4. World Traveler Award - Every player with at least one photo from each 
of the 7 continents receives a World Traveler bonus award card. 

5. Commissions - Each commission tile you’ve collected is worth 2 
points. These will have been collected in sets of three (for a total of 6 
points per fulfilled commission).

The player with the most fame points wins and is declared the Wildlife 
Photographer of the Year! 

In the case of a tie, the player with the most Best In Class certificates 
is the winner. If there is still a tie, the player who fulfilled the most 
commissions in the winner. If there is still a tie, the tied players share the 
victory.

Best in ClassAMPHIBIANS
Characteristics

= 7Amphibian 1
Amphibian 2

Amphibian 3

Best in ClassBest in Class
• Live on land and in water• Breath with lungs and gills• Webbed feet• 4 legs

• Moist smooth skin• Lays many eggs• Cold-blooded
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Solo Variant
Setup
1. Set the board, Market Mat (flipped to the calendar side), and Best In 

Class certificates on the table as you would in a multiplayer game.

2. Choose a player pawn and place it on any spot on the board.

3. Place any unused player pawn on the calendar mat on the day of the 
month indicated by your chosen difficulty level. 

BEGINNER - Begin your trip on Day 10.

INTERMEDIATE - Begin on Day 13.

ADVANCED - Begin on Day 16.

4. Place both dice within easy reach. Place a pile of assistants within 
easy reach to form the supply.

5. Shuffle all the tourist cards together and place them face-down to the 
left of the solo mat to form a draw pile.

6. Draw 3 cards and place them face-up on the indicated spaces on the 
calendar mat.

Goal Collect all the Best In Class certificates by the end of the month.

How to Play
1. Roll both dice and carry out the indicated actions in whichever order 

you’d like. You may use a hired assistant to change the value of a die. 
The assistant is then returned to the supply.

2. Collect certificates, if applicable.

3. Move the tracking player pawn on the calendar mat to the next day. 

4. Discard the rightmost card. Move the other two cards to the right. 
Replace the leftmost empty spot.

5. Take your next turn.
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Actions
If you roll a 1, move your photographer to an adjacent space on the world 
map. 

If you roll double 1’s, you may move to any space on the board and take 
a picture instead of carrying out each die individually. You must be in the 
continent indicated on the card in order to take it.

If you roll a shopping cart, you may hire an assistant, taking it from the 
supply and placing it near you to use on a later turn. 

If you roll a camera, you may take one of the face-up cards in the row 
of available pictures or the top card of the draw pile IF you are in the 
continent indicated on the card.

If you roll double cameras, you may choose to claim any one card in the 
discard pile, instead of carrying out each die individually, so long as you 
are in the continent indicated on the card you choose.

If you roll a ?, you decide if you want it to be a 1, a shopping cart, or a 
camera. 

As soon as you have 3 unique animals in one of the classes (mammals, 
reptiles, etc), take the corresponding Best In Class certificate. Duplicate 
animals do not count; each animal must be unique.

Game End
The game ends when one of the following things happens:

1. You collected all the Best In Class Certificates. Congratulations, 
YOU WIN!

2. There are no more available cards to take. Your memory card is full. 
Try again.

3. Your tracking player pawn lands on the last day on the calendar mat. 
You ran out of time. Try again.
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A Word on Game Schooling
Game schooling is using board and card games to teach and reinforce 
a myriad of academic and social/emotional skills. Research shows that 
children learn and retain information best through play. Children take more 
risks in games because it is not about getting a question right or wrong; 
it is about the process. The game itself gives the child a different goal to 
focus on while improving in math, language arts, science, and so on.

Educational Benefits of Photographic World
1. Science – Learn about 41 different animals: where they live and how 

to classify them.

2. Social Studies – Identify the 7 major continents. Oceans are also 
labeled and can be pointed out.

3. Math – Practice addition as you calculate your scores at the end of 
the game. Do not use a calculator. Add up the scores in your head or 
on a piece of paper. 

Looking for more games with educational benefits? Check out the Game 
School section of the Bright Beetle Games website for suggestions. 

www.brightbeetlegames.com
Bright Beetle Games is dedicated to bringing you fun board games to play 
as a family, that happen to have great educational value!
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