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For the Players: 

You and your friends decided to take a camping trip 

in Alaska, way up north. Even though it’s spring, it’s 

still very cold, and there is still a ton of snow on the 

ground. Even worse, the small plane flying you out to 

your destination has crashed. One of you can be the 

pilot if you want. 

Are you injured? Roll a d6: 

1,2 – You are unhurt 

3,4 – You break a leg 

5-6 – You break an arm. 

 

What did you manage to recover? Roll a D6: 

1- A rifle, with 2d6 bullets 

2- A knife 

3- A tent (holds 2) 

4- A compass 

5- 50 ft of rope 

6- First aid kit 

You also have 1d6 days’ worth of food. 

Getting home:  

You are at least two weeks walk from the nearest 

town, in rough, mountainous terrain. You don’t have 

enough food to last you until you get there either. 

There may be a smaller settlement, or Innuit village 

closer, but your map doesn’t show it.  

You are going to spend your time telling the DM 

(disaster master) what you do with each of your days. 

He will be keeping track of how far you get, and rolling 

to see what sort of catastrophes arise. 

Want to do things? 

Roll a d6. Odds it succeeds, evens it fails. The higher 

the number, the better or worse it succeeds/fails 

Running out of Food: 

Each day a player goes without food, add 1 starvation 

point. If a player gets to 10, they are too weak to 

travel on. 2 rations can remove 1 starvation point. 

For the record, a human body is worth 8 days of 

rations. 

Good luck. 

For the DM: 

It is 14 days walk to civilization. For every broken leg, 

add 2 days. For every broken arm, subtract 1d6-1 days 

of rations from the entire group’s total. Add 1 day 

travel without a compass. Every two days the party 

goes without food, add one day of travel time. 

For each day of travel, roll 2d6. You can reroll as you 

feel needed. You have to reroll if you roll the same 

result two days in a row. 

2- Stormed in. No travel is possible today. If they don’t 

have enough tents, double ration intake for the day. 

3- Bear attack. A grizzly protecting her cubs attacks 

the party. 

4- Find an abandoned hut. Inside is 1d6 bullets, and 

1d6 rations. 

5- Ravine. Add a day of travel, unless they figure a way 

across (impossible without rope). 

6- Find an Indian Burial ground. There are knives to be 

found. 

7- Something snuck into the packs last night and ate 

1d6 rations. Maybe it was one of the party? 

8- They hear the sound of a plane in the distance. 

9- Avalanche. Items will be lost. Maybe people. 

10- A wolf pack is stalking them. 1d6 wolves. 

11- They come to a wide river. The water is icy. 

12- They stumble into a patch of spring berries. You 

find enough to feed you for the day. 

Hunting: Each day they can spend one bullet to roll a 

d6. 

1- Miss 

2- Wounded, but escaped 

3- Rabbit (1 ration) 

4- Fox (2 rations) 

5- Goat (4 Rations) 

6- Deer (8 rations) 

Wendigo: There are rumors that the Wendigo stalks 

the cold north. For those who want to play with a 

potential supernatural streak, add the optional 

‘Wendigo Rules.’ 
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