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Introduction 

Details 

This is a rulebook for a cooperation survival-based board game made for 

an anthropology class at Washington State University. It is centered around 

hunter-gatherers. We primarily used Homo neanderthalensis, or more 

commonly known as Neanderthals (nee·an·dr·taal), as inspiration for the 

mechanics and design, but Homo erectus was used as well. 

Can you and your friends survive as a group of Neanderthals over 200 

thousand years ago? 

 

Features 

Players: 1-5      

Ages: 12+ 

Duration: Untested 

WARNING! Not suitable for children under 36 months. Small parts. 
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Summary 

In this game, players are a group of Hunter-Gatherers trying to survive a 

full year. There are multiple ways the game can end: Disharmony reaches 

six, there are no characters left, or a full year has passed. Only the last 

ending is considered a win. Work together to scrounge up enough food, 

water, shelter, and happiness to sustain the group as the seasons 

progress.  
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Set Up 

1. Shuffle the Tiles and place one face-up in the center of the play area. 

Place a Shelter token in the center. This is your starting Base Tile. Place 

the remaining Tiles face-down in its box to the side of the playing area. 

2. Shuffle each Tile Deck and place them face-down near the playing area. 

3. Shuffle the Random Events cards and place them face-down near the 

playing area. Place the Round Tracker sheet and Tracker beside it. 

4. Separate all the Item cards from each other and place them in piles 

face-up. If the play area allows it, place the Hide Scraper at the top, 

Animal Hide and Bark underneath it, Clothing Set, Spear, and Hand Axe 

underneath that, and the Bandage Wrap and Basket underneath that.  

5. Deal 5 Hunter and 5 Gatherer cards total to the players, dividing equally 

as possible. Then, starting with the player whose birthday is next, and then 

going clockwise, roll a die. If even, add a Child Character card to that 

player's Characters. Do this until either all players have rolled dice or two 

Child Character cards have been added. Place the rest to the right of the 

Item cards. 

6. Place the Food and Water Supply Tile, the Graveyard Tile, Camp Fire, 

and the Harmony Circle together near the play area. Place the Food, Water 

Droplet, Skull, and Disharmony Tokens near these, as well as the dice. 

 

The game is ready to be played!  
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Gameplay 

🔴Rounds🔴 

To survive the whole year and win the game, your group will have to 

withstand all 4 seasons. In this game, each season is 3 rounds long, 

making the entire year 12 rounds total. 

Each round will consist of all players deciding how to use their Actions and 

drawing a Random Event card, either at the Beginning or End (see Random 

Event Cards, page 9).  

🔴Actions🔴 

At the start of each Round, after checking the Random Event Card, each 

player will have one Action for each Character they have. After using a 

Character's Action, flip over their Character Card. Players can use the 

Actions however they like, so here are various ways a Player may use an 

Action in a round: 

● Collecting water 

● Hunting 

● Gathering 

● Exploring 

● Tool making 

🔴Ending a Round🔴 

A Round will end once all players are in agreement to continue with the 

game. Once a Round has ended, read the Ending Random Event Card if 

applicable, and as a group, resolve the Round Goals.  
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Gameplay 

🔴Round Goals🔴 

Round Goals are goals that players are working towards during each 

Round. Not meeting a goal every Round could have devastating 

consequences. 

The goals are: 

● Water 

At the end of a Round, check the Food and Water Supply Tile for the Water 

Droplet token. If it is not there, add a Disharmony token to the Harmony 

Circle. If the Water Droplet is on the Base Tile, remove it and move on. 

● Food 

At the end of a Round, check to see if there are enough Food Tokens for 

everyone. For each Adult Character (Hunters and Gatherers), your group 

must have 1 Food Token available, and for each Child Character, your 

group must have a ½ Food Token available (rounding up if there is an odd 

number of Children). If there are not enough Food Tokens for all of the 

Characters, then for each Food Token missing, choose an Adult to not eat. 

Each Adult who does not eat dies (Go to Injury and Death, page 11). Remove all 

Food Tokens from the Food Supply at the end of this goal and move on. 

● Harmony 

At the end of a Round, confirm that your group is still in Harmony. If there 

are 6 Disharmony Tokens in the Harmony Circle, then the group has 

broken into chaos and disbands, dooming each surviving Character to die. 

If this happens, your group has lost the game (Go to End Game, page 12)! 
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Gameplay 

🔴Actions Explained🔴 

Let's revisit the actions mentioned earlier and go into more detail on how 

to do each action. 

● Collecting water 

Every round, the group will need to have the Water Droplet Token secured. 

To do this, the group must collect water. This can be simply done using 

one Actions in most Tiles. After doing this, place the Water Droplet Token 

on the Food and Water Supply Tile. However, if your Base Tile is a Desert 

Tile, a player will have to roll a die to see if they were successful. If it is 

even, your group has succeeded in finding water. If it is odd, they have 

failed. They can try once more for the cost of another Action.  

● Hunting 

Every round, the group will need to have enough Food Tokens, which at 

max is 11 tokens at the start of the game. One way to secure this is 

through hunting. Each player gets to choose how many Characters to send 

on the Hunting Party, with each Character addition costing an Action. If 

there are 3 Adults in a Hunting Party, roll two dice instead of one. Once the 

Party Members have been chosen, each player who has at least one 

Character in the Hunting Party gets to decide together whether they are 

hunting on the Base Tile or moving to an adjacent, already explored Tile. 

Once that has been decided, decide which player will read the top card 

from that Tile's Tile Deck, with their Hunters being "High Risk". Be careful, 

as hunting poorly can have disastrous consequences for that player, as well 

as the group. 
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Gameplay 

🔴Actions Explained, Continued🔴 

● Gathering 

Gathering works in a similar way to Hunting. Each player gets to choose 

how many Characters will go Gathering, with each Character addition 

costing an Action. Gathering can only happen on the Base Tile. Reference 

to the chart below to how many Food Tokens are rewarded for Gathering 

based on the Base Tile's type and season. For each Character in the party 

over 3, roll a die. If 5 or 6, an extra Food Token is rewarded. 

 Coastline Desert Forest Grassland Mountain Taiga 

Spring 5 2 5 5 4 3 

Summer 5 1 5 5 4 3 

Fall 4 2 5 5 4 3 

Winter 4 2 4 4 4 3 

 

● Exploring an adjacent Tile 

You can only visit and explore the four Tiles surrounding your Base Tile.  

When you first start, the only Tile visible to you will be your Base Tile. To 

explore, spend an Action to reveal a new Tile and connect it to the Base 

Tile on any side. If a Tile has already been explored, a player can move a 

Character there and back, where they can use any Actions they wish at the 

adjacent Tile. 
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Gameplay 

🔴Actions Explained, Continued🔴 

● Tool making 

There are six tools available to be made. They are: 

- Hide Scraper 

A useful multiple-use tool. Use with the item Animal Hide to craft other 

tools or items, like a Clothing Set and a Bandage Wrap. All groups start 

with this tool, but if for some reason you need to make another one, use 

an Action and by the start of the next Round it will be ready to use.  

- Hand Axe 

A helpful tool. If a Hunter has this equipped while hunting, add +1 to the 

die result. If a Gatherer has this equipped while gathering, gather one 

extra Food Token. To craft, use an Action and by the start of the next 

Round it will be ready to use. 

- Spear 

A more specialized weapon. This is required to hunt in water locations, like 

a River or the Coastline. Plus, if a Hunter has this equipped while hunting, 

add +2 to the die result. To craft, use an Action and Bark. 

- Clothing Set 

A needed article. Equip onto a character. If needed, this player can hunt or 

live in colder environments like the Taiga or the Mountains. This also allows 

Characters to leave the Base Tile in Winter. Once equipped, it cannot be 

taken off the Character unless they visit the Desert or the Grasslands 

during Summer. To craft, use an Action, Animal Hide, and a Hide Scraper. 
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Gameplay 

🔴Actions Explained, Continued🔴 

● Tool making, Continued 

- Bandage Wrap 

A one-use healing item. Use on an injured Character to heal their wounds. 

Heals all Minor Injuries instantly or can take one Round to heal one Major 

Injury. To craft, use an Action, Animal Hide, and a Hide Scraper. 

- Basket 

A useful utility. Allows up to four excess Food Tokens to be brought into 

the next Round. To craft, use an Action and Bark. 

If a tool does not say it is a one-use item, then it may be used infinitely and can only be 

forcefully discarded by a Card, like a Random Event Card. 

🔴Random Event Cards🔴 

At the start of each Round, check the back of the top card on the Random 

Event Card Deck. This is because on the back of every Random Event Card 

is the letter 'B' or 'E'. 'B' means 'Beginning', and 'E' means 'End'. If it says 

B, read the card at the beginning of Round, but if it says E, read it at the 

End. Different cards have different effects, and some need to be read at 

the beginning while others need to be read at the end. 

If for whatever reason, a card's effects do not apply, try your best to apply 

them, but if it is impossible (requires 2 Characters, you only have 1), then 

discard the card. Lucky! 
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Gameplay 

🔴Seasons🔴 

Seasons are 3 rounds long. The game starts in Spring and will last until the 

end of Winter unless your group fails. Each season will affect your group in 

different ways, but the most noticeable will be food collection. Hunting will 

prove to be harder, and gathering is seen to be less efficient than usual. 

Your group will have 3 seasons to prepare for Winter, so make sure you do 

so. 

Some other changes include Water may be harder to find in certain Tiles in 

the Summer, like the Grasslands. Now as well as using an Action, groups 

will also have to roll a die and get even to succeed. Otherwise, they can try 

two more times, each for the cost of another Action. During the Summer, 

groups in the Desert also have the chance to try two more times. 

Another change is that for each Character leaving the Base Tile while in 

Winter will require a Clothing Set, unless the Tile they're moving to is a 

Desert. 

 

🔴Characters🔴 

Character Cards are fairly simple, as the only information that impacts 

gameplay is their role. There are 3 different roles: Hunter, Gatherer, and 

Child. Hunters and Gatherers are considered adults, and groups will start 

with 5 of each at the beginning of the game, with a chance to start with up 

to 2 Children. Children cannot do any work, and simply play during the 

day, but will require less food to sustain.  
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Gameplay 

🔴Character Unhappiness🔴 

Hunters and Gatherers are not strict roles these adults were forced into; 

instead, they are the roles these Characters prefer and enjoy. So, if a 

player were to make a Hunter gather or a Gatherer hunt, that would make 

the Characters unhappy. If this mismatch of work happens twice at all, 

then add a Disharmony Token to the Harmony Circle.  

🔴Injury and Death🔴 

Death can be quite unfortunate, which it really is in this game.  

Injuries can be caused from hunting or card effects. There are two types of 

Injuries: Minor and Major. Characters with Minor Injuries can still function 

mostly fine, seeing no change in the way they do most Actions. If hunting, 

however, it will slow down the Party, causing a -1 to the hunting die roll. 

Major Injuries are more serious, and Characters with these are bedridden 

until they are healed or dead. At the end of each Round, roll a die for each 

injury. If 5 or 6, the wound has progressed. If previously Minor, it becomes 

infected and is now Major. If previously Major, the infection becomes too 

much for the Character to bear, and they die. If a Character gains more 

than 2 Major Injuries, they will also die. If a 1, the wound heals one step 

naturally. 

A Character can die from not getting a Food Token in a Round, injuries, 

and from card effects. When a Character dies, place their card at the 

bottom of the Character Card Deck. Place a Skull Token in the Graveyard 

to signify their death. Place a Disharmony Token in the Harmony Circle for 

every two Skulls. 
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End Game 

Welcome to the end of the game! Most likely you are reading this because 

you don't know the rules or you've forgotten them and need to reference 

them again at the end of the game. Either way, the ways to the end game 

include Disharmony reaches six tokens, there are no more surviving adult 

Characters, or 12 rounds have been finished successfully (a full year in 

game). Thus, let's move onto scoring: if you won, count your points! 

Add +1 point for every Character still left alive. +2 for Child Characters. 

Add +2 points for every tool made, including discarded ones (like Bandage 

Wraps). 

Add +1 point for every Tile explored. 

Add +1 point for every Disharmony Token not in the Harmony Circle. 

Add any miscellaneous points Random Event Cards may have given. 

 

Scoring Sheet 

50 or above - A Masterful Group, 5 Gold Stars! 

40 - A Knowledgeable Group, 4 Gold Stars! 

30 - An Adequate Group, 3 Gold Stars! 

15 - A Struggling Group, 2 Gold Stars! 

10 or below - A Dying Group, 1 Gold Star! 
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Reasoning 

This part of the Rulebook is to help explain why these mechanics were 

chosen to help represent Hunter-Gatherers as a whole or specifically 

Neanderthals. As a warning, the following is not necessarily cited, but more 

of a general, shallow look at the research we did to design the game. 

The basic theme of the game is survival as a Hunter-Gatherer group, so 

that's why we heavily incorporated basic survival goals, such as food, 

water, and shelter, as well as natural forces, such as seasonal changes, 

unpredictability (shown through Random Event Cards). It's difficult to 

accomplish on purpose, as it could not have been easy to survive in these 

harsh conditions with much less information than we know today. 

In our game, you start out with 10 to 12 Characters, which is on the 

smaller side, but still in the range for a typical Neanderthal group size. 

Although it seemed like there would be more adolescents in actuality, we 

did group teens into the Adults category, but also tweaked it in mind of the 

gameplay. 

On the topic of Characters, the idea of unhappy Characters if you force 

them out of their chosen role was entirely conjured from an article which I 

will link here as it is a good read. It talks about how individuals had high 

autonomy and could choose what they did with each day. We originally 

toyed with the idea of having Characters 'rest' and cannot do Actions, or 

having a randomized 'Mood', but that proved to be more complicated and 

not as fun as having "self-chosen" roles for each Character. This is also 

why the Rounds are freeform, where there is no defined leader, and simply 

everyone works together and does what they want to do, like with Hunting 

Parties and such. The article also talks about how children did not 

http://www.scholarpedia.org/article/Hunter-Gatherers_and_Play
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contribute, but instead played/trained, which is why Children in our game 

cannot use Actions. 

Reasoning 

Instead of having a Character simply starve and be weaker the next 

Round, we decided to have the Character die if there were not enough 

Food Tokens to go around. From a gameplay standpoint, it makes the 

stakes higher, but also because Neanderthals did not have the most 

nutritious diet, and a few articles did mention findings of stunted growth in 

Neanderthal remains, so if they missed a whole Round's worth of meals, 

they simply wouldn't be able to make it. 

The Tile system was made so the map and far surroundings are unknown 

to the players and the group, similar to how it would've been for Hunter-

Gatherers. Since each Tile is in a sense an entire biome, it would take a lot 

of time to move across these, which is why an Action is needed to move 

across.  

It took a while to figure out what tools to include in the game, as we didn't 

want to make it too complicated of a system while also showcasing the 

types of tools Hunter-Gatherers, or more specifically Neanderthals in most 

cases, had. Hand axes were a popular choice, so they were included. The 

other tools were added because of Neanderthals, as earlier Hunter-

Gatherers like Homo erectus did not necessarily use them, but in the end 

Mousterian tools would make for much more compelling gameplay. This 

includes the tools like a hide scraper. Baskets were included because of 

articles discussing possible Neanderthal fiber technology. This is also where 

we found information about birch bark tar, used in tools and such, which is 

why Bark is required to make the Spear tool. Bandage wraps were included 

https://www.nytimes.com/2020/04/09/science/neanderthals-fiber-string-math.html
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because it's thought that they cared for their fellow group members in that 

way. 

Reasoning 

The campfire at the Base Tile is implying the use of controlled fire, which 

Neanderthals and most Hunter-Gatherers were believed to have. They use 

the fire to cook, and do things like make the birch bark tar. 

Most of the fun information is in the Random Events, where we took lots of 

inspiration from articles we read about how life really was for 

Neanderthals, or at least how we think it was. They're mostly self-

explanatory, however.  

Hopefully, the signifying of death in the game already caught your eye, as 

it is an obvious tie to the Neanderthal Shanidar Cave flower burials. 
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Components 
 

30 - Food Tokens 

10 - Skull Tokens 

6 - Disharmony Tokens 

5 - Dice 

1 - Water Droplet Token 

1 - Shelter Token 

1 - Harmony Circle 

1 - Camp Fire 

1 - Food and Water Supply Tile 

1 - Graveyard Tile 

1 - Rounds Checklist 

1 - Round Tracker and Tracker 

 

21 - Environment Tiles 

10 - Forest Tile Cards 

10 - Grassland Tile Cards 

10 - Coastline Tile Cards 

10 - Desert Tile Cards 

10 - Mountain Tile Cards 

10 - Taiga Tile Cards 

 

48 - Item Cards 

21 - Random Event Cards 

18 - Character Cards 

 



 

 

18 

Credits 

🔴Mikaela Dean🔴🔴Daryl Leischner🔴🔴Malik Roberson🔴 

We all helped with research, ideas on how to transfer that to gameplay, 

mechanic balancing, board building, and more. 

  

Our more prominent individual contributions: 

Mikaela Dean wrote the rough draft of this rulebook. 

Daryl Leischner focused on creating engaging random events. 

Malik Roberson crafted the hunting animal die rolls system. 

 

 



Character Cards 

 
 

Hunter 
 

 
 

Hunter 

 
 

Hunter 

 
 

Hunter 

 
 

Hunter 

 
 

Hunter 

 

 
 

Gatherer 

 
 

Gatherer 

 
 

Gatherer 

 
 

Gatherer 

 
 

Gatherer 

 
 

Gatherer 

 



 
 

Child 

 
 

Child 

 
 

Child 

 
 

Child 

 
 

Child 

 
 

Child 



Hunting Cards 

 

Yak 

Taiga 

 

Yaks live at the highest altitude of any mammal. 

 

 

 

Roll a die. 

 

1: 0 Food Tokens 

All Hunting Party members receive 

Minor Injuries 

2: 1 Food Token 

High Risk Hunter receives  

a Major Injury 

3-4: 4 Food Tokens 

5: 7 Food Tokens, 1 Animal Hide 

6-11: 8 Food Tokens, 1 Animal Hide 

12: 15 Food Tokens, 2 Animal Hides 

 

Yak 

Taiga 

 

A wild yak doesn't reach full size until six to eight 

years of age. 

 

 

 

Roll a die. 

 

1: 0 Food Tokens 

All Hunting Party members receive 

Minor Injuries 

2: 1 Food Token 

High Risk Hunter receives  

a Major Injury 

3-4: 4 Food Tokens 

5: 7 Food Tokens, 1 Animal Hide 

6-11: 8 Food Tokens, 1 Animal Hide 

12: 15 Food Tokens, 2 Animal Hides 



 

Deer 

Taiga 

 

There are over 60 different species of deer worldwide. 

 

 

Roll a die. 

 

1: 0 Food Tokens 

1 Hunting Party member receives a 

Minor Injury. 

2-4: 5 Food Tokens 

5: 5 Food Tokens, , 1 Animal Hide 

6-11: 7 Food Tokens, 1 Animal Hide 

 

12: 10 Food Tokens, 2 Animal Hides 

 

 

Deer 

Taiga 

 

The largest deer species was the Irish Giant Deer 

which went extinct 11,000 years ago. 

 

 

Roll a die. 

 

1: 0 Food Tokens 

1 Hunting Party member receives a 

Minor Injury. 

2-5: 5 Food Tokens 

5: 5 Food Tokens, , 1 Animal Hide 

6-11: 7 Food Tokens, 1 Animal Hide 

 

12: 10 Food Tokens, 2 Animal Hides 

 



 

Deer 

Taiga 

 

With the head stationary, deer can see at a 300 degree 

angle around. 

 

 

Roll a die. 

 

1: 0 Food Tokens 

1 Hunting Party member receives a 

Minor Injury. 

2-4: 5 Food Tokens 

5: 5 Food Tokens, 1 Animal Hide 

6-11: 7 Food Tokens 

 

12: 10 Food Tokens, 1 Animal Hide 

 

Deer 

Taiga 

 

The fastest running speed of deer is 30 miles per hour. 

 

 

Roll a die. 

 

1: 0 Food Tokens 

1 Hunting Party member receives a 

Minor Injury. 

2-4: 5 Food Tokens 

5: 5 Food Tokens, 1 Animal Hide 

6-11: 7 Food Tokens 

 

12: 10 Food Tokens, 1 Animal Hide 



 

Deer 

Taiga 

 

All deer species have antlers, except for the Chinese 

water deer. 

 

 

 

Your party stumbled upon a few dead deer, 

recently slaughtered by what seems to be 

wolves. 

For how much you can take back: 

1-2 Members in the Party: 

4 Food Tokens 

3-4 Members in the Party: 

6 Food Tokens 

5+ Members in the Party: 

7 Food Tokens 

 

 

 

Wolves 

Taiga 

 

Wolves have only one breeding season per year – in 

the winter. 

 

Your party runs into a small pack of wolves. 

You have 2 Choices: 

Run Away or Fight. Roll a die. 

Take a -2 to the die roll if in Winter. 

Running Away  |  Fighting 

1: All members gain a Minor Injury | All members gain 

a Minor Injury and a High Risk member also gains a 

Major Injury 

2-5: A High Risk member and one other member 

gains Minor Injuries. | A High Risk member gains a 

Major Injury, but recovers 2 Food Tokens. 

6-11: Everyone gets away safely. | Everyone gets 

away safely with 4 Food Tokens. 

12: Everyone gets away safely, and the euphoria 

grants back half the Actions used for this hunt. | 

Everyone gets away safely, with 8 Food Tokens and 2 

Animal Hides. 



 

Freezing Cold 
Taiga 

 

The average temperature in Taigas is below freezing for 

six months out of the year. 

 

Somehow, somewhere, your party got lost 

along the way, and it doesn't help with the 

freezing snow and hail peltering your faces. 

Roll a die. 

 

1: Frostbite sets in. Half of your party (round 

down) gains a Minor Injury. 

2-5: You stay lost and barely make it back to 

the Base Tile. 

6+: You find your original path.  

Draw again. 

 

Bark 
Taiga 

 

Bark beetle infestations can kill entire forests and 

thousands of hectares of taiga. 

 

Along your party's way, you see easily 

harvestable bark. 

Roll a die. Add +1 to the roll if a High Risk 

Hunter has a Hand Axe. 

 

1-2: The bark crumbles. 

3-5: Your party recovers one Bark. +1 Bark 

Item Card. 

6+: Your party is able to peel off two Bark 

pieces. +2 Bark Item Cards. 

 

 

Draw again after rolling. 

 

 



 

Fish 

Coastline/River 

 

The average size for a Chinook Salmon is about 74  lbs. 

 

 

 

Roll a die. 

 

1: 3 Food Tokens 

 

2-11: 7 Food Tokens 

 

12: 9 Food Tokens 

 

 

Fish 

Coastline/River 

 

There are over 30,000 known species of Fish. 

 

 

 

 

Roll a die. 

 

1: 3 Food Tokens 

 

2-11: 7 Food Tokens 

 

12: 9 Food Tokens 

 



 

Fish 

Coastline/River 

 

Catfish have over 27,000 taste buds and Humans only 

have 9,000. 

 

 

 

Roll a die. 

This requires a Spear for each  

member in the Hunting Party.  

 

1: 3 Food Tokens 

 

2-11: 7 Food Tokens 

 

12: 9 Food Tokens 

 

 

 

Fish 

Coastline/River 

 

Some fish give birth to live babies, like the Great 

White Shark, rather than laying eggs. 

 

 

 

Roll a die. 

This requires a Spear for each  

member in the Hunting Party.  

 

1: 3 Food Tokens 

 

2-11: 7 Food Tokens 

 

12: 9 Food Tokens 

 

 



 

Tortoise 

Coastline/River 

 

The greatest speed achieved by a Tortoise is 0.28 m/s. 

 

 

Roll a die. 

This requires a Spear for each  

member in the Hunting Party.  

 

1-2: 4 Food Tokens 

 

3-11: 7 Food Tokens 

 

12: 11 Food Tokens 

 

 

Tortoise 

Coastline/River 

 

A turtle shell contains 60 interconnected bones. 

 

 

Roll a die. 

This requires a Spear for each  

member in the Hunting Party.  

 

1-2: 4 Food Tokens 

 

3-11: 7 Food Tokens 

 

12: 11 Food Tokens 

 



 

Tortoise 

Coastline/River 

 

A group of Tortoises is called a Creep, but most prefer 

to be alone. 

 

 

Roll a die. 

This requires a Spear for each  

member in the Hunting Party.  

 

1-2: 4 Food Tokens 

 

3-11: 7 Food Tokens 

 

12: 11 Food Tokens 

 

 

 

Too Deep 

Coastline/River 

 

One of your Hunting Party members ventures too far 

off the coast and starts to drown.  

 

 

If there is only 1 Adult in your Hunting Party: 

They return to base next Round with a Minor 

Injury, and are unable to use their Action for 

that Round. 

 

If there are 2 or more Adults in your hunting 

party: Someone quickly follows and is able to 

save the day. Draw another Card. 

 

 



 

Watch Your Step 

Coastline/River 

 

 

While hunting, the High Risk Member 

accidentally trips over a rock lodged in the 

bank, slamming their head downwards. 

 

Roll a die. 

1: Unfortunately, the Character's head ran directly into 

a sharp piece, causing blood to violently pour out. If 

your group has a Bandage Wrap already, you can 

choose to use this to save their life. Otherwise, the High 

Risk Member dies. 

 

2-5: The Character's arms scrape up against a few rocks. 

They gain two Minor Injuries. 

 

12: The Character's reflexes are extremely quick, saving 

themselves from injury. 

 

Abandoned Spear 

Coastline/River 

 

 

While your Party is traveling, one Member 

spots a Spear sticking out of some sand or 

mud. 

Roll a die and draw again. 

 

1: The Spear snaps in half, broken beyond 

repair. 

 

2-5: Pulling the Spear out of the ground 

damaged the handle, so gain 1 Spear item. 

For it to be usable, use 1 Action to repair it at 

any time.  

 

6+: The Spear is retrieved without any 

damage. Add 1 Spear. 

 



 

Deer 

Grasslands/Plains 

 

Male Deer grow brand new antlers each year. 

 

 

 

Roll a die. 

 

1: 0 Food Tokens 

1 Hunting Party member receives a 

Minor Injury. 

 

2-5: 5 Food Tokens, 1 Animal Hide 

 

6-11: 7 Food Tokens, 2 Animal Hides 

 

12: 10 Food Tokens, 2 Animal Hides 

 

 

 

Deer 

Grasslands/Plains 

 

A newborn Deer is usually able to stand within 10 

minutes of birth, and walk within 7 hours. 

 

 

Roll a die. 

 

1: 0 Food Tokens 

1 Hunting Party member receives a 

Minor Injury. 

 

2-5: 5 Food Tokens 

 

6-11: 7 Food Tokens, 1 Animal Hide 

 

12: 10 Food Tokens, 2 Animal Hides 

 



 

Deer 

Grasslands/Plains 

 

You find the dead bodies of some Deer hidden in the 

tall grass. 

 

Roll a die. 

 

1: They must’ve died a long time ago. The 

meat appears to be rotting or infected. 0 Food 

Tokens. 

 

2-5: A good portion is still salvageable. Gain 5 

food tokens. 

 

6+: Their predators must have just left. These 

Deer are in amazing condition!  

Gain 9 Food Tokens 

 

Deer 

Grasslands/Plains 

 

Deer are believed to be colorblind, and see things at a 

lower resolution than Humans do. 

 

Roll a die. 

 

1: 0 Food Tokens 

1 Hunting Party member receives a 

Minor Injury. 

 

2-5: 5 Food Tokens 

 

6-11: 7 Food Tokens, 1 Animal Hide 

 

12: 10 Food Tokens, 2 Animal Hides 



 

Bison 

Grasslands/Plains 

 

Bison are the largest mammals in North America. 

 

 

 

Roll a die. 

 

1-2: 0 Food Tokens 

 

3-5: 6 Food Tokens 

 

6-11: 8 Food Tokens, 1 Animal Hide 

 

12: 11 Food Tokens, 1 Animal Hide 

 

 

Bison 

Grasslands/Plains 

 

The Genus, Species, and Subspecies names for Bison 

are all Bison, making its scientific name Bison Bison 

Bison. 

 

 

 

Roll a die. 

 

1-2: 0 Food Tokens 

 

3-5: 6 Food Tokens 

 

6-11: 8 Food Tokens, 1 Animal Hide 

 

12: 11 Food Tokens, 1 Animal Hide 

 

 



 

Bison 

Grasslands/Plains 

 

There are around 30 to 60 million Bison currently living 

in North America. 

 

 

 

Roll a die. 

 

1-2: 0 Food Tokens 

 

3-5: 6 Food Tokens, 1 Animal Hide 

 

6-11: 8 Food Tokens, 1 Animal Hide 

 

12: 11 Food Tokens, 1 Animal Hide 

 

 

Wild Rabbits 

Grasslands/Plains 

 

Rabbits can turn their ears 180 degrees in either 

direction. 

 

 

 

Roll a die. 

 

1-5: 5 Food Tokens 

 

6: 8 Food Tokens 

 

7-11: 9 Tokens 

 

12: 10 Food Tokens 



 

Wild Rabbits 

Grasslands/Plains 

 

Root vegetables, like carrots, are not a natural part of a 

Rabbit’s diet. 

 

 

 

Roll a die. 

 

1-5: 5 Food Tokens 

 

6: 8 Food Tokens 

 

7-11: 9 Tokens 

 

12: 10 Food Tokens 

 

 

Pond 

Grasslands/Plains 

 

You see a small pond on your way to the 

hunting grounds. Maybe it’ll be drinkable? 

 

If you have any more than 2 Hunters in your 

party, you can use an Action to collect water 

here. 

 

If not, Roll a die. 

1-3: Each of your Hunters drinks from the 

pond, regaining the strength they’ve lost to 

travel. Add 1 to the next die roll. 

4-6: The water is dirty and teeming with 

algae. You decide not to approach it. 

 

Draw again. 

 



 

Tortoise 

Desert 

 

Tortoises can survive in areas where the ground 

reaches 60 degrees celsius. 

 

 

 

Roll a die. 

 

1-2: 5 Food Tokens 

 

3-11: 7 Food Token 

 

12: 11 Food Tokens 

 

Tortoise 

Desert 

 

A desert tortoise spends 95% of its life in a burrow. 

 

 

 

Roll a die. 

 

1-2: 5 Food Tokens 

 

3-11: 7 Food Token 

 

12: 11 Food Tokens 

 



 

Wild Rabbits 

Desert 

 

Rabbits re-swallow up to 80% of their feces in order to 

make better use of their food. 

 

 

 

Roll a die. 

 

1-5: 5 Food Tokens 

 

6: 8 Food Tokens 

 

7-11: 9 Tokens 

 

12: 10 Food Tokens 

 

 

 

Wild Rabbits 

Desert 

 

The average lifespan of a Rabbit is up to 9 years. 

 

 

 

Roll a die. 

 

1-5: 5 Food Tokens 

 

6: 8 Food Tokens 

 

7-11: 9 Tokens 

 

12: 10 Food Tokens 

 

 



 

Wild Rabbits 

Desert 

 

Some Rabbits pad their nests, called forms, with fur 

from their own stomachs. 

 

 

 

Roll a die. 

 

1-5: 5 Food Tokens 

 

6: 8 Food Tokens 

 

7-11: 9 Tokens 

 

12: 10 Food Tokens 

 

 

Coyotes 

Desert 

You spot a pair of coyotes headed towards the same 

group of prey as you. You have two options. 

 

If you choose to find a new area to hunt, spend 1 

extra Action to draw another card. 

Alternatively, you can choose to attempt to scare 

them away. 

 

Roll a die. 

(+2 to the roll for each Spear or Hand axe held by a 

Hunting Party Member. If the end result is less than 5, 

discard any tool cards used) 

1-3:  Your attempt fails, and a High Risk hunter 

receives a minor injury. 

4-6:  You’ve successfully scared away the pair as well 

as some of the other wildlife. Draw another card and 

subtract 2 from the next die roll. 

7+: The coyotes spot you and leave without a fight. 

Draw a card until you get a non-Coyote card and 

reshuffle. 



 

Coyotes 

Desert 

You spot a pack of coyotes headed towards the same 

group of prey as you. You have two options. 

 

If you choose to find a new area to hunt, spend 1 extra 

Action to draw another card. 

Alternatively, you can choose to follow them and hope 

for scraps. 

Roll a die. 

 

1-3: The coyotes scare off the other wildlife in the area 

and leave nothing for you to scavenge.  

 

4-6: You find some left over scraps from their hunt. 

Gain 3 food tokens.   

 

7+: The pack leaves behind more than enough for your 

group to take back, gain 6 food tokens. 

 

 

 

Coyotes 

Desert 

You spot a pair of coyotes headed towards the same 

group of prey as you. You have two options. 

 

If you choose to find a new area to hunt, spend 1 

extra Action to draw another card. 

Alternatively, you can choose to attempt to scare 

them away. 

 

Roll a die. 

(+2 to the roll for each Spear or Hand axe held by a 

hunting party member. If the end result is less than 5, 

discard any tool cards used) 

1-3:  Your attempt fails, and a High Risk hunter 

receives a minor injury. 

4-6:  You’ve successfully scared away the pair as well 

as some of the other wildlife. Draw another card and 

subtract 2 from the next die roll. 

7+: The coyotes spot you and leave without a fight. 

Draw a card until you get a non-Coyote card and 

reshuffle. 

 



 

Coyotes 

Desert 

You spot a pack of coyotes headed towards the same 

group of prey as you. You have two options. 

 

If you choose to find a new area to hunt, spend 1 extra 

Action to draw another card. 

Alternatively, you can choose to follow them and hope 

for scraps. 

 

Roll a die. 

1-3: The coyotes scare off the other wildlife in the area 

and leave nothing for you to scavenge.  

 

4-6: You find some left over scraps from their hunt. 

Gain 3 food tokens.   

 

7+: The pack leaves behind more than enough for your 

group to take back, gain 6 food tokens. 

 

Coyotes 

Desert 

You spot a pair of coyotes headed towards the same 

group of prey as you. You have two options. 

 

If you choose to find a new area to hunt, spend 1 

extra Action to draw another card. 

Alternatively, you can choose to attempt to scare 

them away. 

 

Roll a die. 

(+2 to the roll for each Spear or Hand axe held by a 

hunting party member. If the end result is less than 5, 

discard any tool cards used) 

1-3:  Your attempt fails, and a High Risk hunter 

receives a minor injury. 

4-6:  You’ve successfully scared away the pair as well 

as some of the other wildlife. Draw another card and 

subtract 2 from the next die roll. 

7+: The coyotes spot you and leave without a fight. 

Draw a card until you get a non-Coyote card and 

reshuffle. 



 

Goats 

Mountains 

 

Goats were one of the first animals to be tamed by 

humans and were being herded 9,000 years ago. 

 

 

Roll a die. Take a -1 to the die roll if your Party 

wants to retrieve a Bark item as well. 

 

1: 2 Food Tokens 

High Risk Hunter receives a 

Minor Injury 

2-3: 4 Food Tokens 

4-11: 6 Food Tokens, 1 Animal Hide 

12: 15 Food Tokens, 2 Animal Hides 

 

 

Goats 

Mountains 

 

Counter to the dominant stereotype about goats 

being willing to eat anything, they are actually very 

picky eaters. They have very sensitive lips, which they 

use to “mouth” things in search of clean and tasty 

food. They will often refuse to eat hay that has been 

walked on or lying around loose for a day. 

 

Roll a die. Take a -1 to the die roll if your 

Party wants to retrieve a Bark item as well. 

 

1: 2 Food Tokens 

High Risk Hunter receives a 

Minor Injury 

2-3: 4 Food Tokens 

4-11: 6 Food Tokens, 1 Animal Hide 

12: 15 Food Tokens, 2 Animal Hides 
 



 

Goats 

Mountains 

 

Goats, being mountain animals, are very good at 

climbing; they’ve been known to climb to the tops of 

trees and can jump over 5 feet high. 

 

 

Roll a die. Take a -1 to the die roll if your Party 

wants to retrieve a Bark item as well. 

 

1: 2 Food Tokens 

High Risk Hunter receives a 

Minor Injury 

2-3: 4 Food Tokens 

4-11: 6 Food Tokens, 1 Animal Hide 

12: 15 Food Tokens, 2 Animal Hides 

 

Goats 

Mountains 

 

Goats’ pupils (like many hooved animals) are 

rectangular. 

 

 

 

Roll a die. 

 

1: 2 Food Tokens 

High Risk Hunter receives a 

Minor Injury 

2-3: 4 Food Tokens 

4-11: 6 Food Tokens, 1 Animal Hide 

12: 15 Food Tokens, 2 Animal Hides 



 

Goats 

Mountains 

 

Goat's milk is the most popular kind of milk worldwide. 

 

 

 

Roll a die. 

 

1: 2 Food Tokens 

High Risk Hunter receives a 

Minor Injury 

2-3: 4 Food Tokens 

4-11: 6 Food Tokens, 1 Animal Hide 

12: 15 Food Tokens, 2 Animal Hides 

 

 

Goats 

Mountains 

 

Goats have one stomach with four chambers, each 

with a special purpose. 

 

 

 

Roll a die. 

 

1: 2 Food Tokens 

High Risk Hunter receives a 

Minor Injury 

2-3: 4 Food Tokens 

4-11: 6 Food Tokens, 1 Animal Hide 

12: 15 Food Tokens, 2 Animal Hides 
 



 

Cougars 

Mountains 

 

Go Cougs! Washington State University originally 

adopted the Cougar mascot in 1919. 

 

Your group notices a cougar stalking them. Roll 

a die. 

 

1: The cougar pounces on a trailing Character (pick 

the Character Card in the Hunting Party that is 

furthest away from the High Risk Member). If that 

Character has a Hand Axe or a Spear equipped,  

they get away with a Minor Injury.  

Otherwise, they receive a Major Injury. 

2: Desperate, the cougar pounces on the High Risk 

Member, but fails.  

Gain 3 Food Tokens. 

3+: The cougar doesn't think the risk is worth it, 

and disappears into the mountains. 

 

Cougars 

Mountains 

 

Go Cougs! Surveys rank Washington State University's 

campus as one of the safest in America. 

 

Your group sees a cougar eating a carcass and 

hasn't noticed you yet. 

Roll a die. 

1: Although you thought the cougar hadn't noticed 

you, the other one definitely did.  

Roll another die.  

If it is even, the High Risk Member is fine.  

If it is odd, they receive a Major Injury. 

2-5: Your group is able to slink away without any 

attention being brought upon them. 

6-8: The group's movement is noticed, and the cougar 

pounces on the High Risk Member, who receives a 

Minor Injury.  

9+: The group's movement is noticed, but scares the 

cougar away. Your group recovers most of the carcass. 

Gain 4 Food Tokens. 



 

Bear 

Mountains 

 

Bears live as long as 30 years in the wild. 

 

The party accidentally runs into a bear. 

Roll two dice. 

 

2-3: The High Risk Member challenges the 

bear and loses, costing them their life. 

4-6: The High Risk Member moves most into 

safety, but ends up causing themself to get a 

Major Injury and another member to get a 

Minor Injury. 

7-11: The High Risk Member ushers everyone 

to safety, only enduring two Minor Injuries. 

12: Everyone escapes successfully. 

 

 

Bork 

Mountains 

 

Pine beetles are resistant to temperatures above -40 

degrees Fahrenheit. 

 

Along your party's way, you see easily 

harvestable bark. 

Roll a die. Add +1 to the roll if a High Risk 

Hunter has a Hand Axe. 

 

1-2: The bark crumbles. 

3-5: Your party recovers one Bark. +1 Bark 

Item Card. 

6+: Your party is able to peel off two Bark 

pieces. +2 Bark Item Cards.Draw again after 

rolling. 

 



 

Bear 

Forest 

 

The sun bear is the smallest bear in the world. It grows 

to be 4 to 5 feet long and weighs 66 to 154 pounds. 

 

The party accidentally runs into a bear. 

Roll two dice. 

 

2-3: The High Risk Member challenges the 

bear and loses, costing them their life. 

4-6: The High Risk Member moves most into 

safety, but ends up causing themself to get a 

Major Injury and another member to get a 

Minor Injury. 

7-11: The High Risk Member ushers everyone 

to safety, only enduring two Minor Injuries. 

12: Everyone escapes successfully.s 

 

 

Bear 

Forest 

 

With the exception of courting individuals and 

mothers with their young, bears are typically solitary 

animals. 

 

The party accidentally runs into a bear. 

Roll two dice. 

 

2-3: The High Risk Member challenges the 

bear and loses, costing them their life. 

4-6: The High Risk Member moves most into 

safety, but ends up causing themself to get a 

Major Injury and another member to get a 

Minor Injury. 

7-11: The High Risk Member ushers everyone 

to safety, only enduring two Minor Injuries. 

12: Everyone escapes successfully. 
 

 



 

Bird 

Forest 

 

The smallest bird egg belongs to the hummingbird and 

is the size of a pea.  The largest bird egg, from which 

the ostrich hatches, is the size of a cantaloupe. 

 

 

Roll a die. 

 

1-2: 0 Food Tokens 

 

3-5: 6 Food Tokens 

 

6-11: 8 Food Tokens 

 

12: 11 Food Tokens 

 

 

Boar 

Forest 

 

Wild boar has long, rubbery snout that is used for 

digging underground roots and bulbs. 

 

 

Roll a die. 

 

1-2: 3 Food Tokens, the High Risk Member 

receives a Minor Injury 

 

3-5: 5 Food Tokens 

 

6-11: 7 Food Tokens 

 

12: 12 Food Tokens 

 

 



 

Boar 

Forest 

 

Males use their tusks for the fights during the mating 

season. 

 

 

Roll a die. 

 

1-2: 3 Food Tokens, the High Risk Member 

receives a Minor Injury 

 

3-5: 5 Food Tokens 

 

6-11: 7 Food Tokens 

 

12: 12 Food Tokens 

 

 

Boar 

Forest 

 

Boar piglets have brown fur, covered in creamy-

colored stripes, which provide camouflage in dense 

vegetation. 

 

 

Roll a die. 

 

1-2: 3 Food Tokens, the High Risk Member 

receives a Minor Injury 

 

3-5: 5 Food Tokens 

 

6-11: 7 Food Tokens 

 

12: 12 Food Tokens 

 

 



 

Deer 

Forest 

 

You can tell the age of a buck by the size of his antlers. 

The bigger they are and the more points they have the 

older he is. 

 

 

Roll a die. 

 

1: 0 Food Tokens 

1 Hunting Party member receives a 

Minor Injury. 

 

2-5: 5 Food Tokens 

 

6-11: 7 Food Tokens, 1 Animal Hide 

 

12: 10 Food Tokens, 2 Animal Hides 

 

 

Deer 

Forest 

 

In the state of New York there is a species simply 

known as the White Deer. This is the result of a 

recessive gene that has been passed down through 

the genetic links. 

 

 

Roll a die. 

 

1: 0 Food Tokens 

1 Hunting Party member receives a 

Minor Injury. 

 

2-5: 5 Food Tokens 

 

6-11: 7 Food Tokens, 1 Animal Hide 

 

12: 10 Food Tokens, 2 Animal Hides 

 

 



 

Deer 

Forest 

 

Deer are very good swimmers. 

 

 

Roll a die. 

 

1: 0 Food Tokens 

1 Hunting Party member receives a 

Minor Injury. 

 

2-5: 5 Food Tokens 

 

6-11: 7 Food Tokens, 1 Animal Hide 

 

12: 10 Food Tokens, 2 Animal Hides 

 

 

Bark 

Forest 

 

The outer cork protects the tree from fungi and the 

many insects and mammals that would otherwise take 

easy advantage of the sugar-rich sap or the wood that 

it surrounds. 

 

Along your party's way, you see easily 

harvestable bark. 

Roll a die. Add +1 to the roll if a High Risk 

Hunter has a Hand Axe. 

 

1-2: The bark crumbles. 

3-5: Your party recovers one Bark. +1 Bark 

Item Card. 

6+: Your party is able to peel off two Bark 

pieces. +2 Bark Item Cards.Draw again after 

rolling. 

 



Item Cards 

 
Bandage Wrap 
Use on an injured Character to heal 
their wounds. Heals a Minor Injury 
instantly, and takes one Round to 

heal a Major Wound.  
 

Crafting Ingredients: 
 an Action, Animal Hide, and a 

Hide Scraper. 

 
Bandage Wrap 
Use on an injured Character to heal 
their wounds. Heals a Minor Injury 
instantly, and takes one Round to 

heal a Major Wound.  
 

Crafting Ingredients: 
 an Action, Animal Hide, and a 

Hide Scraper. 

 
Bandage Wrap 
Use on an injured Character to heal 
their wounds. Heals a Minor Injury 
instantly, and takes one Round to 

heal a Major Wound.  
 

Crafting Ingredients: 
 an Action, Animal Hide, and a 

Hide Scraper. 
 

Basket 
Allows up to four excess Food Tokens 

to be brought into the next Round. 
 

 
 

Crafting Ingredients: 
 an Action and Bark. 

 
Basket 

Allows up to four excess Food Tokens 
to be brought into the next Round. 

 
 
 

Crafting Ingredients: 
 an Action and Bark. 

 
Basket 

Allows up to four excess Food Tokens 
to be brought into the next Round. 

 
 
 

Crafting Ingredients: 
 an Action and Bark. 

 

 
Clothing Set 
Equip onto a character. Once 

equipped, it cannot be taken off the 
Character unless they visit the Desert 

or the Grasslands during Summer. 
 

Crafting Ingredients: 
 an Action, Animal Hide, and a 

Hide Scraper. 

 
Clothing Set 
Equip onto a character. Once 

equipped, it cannot be taken off the 
Character unless they visit the Desert 

or the Grasslands during Summer. 
 

Crafting Ingredients: 
 an Action, Animal Hide, and a 

Hide Scraper. 

 
Clothing Set 
Equip onto a character. Once 

equipped, it cannot be taken off the 
Character unless they visit the Desert 

or the Grasslands during Summer. 
 

Crafting Ingredients: 
 an Action, Animal Hide, and a 

Hide Scraper. 
 

Clothing Set 
Equip onto a character. Once 

equipped, it cannot be taken off the 
Character unless they visit the Desert 

or the Grasslands during Summer. 
 

Crafting Ingredients: 
 an Action, Animal Hide, and a 

Hide Scraper. 

 
Clothing Set 
Equip onto a character. Once 

equipped, it cannot be taken off the 
Character unless they visit the Desert 

or the Grasslands during Summer. 
 

Crafting Ingredients: 
 an Action, Animal Hide, and a 

Hide Scraper.. 

 
Clothing Set 
Equip onto a character. Once 

equipped, it cannot be taken off the 
Character unless they visit the Desert 

or the Grasslands during Summer. 
 

Crafting Ingredients: 
 an Action, Animal Hide, and a 

Hide Scraper. 
 



 
Clothing Set 
Equip onto a character. Once 

equipped, it cannot be taken off the 
Character unless they visit the Desert 

or the Grasslands during Summer. 
 

Crafting Ingredients: 
 an Action, Animal Hide, and a 

Hide Scraper. 

 
Clothing Set 
Equip onto a character. Once 

equipped, it cannot be taken off the 
Character unless they visit the Desert 

or the Grasslands during Summer. 
 

Crafting Ingredients: 
 an Action, Animal Hide, and a 

Hide Scraper. 

 
Clothing Set 
Equip onto a character. Once 

equipped, it cannot be taken off the 
Character unless they visit the Desert 

or the Grasslands during Summer. 
 

Crafting Ingredients: 
 an Action, Animal Hide, and a 

Hide Scraper. 

 
Clothing Set 
Equip onto a character. Once 

equipped, it cannot be taken off the 
Character unless they visit the Desert 

or the Grasslands during Summer. 
 

Crafting Ingredients: 
 an Action, Animal Hide, and a 

Hide Scraper. 

 
Clothing Set 
Equip onto a character. Once 

equipped, it cannot be taken off the 
Character unless they visit the Desert 

or the Grasslands during Summer. 
 

Crafting Ingredients: 
 an Action, Animal Hide, and a 

Hide Scraper. 

 
Clothing Set 
Equip onto a character. Once 

equipped, it cannot be taken off the 
Character unless they visit the Desert 

or the Grasslands during Summer. 
 

Crafting Ingredients: 
 an Action, Animal Hide, and a 

Hide Scraper. 
 

 
Hand Axe 

If a Hunter has this equipped while 
hunting, add +1 to the die result. If a 

Gatherer has this equipped while 
gathering, gather one extra Food 

Token. 

Crafting Ingredients: 
 an Action then wait 1 Round. 

 
Hand Axe 

If a Hunter has this equipped while 
hunting, add +1 to the die result. If a 

Gatherer has this equipped while 
gathering, gather one extra Food 

Token. 

Crafting Ingredients: 
 an Action then wait 1 Round. 

 
Hand Axe 

If a Hunter has this equipped while 
hunting, add +1 to the die result. If a 

Gatherer has this equipped while 
gathering, gather one extra Food 

Token. 

Crafting Ingredients: 
 an Action then wait 1 Round. 

 
Hand Axe 

If a Hunter has this equipped while 
hunting, add +1 to the die result. If a 

Gatherer has this equipped while 
gathering, gather one extra Food 

Token. 

Crafting Ingredients: 
 an Action then wait 1 Round. 

 
Hand Axe 

If a Hunter has this equipped while 
hunting, add +1 to the die result. If a 

Gatherer has this equipped while 
gathering, gather one extra Food 

Token. 

Crafting Ingredients: 
 an Action then wait 1 Round. 

 
Hand Axe 

If a Hunter has this equipped while 
hunting, add +1 to the die result. If a 

Gatherer has this equipped while 
gathering, gather one extra Food 

Token. 

Crafting Ingredients: 
 an Action then wait 1 Round. 

 

 

 

 



 

 

 
Hide Scraper 

Use with the item Animal Hide to 
craft other tools or items, like a 

Clothing Set and a Bandage Wrap. 
 
 

Crafting Ingredients: 
 an Action then wait 1 Round. 

 
Hide Scraper 

Use with the item Animal Hide to 
craft other tools or items, like a 

Clothing Set and a Bandage Wrap. 
 
 

Crafting Ingredients: 
 an Action then wait 1 Round. 

 
Spear 

Required to hunt in a water location 
like a River or the Coast. Plus, if a 
Hunter has this equipped while 

hunting, add +2 to the die result. 
 

Crafting Ingredients: 
 an Action and  Bark. 

 
Spear 

Required to hunt in a water location 
like a River or the Coast. Plus, if a 
Hunter has this equipped while 

hunting, add +2 to the die result. 
 

Crafting Ingredients: 
 an Action and  Bark. 

 
Spear 

Required to hunt in a water location 
like a River or the Coast. Plus, if a 
Hunter has this equipped while 

hunting, add +2 to the die result. 
 

Crafting Ingredients: 
 an Action and  Bark. 

 
Spear 

Required to hunt in a water location 
like a River or the Coast. Plus, if a 
Hunter has this equipped while 

hunting, add +2 to the die result. 
 

Crafting Ingredients: 
 an Action and  Bark. 

 

 
Bandage Wrap 
Use on an injured Character to heal 
their wounds. Heals a Minor Injury 
instantly, and takes one Round to 

heal a Major Wound.  
 

Crafting Ingredients: 
 an Action, Animal Hide, and a 

Hide Scraper. 

 
Basket 

Allows up to four excess Food Tokens 
to be brought into the next Round. 

 
 
 

Crafting Ingredients: 
 an Action and Bark. 

 
Clothing Set 
Equip onto a character. Once 

equipped, it cannot be taken off the 
Character unless they visit the Desert 

or the Grasslands during Summer. 
 

Crafting Ingredients: 
 an Action, Animal Hide, and a 

Hide Scraper. 

 
Hand Axe 

If a Hunter has this equipped while 
hunting, add +1 to the die result. If a 

Gatherer has this equipped while 
gathering, gather one extra Food 

Token. 

Crafting Ingredients: 
 an Action then wait 1 Round. 

 
Hide Scraper 

Use with the item Animal Hide to 
craft other tools or items, like a 

Clothing Set and a Bandage Wrap. 
 
 

Crafting Ingredients: 
 an Action then wait 1 Round. 

 
Spear 

Required to hunt in a water location 
like a River or the Coast. Plus, if a 
Hunter has this equipped while 

hunting, add +2 to the die result. 
 

Crafting Ingredients: 
 an Action and  Bark.. 

 



 
Animal Hide 

 

 
Animal Hide 

 

 
Animal Hide 

 
 

Animal Hide 

 

 
Animal Hide 

 

 
Animal Hide 

 
 

 
Bark 

 

 
Bark 

 

 
Bark 

 

 
Bark 

 

 
Bark 

 

 
Bark 

 

 



Random Event Cards 

Beginning 
Of Age 

 
 
 

A child in your care is  
now of the age to start helping out. 

 
They will now take on teen responsibilities. 

 
 
 

 
 
 
 
 
 
 
 

 
If you have a Child card, discard and draw a 

Gatherer card. 
 

Beginning 
Natural Disaster 

 
If Base Tile is Forest, Mountain, or Taiga 

without a River: 
A wildfire! Everything is burning and your 
group barely got out in time. Roll for each 
item to see if someone was able to grab it 
while fleeing. If it is odd, discard the card. 

After that, roll a die.  
Move your Shelter:  

1 - Up, 2 - Right, 3 - Down, 4 - Left, 
 5 or 6 - Choose 

 
If Base Tile is Coastline, Grasslands, or has a 

River: 
A flood! The water is rapidly advancing. Roll for 
each character to see if they get swept away. If 
it is a one, they have died. -1 to the die roll for 

Children Characters.  After that, roll a die.  
Move your Shelter: 

 1 - Up, 2 - Right, 3 - Down, 4 - Left,  
5 or 6 - Choose 

 
If Base Tile is Desert: 
A sandstorm! This mildly will inconvenience 
your group when hunting.-2 to Hunting die 

rolls this Round. 

 
 

Beginning 
Thunder Storm 

 
A large storm is brewing on the horizon  

of your home, what will happen? 
 

Roll a die. 
1-3: The storm rages over your Base Tile, 

scaring all Characters with the thunder and 

lightning! 
Each player loses 1 action. 

 
 4-5: The storm rains heavily on your Base 

Tile, destabilizing your structures. This costs 
your group 2 Actions to reorganize after the 

storm. 
 

 6: The storm lightly sprinkles over your 
home before moving on. Your group has the 
choice of using an Action to gain two extra 

Food Tokens. 

 

End 
Wary Wolf 

 
A wolf has approached your camp in a non-

threatening way. 
 

You Have Two Choices: 
 

1. Offer Scraps 
Lose one Food Token and roll a die. 

 
If even: The wolf happily gobbles up the food and 

when you turn away, it follows. 
Keep this card. Your new companion  will help 
with hunting. Add +1 the Hunting Die Roll once 

each Round. 
 

If odd: The wolf greedily devours the food and 
when you turn away, it howls and scampers 

away, scaring away nearby prey.  
The current  Base Tile has a  

-1 to Hunting Die Rolls for the rest of the season. 
 

2. Shoo Away 
The wolf runs away. Nothing else happens. 

 
 

 
 

End 

Negligence 
 

If your group Gathered during this 
Round on the Mountains or Forest Tile: 

While gathering, one of the Characters 
 didn't seem to notice what berries they were 

bringing back. 
 

They were poisonous. 
Figure out how many Food Tokens you have 

that are from Gathering, 
 then choose that many Characters 

 to roll a die for. 
 

1 - 2: Your Character never recovers. They die. 
 

3 - 6: Your Character throws up, but is 
otherwise fine. 

 
 

If your group hasn't, congratulations!  
The Characters who gathered were quite good 

at their job and are proud of this. 
 Keep this card.  

When your group has to add a Disharmony 
Token because of Character Unhappiness, use 

and discard this card instead. 
 
 
 

Beginning 
Drought 

 
It hasn't rained in days, and your 

Characters are starting to get worried and 
notice something different in your Base 

Tile. Roll a die. 
 
 

If even: Your Characters notice that the 
plant life in your Base Tile is severely 
lacking, but will recover when it rains 

again. For this Round, your group cannot 
Gather. 

 
 

If odd: Your Characters notice that the 
animal life in your Base Tile is almost non-
existent, but will return once it rains again. 

For this Round, your group cannot Hunt. 

 



Beginning 
Stampede 

 
At first, it was just a distant thundering 
 sound that most didn't pay that much  
attention to. However, as it got closer,  

more and more started to panic. 
 
 

Roll a die. 
 

Whatever you roll is how many  
Characters are injured in this stampede. 

 
Choose which Characters will be 

 injured and roll for each.  
If a Child is chosen, 

 they automatically die from their wounds.  
 

Otherwise: 
If even (except 6), they get away with only a few 

scratches, suffering a Minor Injury. 
If odd, their legs get snapped in half and suffer 

from a Major Injury. 
If 6, they somehow get away with no injuries! 

 
 

 

Beginning 
Deranged 

 
If you have a Hunter Character still alive: 

You notice that one of your Hunters has been 
acting differently than usual.  

You brush it off, but it gets worse and worse 
until one day, you hear a scream let out 

throughout the Base Tile.  
 

The Hunter has a player to your left's  
Character in a chokehold. Roll a die. 

 
1: Your group attempts to intervene, but 

accidentally ends up killing both the Hunter 
and the other Character. 

 
2 - 4: Your group is able to get the  
Hunter away, but the Hunter now 

 has a Major Injury. 
 

5 - 6: Your group separates the two safely. 
Keep this card. Add +1 point at the end of the 

game. 
 
 

 
 
 

Beginning 
Grief 

 
Death can take a huge toll on  

small, tight knit groups. 
 

If any Adult has died from hunger in 
the past two rounds, roll a die for each 

lost Adult and total the results. 
 
 

1-2: Two remaining adults resort to stress 
eating, and will require an additional food 

token to make it to the next Round. 
 

3-5: Lose 1 additional Action this Round for 
each Adult lost. 

 
6+: Team morale is at a record low. The 

player reading this loses 2 points on their 
next two die rolls. 

 

 

End 
Night Attack 

 

If your group has at least one Child: 
A group of hungry beasts  sneak into the camp 
and begin dragging a child away. The Adults are 
awoken by screaming, but the animals are too 

strong to fight. 
 

If there is at least 1 Spear at the camp, an adult 
grabs it and stabs one of the beasts dragging the 
child. It yelps and limp-runs away before another 
beast breaks the spear in half. The beasts run off 

as more adults surround them. Lose 1 Spear. 
 

If there are no Spears, the child is dragged away 
and the beasts bite at any adults who get too 

close. The Child has died. 
 

If your group has no Children: 
Someone noticed wolves on the edge of your 

camp, but they didn't get any closer. 
It seems they didn't find any weak spots. 

This however brought fear 
into the Characters.  

Roll a die for each Gatherer.  
If odd, lose an Action. 

 
 

End 
Shooting Star 

 
A number of bright streaks flash across 
 the sky shortly after the sun has set. 

 The group members aren’t sure exactly  
what it means, but many are certain 

 it is a sign from their ancestors. 
 
 

Roll a die. 
 

1-4: The group as a whole seems to  
agree that this is a good sign.  
Remove 1 Disharmony token. 

 
5-6: The group as a whole doesn’t seem  

to take onto this idea,  
but they thought it was pretty.  

Nothing happens!. 

 

End 
Child’s Play 

 
While playing during the day, 

 a Child found a group of delicious looking 
berry bushes! 

 
 

Add 2 Food Tokens to the Food Supply. 
 
 

If there are enough Food Tokens 

 in the Food Supply this Round, 
 add them to the Food Supply next Round. 

 
 
 
 
 

If there are no children in your group,  
discard this card. 

 

 



Beginning 
Unusual Rain Storm 

 
 
 

A storm has begun over your Base Tile, quite 
suddenly and without any warnings. 

 
 
 
 
 

 
 
 
 
 
 
 
 

 
 

-2 to Hunting die rolls done in the Base Tile this 
Round. 

 

Beginning 
Inspiration 

 
A few group members seem to have been 

struck with a great inspiration of some kind. 
 

 
All players choose 1 character  

under their control. 
 
 
 
 
 
 
 
 
  
 

That character may perform  
their role's Action (Hunting or Gathering) 

 for free 1 time during this turn. 

Beginning 
Helpful Hands 

 
While out playing, a child stumbles upon a 
patch of plants that she recognized as the 
ones her mother described as ones which 

helped heal wounds. 
 
 

Roll a die. 
 

1-5: The child brings a handful of the plants 
back to the camp, but can’t remember how 

to return to the patch to retrieve more. 
Gain one Bandage Wrap. 

 
6: The child grabs a handful of the plants 

but by the time she returns to the camp, a 
rash has developed on her palm and  it 

becomes painfully obvious that this plant 
wasn't the one her mother described. 

Nothing happens. 

 
 
 

 
 

 

Beginning 
Plentiful 

 
 

If it is Summer, Spring, or Fall: 
 

Your group noticed that this Round the plants are 
a lot more plentiful than usual, and the animals 
have noticed. Take a +2 to all Hunting die rolls 

this Round. 
 
 

If it is Winter: 
 

Your group noticed that this Round the plants are 
sprouting a bit more than usual, but no animals 

have begun to even notice. If your group gathers 
this Round, roll a die: 

 
1: No additional Food Tokens 

 
2-4: +2 Food Tokens 

 
5-6: +4 Food Tokens 

 

Beginning 
Bugs 

 
When your group awakens, they discover an 

infestation of tiny insects.  
 

Roll a die. 
 Use an Action  

before rolling to add a  
+1 to your die roll. 

 
 

1: The infestation is so devastating that your 
people can no longer bear to stay.  

Move your Shelter to an adjacent Tile. 
 

2-3: While the bugs are gone, a few Characters 
were bitten and suffer from 

 bumps and itchiness.  
Give two Characters Minor Injuries. 

 
 4-5: The bugs have been moved away from 
your home but into the nearby vegetation 

 instead .-1 Food Token to each  
Gathering done this Round. 

 
6: The bugs have been completely removed. 

Rejoice! Add +2 to any die roll this Round. 
 

End 
Bug Bite 

 
 

If at least one Character this  
Player has Gathered this Round: 

 
They returned with Food Tokens and also 

some mysterious bug bites they didn't 
notice until it started to hurt at the camp. 

 
 
 
 
 
 
 
 
 

It looks like they will recover naturally after 
the next Round, but will not be able to 

perform any Actions unless a 
Bandage Wrap is used. 

 
 

 
 

 



Beginning 
Seasonal Event 

 

If in Spring: 
Roll a die.  

If even, the rainfall is so plentiful that this Round 
your group has no need to collect water. 

 

If in Summer: 
Roll a die. 

If odd, the sun stays out noticeably longer during 

this Round. Each extra Food Token your group 
discards at the end of this Round is an extra 

Action the next Round. 

If in Fall: 
Roll a die. 

If even and not in the Desert, the vegetation is 
noticeably declining faster than usual. For the 
rest of Fall, all Gathering produces a max of 3 

Food Tokens. 

If in Winter: 
Roll a die. 

If odd, animal life is noticeably quiet. For the rest 
of Winter, gain two less Food Tokens for each 

hunt. 
 
 
 
 
f 

Beginning 
Ash Clouds 

 
It seems a nearby volcano has erupted, 

spewing out tons of ash into the atmosphere, 
darkening the days and obscuring vision. 

 
-1 to all dice rolls this turn. 

 

End 
Predators 

 

If in Spring and encountered a 
predator while hunting (Wolves, 
Coyotes, Cougars, Bears): 
 

It seems the predators in question were 
defending their young and are now quite 
territorial, pushing the boundaries of your 

camp. Your Characters now live in fear. 
Move your Shelter away from the Tile 

predators were met or add a Disharmony 
Token each Round left in Spring. 

 

If not in Spring and/or did not 
encounter a predator: 

 
The time without a confrontation with 

angry mother and father animals gave the 
Characters in your group time to study 

them, and feel prepared to take on 
whatever comes their way. 

Use this card to ignore a predator 
card(Wolves, Coyotes, Cougars, Bears)  and 

instead redraw next time while hunting. 

 
 

 

Beginning 
Stroke of Luck 

 
 
 
 
 

The air feels different. Special, almost. 
 
 
 
 
 
 
 
 
 
 
 

Use this card at any time to reroll a die. 
Choose whichever result to use. 

Beginning 
Wounds 

 
 
 

Your group discovers a body covered in 
vegetation, hidden from view.  
It was almost missed entirely. 

 
Upon further inspection, it's still alive, 

covered in wounds. 
 

You Have Two Choices: 
 

1. Nurse 
Bring the body back and give it a place to 

stay. 
Add a random Adult Character Card to 

a player's hand and add a Major Injury to 
them. Once healed, they will join your group, 
giving an extra Action and helping with their 

skills and role. 
 

2. Eat 
Sometimes, food is already tight as it is, not 

even to mention the supplies needed to heal 
someone not even in the group. Gain 8 Food 

Tokens and 1 Animal Hide.  

 

Beginning 
Birth 

 
 

One of your Characters has been 
 pregnant for a while, and has given birth. 

 

Pick a Character Card to be the Mother 
and roll a die. 

 
1: Roll again. If even, the Mother  has died in 
childbirth. If odd, they have a Major Injury. 

 
2-5: The new Mother is bedridden, but will 

naturally be healthy by next Round. 
 

6: The new Mother is bedridden until 
 the next Round, but now also   

has a Minor Injury. 
 
 
 
 

Add one Child Card to the  
Player with the Mother. 
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