
The harp seal is also known as a 
Greenland Seal or a polar seal. Harp 

seals spend relatively little time on land 
and prefer to swim in the North 

Atlantic and Arctic Oceans.

Harp seal

The Arctic fox is also known as the white 
fox, polar fox, or snow fox. It is well 

adapted to living in cold environments, 
and is best known for its thick, warm fur 

that is also used as camouflage.

Arctic fox

The Arctic wolf is also known as the 
white wolf or polar wolf. The Arctic wolf 
is relatively unafraid of people and will 

rarely attack them.

Arctic wolf

Polar Bears are hypercarnivorous. For 
the most part they are found within the 
Arctic Circle. They are the largest extant 

bear species, as well as the largest 
extant predatory carnivores.

Polar Bear

The Arctic hare is wonderfully 
adapted to living in the Arctic tundra. 

Its shortened ears and limbs, small 
nose, fat (that makes up close to 20% 
of its body), and its thick coat of fur 

all support its survival in this 
harsh climate.

Arctic Hare

Adult walrus are characterised by 
prominent tusks and whiskers, and their 

considerable bulk. They can be 
dangerous when in groups.

Walrus

Cartas de Animales / Animals cards
Translations



The ice cracked under your feet and 
you fall in the water. Roll the die. If the 
result is less than 4, whoever has the 

sledge loses it.

Explorers with less than 3 Heat should 
eat 1 Food for each Heat they lack. If 

explorers don’t have enough 
Heat/Food, they die.

Everyone gets -2 on their Die Modifier 
for their next turn.

Ice Crack

You reached an impassable ice cliff. You 
must turn back and find a way around it.

If you are farther than space 25, go 
back to space 25. If not, go back to start.

Dead end (1/2)

Your expedition got caught in a 
violent blizzard.

Explorers with less than 4 Heat should 
eat 1 Food for each Heat they lack. If 

explorers don’t have enough 
Heat/Food, they die.

 
Everyone loses 1 Equipment of 

their choice.

Blizzard

An animal visited your camp at night 
and destroyed some of your equipment.

Everyone loses 1 Equipment of 
their choice.

Curious 
NeighborA wild animal ate your food while you 

were asleep. 

Everyone loses -1 Food.

Ignore this card if one of you has a 
Food Container or if you don't have 

any Food left.

Scavenger

You managed to catch a juicy fish 
for dinner!

You get +2 Food.

Lucky fishing

Cartas de Eventos / Events cards
Translations



You just sprained your ankle. It should 
heal on its own.

You get -1 on your Die Modifier for the 
next three rounds.

Ignore if you have Crampons.

Light Injury
You reached an impassable water 
area. You must turn back and find 

another path.

If you are farther than space 15, go 
back to space 15. If not, go back to start.

DEAD End (2/2)

The polar lights magically illuminate 
the night sky, leaving you breathless. It 
is so wonderful that you forget to eat.

Nobody discards their food tokens at 
the end of the turn.

Aurora 
BorealisThere is a disagreement in your 

expedition regarding which direction to 
take and it affects your speed.

Everyone gets -2 on their Die Modifier 
for the next round.

Ignore this card if one of you has a 
compass.

Disagreement

You discovered a wreck! Inside, you 
find a sleeping bag and some leftover 

cans of food that have not perished yet.

Keep this card. It gives you +2 Heat. 
You also get +4 Food.

wreck
The sledge glid over your leg. It looks 

bad... You will have a hard time 
walking now. 

You get -2 on your Die Modifier until 
the end of the game.

Heavy Injury

You realize that some of the food 
went bad. You have to throw it away.

Discard -1 Food.

Explorers that don’t have Food don’t 
lose anything.

Perished Food



Equipment and cans of food are 
heavy. You need a sledge to carry 

them to the research station. 

YOU ARE THE CARRIER

The Carrier makes it so that each 
explorer can carry up to 5 Food each, 
in place of the previous limit of 3.

The Carrier can:
- Move the expedition forward.
- Collect and redistibute food to 
the explorers.

Sledge

Your expedition needs to make sure 
your path is safe. As the Explorer, 

you observe and spot the dangers 
ahead to lead the expedition to a 

safer place. 

YOU ARE THE EXPLORER

The Explorer can: 
- Move the expedition forward. Add 
or substract 1 to your movement die 
throws to choose where to land.
- Look at the cards on the top of the 
animal pile and events pile.

binoculars

Good hunting gear can be the 
difference between life and death in 

the Arctic wilderness. 

YOU ARE THE HUNTER

The Hunter adds +1 to every die throw 
against animals. 

The Hunter can: 
- Move the expedition forward. 
- Hunt a wild animal for food and 
heat. Roll the die and see the rules 
for hunting.

Hunting
equipment

Warm boots with warm wool.

Boots

Who is going to prepare delicious 
meals from the animals' meat and 

the food cans?

YOU ARE THE COOK

The Cook gets two free Food at 
the start.

The Cook can: 
- Move the expedition forward.
- Double the amount of Food collected 
from animals until your next turn.

Cooking
Equipment

The Arctic is a dangerous place. The 
role of the Medic is crucial to heal 

the explorers who get hurt.

YOU ARE THE MEDIC

The Medic can: 
- Move the expedition forward. 
- Save another explorer from dying 
from an animal attack by rolling 4 or 
more with the die.
- Heal another explorer from a Light 
or Heavy Injury.

first Aid Kit

Cartas de Equipo / Equipment cards
Translations



Jacket that keeps you warm with style.

Jacket

Like tire chains, but for your feet. 
These crampons will help you move 

faster on icy terrains.

Crampons

Helps you find the fastest way to your 
destination, as long as you know how 

to use it.

Compass

Gloves to throw perfectly shaped
snowballs.

Gloves

Keeps your food away from hungry 
animals with no manners.

Food container

Use this loud horn to scare 
animals away. 

When an animal attacks, throw a die. 
If the result is any number greater 

than 2, the animal will run away.

Horn

This sleeping bag is more comfortable 
than your bed.

Sleeping bag



It is important to preserve biodiversity. 

You win if your expedition killed less 
than 5 animals during the expedition.

Biodiversity

"I told you it was here!" 

If you land exactly on the research 
station on your last die throw, you win.

Just in time

The scientist at the research station is 
starving to death. 

You win if your group has more than 5 
Food left in total.

Starving
scientists

Cartas de Objetivos / objectives cards

The station's heater is broken. 

You win if each explorer has at least 5 
Heat at the end of the expedition.

Cold Nights

You supported each other and, let's be 
honest, you had a bit of luck. 

If nobody died during the expedition, 
you win.

Teamwork

Translations


