
H aving launch ed Undead, a successful 
gam e, th e  softw are  engineers tak e  

vacation in Alask a. Th ey travel up th e  
K vich ak  R iver in w inter to Lak e  Iliam na. 
O n th e  lak e, th ey set up cam p and search  
for th e  Iliam na m onster, nessy of th e  
north . Unk now n to th e  engineers, th e  code  
in Undead h as opened a tunnel to th e  
spirit w orld. Th ere  is  no going back .

Gath er ten to tw enty counters (ch ick en bones, stick s, 
sam e  colored stones). More  eq uals a longer gam e. Split each  
player’s counters betw een th e  player and th e  center of th e  
table. Give one  extra counter of a different color to each  
player. Counters represent th e  pow er an item  h as. More  eq uals 
m ore  pow er.

Put a pad of stick y-notes in th e  center of th e  table. 
Players tak e  one  note  and w rite  one  item  from  th e  D inch in-du? 
 (below ) onto it. Place th e  note  betw een th e  center pile and th e  
player. Place one  counter from  th e  player’s pile onto th e  stick y-
note.

To th e  center add stick y-notes, k ’eyiga, th at say: 
Iliam na m onster (place a counter from  each  player on th is), 
h tash tch ’ul (it is brigh t, clear after a storm ), and ts’itsat 
(anciently, very long ago) (add one  counter from  th e  center of 
th e  table to each  of th e  last tw o).

Th e  eldest player goes first.

Th is gam e  is played in four different ch apters. Each  
ch apter consists of turns continuing until a condition is 

m et. Play proceeds around th e  table clock w ise. 
D uring a turn, a player can: 1. Add a stick y-note  
w ith  a new  th ing, 2. Add pow er to an existing stick y-
note, 3. Grab pow er from  a stick y-note  or oth er 
player, or 4. Add pow er to th e  center.

O ne : Tre k k ing – Add th ings occurring during th e  
trip up th e  K vich ak  R iver to stick y-notes. Th e  ch apter ends 
w h en th e  num ber of counters in th e  center of th e  table is 
reduced to h alf of its original num ber.

Tw o: Mak ing Cam p – Add th ings to stick y-notes 
occurring during th e  setting up of th e  cam p. Th e  ch apter ends 
w h en th ere  are  no counters in th e  center.

Th re e : Drilling H ole  – Spirits distort th ings th at 
h ave occurred in th e  first to ch apters. Th is continues until 
everyth ing is distorted.

Four: Into th e  Spirit W orld  – Th e  players consum e  
th ings and each  oth er until th ere  is  only one  left. K ’eyiga also 
get a turn.

Players are  softw are  engineers q uesting to catch  th e  
Iliam na m onster. O n a player’s turn, sh e  de scribes w h at h er 
ch aracter is doing and affects th e  pow er on th e  table (see  
Th ings).

Th ings are  som eth ing w ritten on a stick y-note  and 
pow ered w ith  counters. Th ese  are  item s, actions, or events th at 
h appen or are  th ere  because  a player’s actions. W h en players 
add or ch ange  a stick y-note, th ey role-play w h at h appened 
w ith  th e  opposing player.
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Turns rotate  clock w ise. O n a player’s turn, sh e  tak e s 
an action (Playing above):

1. W rite  a new  th ing onto a stick y-note, role-play w h at 
th e  ch aracter does to bring th is and add one  of th e  center’s 
counters to th e  stick y-note. W rite  th e  player’s nam e  on th e  note.

2. Add one  of h er counters to a note  and role-play 
w h at th e  ch aracter does to bring th is about.

3. H and gam e . Th e  player pick s anoth er player, 
e ith er nam ed on th e  note  or of h er ch oice  if not nam ed. Th is 
oth er player tak e s tw o counters, each  a different color and 
secretly puts one  in each  of h is  h ands. Th e  in-turn player 
guesse s w h at h and h olds th e  colored counter. If correct, sh e  
role-plays w h at h er ch aracter does to bring th is about and sh e  
gets a counter from  th e  stick y-note  or oth er player – h er ch oice.

4. Moves one  counter from  h er pile to th e  table’s 
center. D escribe  w h at sh e  did to h elp th e  group.

Th e  spirit w orld ech oes everyth ing in distortion (Not 
K ’eyiga, D inch in-du?). By distorting th ings, players bring th e  
action from  th e  spirit w orld into th e  real w orld. Th ings get 
crazy and strange. D escriptions m ust be  strange, but related to 
th e  current th ing. O th er players m ay veto descriptions th at 
aren’t strange  enough . R esolve disagreem ents w ith  th e  h and 
gam e.

To distort th ings, players m ust spend counters eq ual to 
th ose  on th e  stick y-note. Th e  h and gam e  is played (see  Turns). 
If sh e  w ins: th e  th ing is distorted, sh e  k e eps th e  counters. If 
sh e  loses: counters spent are  added h alf to th e  th ing, h alf to 
th e  center of th e  table. If needed, pool counters to front 
enough . Split w innings. R ole-play results.

D uring th is ch apter, th e  players still can tak e  oth er 
actions as outlined in playing.

Th e  D inch in-du? consum es (Not K ’eyiga). Spirits 
posse ss th e  players. Every action tak en is colored by D inch in-
du? As in D istorting, a player m ust front counters eq ual to th e  
th ing sh e  w ants to consum e. Play th e  h and gam e. If sh e  w ins, 
th e  split th e  counters betw een h er pile and h er D inch in-du? 
D inch in-du rece ives th e  h igh er of uneq ual splits. Move th e  
note  to h er D inch in-du and role-play w h at h appened. If sh e  
loses, th e  th ing gains h alf th e  counters and th e  re st go to th e  
center. D escribe  h ow  th e  player re sists.

Th e  k ’eyiga also consum e  th ings starting from  th e  
least pow erful. Select a player to be  a k ’eyiga and one  to 
oppose. Play th e  h and gam e. If k ’eyiga w in, it consum es th e  
pow er from  th e  th ing and th e  th ing disappears. D escribe  w h at 
th e  k ’eyiga did. If th e  k ’eyiga loses, th e  th ing stays.

O nce  everyth ing is consum ed and th e  center h as no 

counters, th e  players attem pt to consum e  each  oth er and each  
oth er’s D inch in-du. O nce  only one  rem ains, follow  procedures 
under K ’eyiga.

Th ese  are  spirits tying to get into our w orld. Th e  final 
player figh ts th e se. H ave players th at are  out of th e  gam e, play 
th e  k ’eyiga. Split th e  player’s D inch in-du betw een th e  player 
and th e  k ’eyiga. Play th e  h and gam e, w ith  th e  player fronting 
counters eq ual k ’eyiga’s pow er th ey are  confronting. If a player 
w ins, sh e  gets th e  counters and describes w h at h appened. If 
sh e  looses or can’t front enough  counters, th e  k ’eyiga w ins. 
W h en a k ’eyiga w ins, th e  k ’eyiga describes w h at h appens based 
on its definition. Figh t until out of counters.

Finally, answ er: did th e  players bring h om e  a b ig fish  
or a b ig fish  story?

Th e  spirits are  h ungry for som eth ing from  each  
player. Th is is  represented by th e  w ord th at th e  player w rites 
on th is stick y-note. As counters are  added, th e  spirit’s h old on 
th e  player grow s.

idgh alnen – ‘it h as m elted’
un – ‘com e’
Nudech ’gh ela – ‘luck y agate  stone’
tak ’elash en – ‘prie st’
egedu – ‘ach e’
tunelyu – ‘I carried th em  back ’
gh e st’uts – ‘I cut it (past)’
nuti – ‘salt’
yidelq ’un – ‘I m ade  a fire’
ch ’ulq et’ – ‘w e  ate  it up’
dgh elggeyi – ‘a w h ite  one’
niq atnulyesh  – ‘it is flying around’
dnelyah  – ‘it is grow ing’
ch ’egh ech agh  – ‘w e  cried’
k ’tgh ilq at – ‘you w ill eat som eth ing’
ih u tesh yu – ‘I h unt for’
vejegh a – ‘h is  ears’
k ’eljesh  – ‘I’m  dancing’
sh gech ’a – ‘m y gloves’




