
Die Trying 

Overview 
Die Trying is a mountain-climbing game of certain 
death. Roll your dice and then place them to 
move your hiker up the mountain cards. Be as 
economical as you can with movement so you’ll 
have energy left to maintain your equipment. 
Climb as far as you can before you’re forced to 
stop by the bitter cold and razor-thin air.  

At the end of the climb, the hiker who achieved 
the highest altitude wins the game—and eternal 
glory for the kind of crazy courage that drives you 
onward, even if it means you’ll DIE TRYING. 

• Players: 1–4 
• Length: 15 minutes 
• Age: 8+ 
• Genre: Dice placement, survival 

Components 
Die Trying is a game for 1–4 players. Each 
player’s pack includes: 

• 1 hiker 
• 7 dice 
• 1 black mountain deck, with three levels of 

difficulty 
o Normal (blue circles) 
o Hard (red squares) 
o Deadly (black diamonds) 

• 9 equipment tokens 
o 3 campfires 
o 3 picks 
o 3 ropes 

• 1 red event deck 
• 1 blue altitude deck 
• Scoring tokens 

How to win 
Climb through the most mountain cards, setting 
the record as the hiker with the highest altitude at 
the end of the game! 

 
 
 
 
 
 
 

 
 
Setup 
Shuffle all decks separately. Set your mountain 
decks (mountain, events, altitude) facedown on 
the table, with the mountain deck in front of you. 

You may select one of the following sets as your 
starting equipment: 

• 1 campfire 
• 2 picks 
• 3 ropes 

Place the remaining equipment and scoring 
tokens to the side. You are now ready to climb. 

Gameplay (2–4 players) 

On your turn 
Take 3 actions, including the following, each of 
which uses one action: 
• Place dice or equipment 
• Move into a new mountain card  
• Repair a piece of equipment, rest dice,  

or re-roll dice 
• Burn dice (emergencies only) 

Starting your climb 
To start, flip the first easy/blue circle card on your 
mountain deck face-up, and roll your available 
dice (all 7 on the first turn). Place the hiker in any 
of the 3 spaces on the bottom row.  

(Note that the first turn is the only time you’ll 
choose in which space to start your hiker—from 
here on out, it will be dictated by the mountain.) 

Climbing the mountain 
To climb, push your hiker up, down, left, or right 
using the appropriate dice. On your turn, you may 
place up to 3 dice, moving your hiker up to 3 
spaces (not including events or trail spaces).  

Each die only moves your hiker one space. The 
numbers on the die show how much energy you 
spend moving that far. Conserve energy on the 
climb, spending as few points as possible—you’ll 
want that energy to repair equipment between 
cards. 



On any given card, you will encounter the 
following types of terrain: 

• Snow is easy terrain, and you may move 
your hiker out of it by using a die with any 
direction arrow. 

• Ice requires more effort to stay in control. 
You may move your hiker out of it by using a 
die with any direction arrow, but must also 
spend an additional up or over arrow (not 
down) to keep from slipping off the ice. 

• Rock cannot be traversed without 
equipment. To move your hiker out of it, you 
must spend a rope or a pick, or burn a die. 

• Trails are a free-movement space, and you 
may move your hiker out of it in any direction 
without spending a die. 

• Events require you to draw and play the top 
card from the event deck as soon as you 
enter them. Some events may move your 
hiker into another space. If they do not move 
your hiker, after the event has occurred, you 
may move out of that space with any die, as 
if it were snow. 

Your goal for each mountain card is to move your 
hiker to the top row, and then spend an additional 
die or piece of equipment to move out of the top 
row and into the next card. 

Using equipment 
Sometimes you don’t have the dice you need to 
get through particularly dangerous climbs. That’s 
where equipment comes in.  

• Rope tokens act as wild dice. Spend 1 rope 
by placing it on a mountain space as if you 
had played a die showing any direction 
arrow. 

• Pick tokens act as free movements. Spend 1 
pick by move through a space with any kind 
of terrain (including rocks events), 
disregarding their contents and moving your 
hiker one space in any direction.  

• Campfire tokens act as free re-rolls. Spend 
1 campfire at any point during your turn to re-
roll some or all of your dice.  

When you are finished with a mountain card or 
have spent a campfire, set the spent equipment 
token aside to be repaired. 

Moving laterally 
If your hiker is on either edge of the mountain, on 
your turn you may place a right or left movement 
die to move laterally into a new card.  

When you do so, move the mountain card on the 
top of your deck to the bottom, and deal the next 
card face-up as the mountain card you’re moving 
into. Set it next to your current card, and move 
your hiker one space laterally into the appropriate 
space on the new card. Do not re-roll any of your 
dice. 

IMPORTANT: Remember that only vertical 
movement counts for scoring. As soon as 
possible, discard all but one of the cards through 
which you moved laterally, to make final scoring 
easier. 

Burning dice 
If you find yourself unable to move your hiker 
further using dice or equipment, you may take 
extreme measures and burn one of your dice for 
warmth. Remove one of your dice from the game, 
and re-roll some or all of your remaining dice to 
keep moving forward. Use this only as a last 
resort, because there is no way to earn that 
burned dice back. 

Reaching new heights 
To finish climbing through a mountain card, your 
hiker must be in the top row on your current card. 
Use a die with an up arrow or a piece of 
equipment to move into a new card.  

When you do so, first take the mountain card 
below your current one and move it to your 
scoring pile. (Note that if you moved laterally, 
only one card in that row goes in the scoring 
pile.) Place any equipment you spent during that 
card into the repair pile. Then slide your current 
card down, and flip the next mountain card face-
up into the current slot.  

Immediately move your hiker up into the space 
above the die or equipment you just played. 
Before you move your hiker again, you may 
repair equipment, rest up, and re-roll your dice. 

Repairing equipment 
After dealing a new card, you may spend your 
remaining energy from unplaced dice to repair 



your equipment. Each die face has an energy 
number in its corner. Add your energy together to 
repair equipment as shown: 

• Campfire: 12 energy to collect and carry 
enough burnable material to keep you warm 

• Pick: 9 energy to sharpen the pick and 
make sure the head is still firmly affixed 

• Rope: 6 energy to recoil the rope and repair 
any frayed lengths 

To repair equipment, set aside dice of the 
appropriate energy value and take the equipment 
from the repair pile into your hand. 

(Note that you may only repair equipment 
immediately after you have flipped over a new 
mountain card, never in the middle of a climb.) 

Resting up 
If you are finished repairing equipment, you may 
rest up, banking some or all of your dice for later 
use. To do so, set aside any unspent dice you 
would like to rest. 

When you have done this, re-roll the dice you 
have not rested (including dice spent on 
equipment), and begin moving up the next 
mountain card. 

Scoring your altitude 
When no remaining player can move by using 
dice or equipment or burning dice, the game 
ends. All players then count up the altitude cards 
they scaled, counting each row climbed as 250’. 
The player who achieved the highest altitude is 
the winner. If playing solo, you win if your altitude 
is the highest on record! 

Variants 

Lone Hiker (1 player) 
To play solo, remove the 3-actions per-turn limit, 
and climb as far as you can before you are 
unable to move. 

Once you have reached your final altitude, if you 
have set a new record, note your score using 
scoring tokens, on the back of this rulesheet, or 
on the inside of the box. 

Deal yourself one blue altitude card, and use it at 
the beginning of your next game. 

When that game ends, deal yourself another 
altitude card, and place your old altitude card 
inside the mountain deck at whatever final height 
you achieved. (For example, if you reached 
10,000’, put the altitude card 10 cards deep in the 
mountain deck.)  

If you move laterally before reaching the altitude 
card, as part of that lateral movement, locate the 
altitude card in your mountain deck and move it 
one card deeper in the deck. 

If you reach that card, take it into your hand, 
playing it immediately. When that game ends, 
place all earned altitude cards at your final height. 

Each game played in this variant is scored 
separately, but by reaching the equipment you 
left at increasingly high altitudes in past games, 
you can reach dizzying heights unimaginable 
otherwise. 

Single Slope (UNTESTED) 
Players sit side by side, with all their starting 
mountain cards adjacent, building a single 
mountain.  

Draw a hand of three event cards. If you enter a 
space occupied by another player, you may pass 
equipment or unplaced dice to each other.  

You may also play one of the three event cards 
from your hand on the other player, as if they had 
entered an event space. Immediately draw 
another event card to maintain a hand of three. 

Race to the Summit (UNTESTED) 
Rather than climbing infinitely, set an altitude goal 
(10,000’ — 50,000’ is usually a good range). The 
first player to reach that goal is the winner! 

 

 

 

 



Notes for PnP 

Dice 
The finished game will come with custom dice, 
but you can play with seven standard d6! Here’s 
how to assign the movement/energy for each 
face: 

• 6: é 3 energy 
• 5: é 2 energy 
• 4: é 1 energy 
• 3: çè 2 energy 
• 2: çè 2 energy 
• 1: ê 1 energy 

Copyright  
Die Trying is copyright © David Somerville, 2015. 
All rights reserved. However, this PnP is free to 
distribute, especially to publishers and people 
who love fun! 

 


