
The Setting

In the Beginning
It is the Dawn of Humanity, the beginning of 
the last Ice Age. Just as you have been taught, 
our ancestors — the Archaic Homo sapiens — 
had to deal with Neanderthals, Saber-Tooth 
Tigers, Woolly Mammoths, and other dangers. 

But what you weren’t taught is that our 
ancestors had other things to contend with. 
Things that later became legends — even 
campy movies — like non-extinct dinosaurs, 
magical shamans, and prehistoric Nerds!

Survival is the name of the game. But your 
Characters won’t know that. You’d be lucky if 
they even knew their own names!

Where Are We, Anyway…
The backdrop for Sticks & Stones is a place 
called the Land of Lur. Lur is a lot like the 
Earth of many, many years ago, at the start 
of our last Ice Age. Archaic Homo sapiens and 
Neanderthals actually � ourished at this time 
on the Earth. Sure, many of the other creatures 
living in Lur weren’t really around then, but we 
think they make the game a lot more fun!

…And What’s the Point?
The goal of Sticks & Stones is to be the � rst 
player to successfully complete two Quests. 
Quests are epic adventures that only the 
bravest heroes of Lur dare to attempt. You 
must build a Clan of Characters and overcome 
two challenges — all with interference from 
other players — to succeed at a Quest.

Stuff You Need to Play
The following items included in the Sticks & 
Stones Starter Set:
• These rules.
• 24 Sticks & Stones Character Cards 

with pictures of and information about 
the adventurers you will use to complete 
Quests. Six cards make up each player’s Clan.

• 64 Woot! Cards (the Woot! Deck) detailing 
Events and Gear. Events may help you or 
cause problems for your opponents. Gear 
Cards give you useful equipment, but some 
are limited to certain Character types.

• 16 Quest Cards (the Quest Deck) with the 
missions you must complete to win.

• 6 Quick Reference Cards, � ve with a guide 
to the symbols used in Sticks & Stones and 
one Turn Summary Card that is passed to a 
player when it is their turn.

You will also need:
• 2–4 players.
• Shiny Rocks. We like small polished rocks, 

but you can use colored beads, pennies, etc. 
You’ll need 10 Shiny Rocks per player.

• A desire to have fun and stop talking 
during the game!

About the Number of Players
Sticks & Stones is a fun game for two players, 
but we encourage three- or four- player 
games when possible. It is easier for a group of 
people to act prehistoric, and the interactions 
between players are immensely entertaining! 
Even with two players, if you enforce the 
“no words” rule, both players can get into 
prehistoric character and have a great time!

Talking and the Lack Thereof
We’re serious about not talking. After all, this 
is a prehistoric game! In fact, you cannot 
use words during your turn! You may only 
communicate via noises, gestures, and 
pantomimes. Other players will read any cards 
that are revealed. You may hold up � ngers to 
demonstrate Action Bonuses, etc., but should 
do whatever possible to avoid using words. 

Challenges, for example, 5 . Your Total  
must match or exceed the number speci� ed 
in a Combat Challenge to succeed at the 
Challenge.

Playing the Game

Before the Game Starts
1 Each player chooses a Clan. The youngest 

player chooses � rst, then the next oldest, 
and so on.

2 Choose your three starting Characters. Put 
your other Characters aside for now.

3 Shu�  e the Woot! Cards and place them face 
down in the middle of the playing area — 
this is the Woot! Deck.

4 Shu�  e the Quest Cards and place them face 
down in the middle of the playing area — 
this is the Quest Deck.

5 Each player gets three Shiny Rocks. You 
earn additional Shiny Rocks by completing 
Quests, using certain Woot! Cards, and 
keeping your mouth shut during your turn.

You are now ready to play. The youngest player 
takes the Turn Summary Card, stops talking, 
and starts acting prehistoric!

Player Turns
Sticks & Stones is played in a series of Turns. 
The youngest player takes the � rst Turn. Play 
proceeds in clockwise fashion. Keep the Turn 
Summary Card in front of you to show it is your 
Turn. When your Turn is completed, pass the 
Turn Summary Card to the next player. 

After you learn the turn sequence, we suggest 
using a plastic bone, club, skull, dinosaur, or 
similar token instead of the card. We like using 
a plastic club or bone, especially to threaten 
other players who are messing with you!

Things You Can Do at Any Time
There are four things you can do at any time — 
even during another player’s turn:
• Use Shiny Rocks
• Play Woot! Cards
• An individual Character may equip or put 

away any of his gear
• A player may Trade Woot! Gear Cards 

between any of his own Characters (except 
during an Individual Challenge)

Player Turn Summary
On your Turn, proceed as follows:

1 Stop Talking and take the Turn Summary 
Card

2 Draw a Woot! Card (and say “Woot!”)

3 Perform your Action for the Turn

4 Pass the Turn Summary Card to your left and 
take a Shiny Rock if you didn’t talk

Facing Challenges
Quests and some Woot! Cards cause your 
Characters to face Challenges. As already 
noted, there are two kinds: Action Challenges 
and Combat Challenges. Combat Challenges 
usually set a target number for your entire Clan 
to reach with their combined . Combat 
Challenges can be very tough, and may require 
a  of 20 or more, so they should not be 
undertaken until you have several Characters, 
Woot! Cards, and Shiny Rocks. However, you 
can never be sure you will succeed at a Quest 
since other players can interfere as well!

Individual Challenges (for example, 
4  and 8 ): Individual Challenges set a 
target number for individual Characters to 
reach with their  or  and modi� ers. On 
individual Challenges, each Character involved 
must make the target number without help 
from any other Characters. Shiny Rocks and 
unplayed Woot! Cards can be used to help.

Exceptions: You can say the name of any 
Character, and you can (and should) say 
“Woot!” every time you draw a Woot! Card.

Players may talk during another player’s turn 
only if needed (e.g., to read cards).

As an added incentive, when you make it 
through your entire turn without using words 
(except names or Woot!), you receive a Shiny 
Rock. This certainly encourages other players 
to point out if you talk! Your Turn starts when 
the Turn Summary Card is passed to you and 
ends when you pass it to the next player.

Shiny Rocks
You may use Shiny Rocks to add or subtract 
one point from an Action Bonus or Combat 
Bonus at any time during a current Challenge 
faced by any Character(s). You can play as 
many Shiny Rocks as you wish (if you have any, 
of course), but you may only have a maximum 
of 10 Shiny Rocks at any time.

Attaching Cards to Characters
Beasts, Gear Cards, and some Event Cards are 
attached to a Character Card when brought 
into play. To attach a card to a Character, place 
it under the Character Card with its bonuses 
visible at the bottom of the card. This way you 
can quickly add up all of a Character’s bonuses.

Attached cards (including Beasts) e� ectively 
become part of the Character. They may not 
be targeted separately. They are only removed 
if the Character trades them or is eliminated. If 
a Character is prevented from helping with a 
Challenge by an Event Card, all attached cards 
are also prevented from helping.

Characters, Bonuses, & 
Challenges

Characters
You start with three Characters. As the game 
progresses, you may build your Clan by 
recruiting new Characters. 

You may only recruit from your own Clan; 
everyone has six Characters to play. If you run 
out of Characters, you are out of the game.

Beast Characters may only be brought into 
play by a Beastmaster who Calls on the Spirits 
(see the “Calling on the Spirits” section).

Character Cards
The Character Cards in Sticks & Stones tell 
you everything you need to know about your 
prehistoric heroes and creatures. 

 Name

 Type and Clan

 Abilities & Powers: Some Characters have 
abilities or magical spells (called Powers) 
that allow them to do extraordinary things. 
Abilities are explained on the Character Card; 
see the “Calling on the Spirits” section for more 
information on using Special Abilities and 
Powers.

 Action Bonus ( ): The Action Bonus ( ) 
is your Character’s ability to succeed at an 
Action Challenge. The  may be modi� ed by 
attached Beasts, Woot! Cards, Shiny Rocks, and 
Powers. A Character’s Total  equals the  on 
their card plus (or minus) any modi� ers. 

Action Challenge: Quest Cards and Woot! 
Cards may present you with Action Challenges, 
for example, 5 . Your Total  must match 
or exceed the number speci� ed in an Action 
Challenge to succeed at the Challenge.

 Combat Bonus ( ): The Combat Bonus 
( ) is your Character’s ability to succeed at 
Combat Challenges. The  may be modi� ed 
by attached Beasts, Woot! Cards, Shiny Rocks, 
and Powers. A Character’s Total  equals the 

 on their card plus (or minus) any modi� ers. 

Combat Challenge: Quest Cards and 
Woot! Cards may present you with Combat 

Group Challenges (for example, 16  and 
20 ): On group Challenges, add up the 
bonuses of all Characters facing the Challenge. 
Again, Shiny Rocks and unplayed Woot! Cards 
can be used to help.

The Turn Sequence

1: Stop Talking! 
Take the Turn Summary Card to show it is your 
turn. ‘Nu�  said!

2: Draw a Woot! Card
Take a Woot! Card from the top of the Woot! 
Deck and say Woot! (Players should always say 
“Woot!” when they draw a card from the Woot! 
Deck.) You do not have to show Woot! Cards 
to other players until you use them. Woot! 
Cards are either Events or Gear. Woot! Cards 
may be played at any time — even to interrupt 
another player’s turn — unless the card says 
otherwise.

You can save Woot! Cards for later turns if you’d 
like — you don’t have to discard them until 
you use them. However, you can have only � ve 
unplayed Woot! Cards at a time; extras must be 
played immediately, cashed in for Shiny Rocks, 
or discarded.

Once you use an Event Card, put it in the 
discard pile face up next to the Woot! 
Deck unless the card says otherwise. Any 
Woot! Cards attached to a Character who is 
eliminated are placed in the discard pile. When 
the Woot! Deck has been completely used, 
shu�  e the discards and make a new Woot! 
Deck. If the Woot! Deck is empty, players no 
longer get new Woot! Cards until the deck is 
replenished.

At any time during your turn, you may discard 
any of your unplayed Woot! Cards for a Shiny 
Rock.

Woot! Event Cards: When you decide to use 
an Event Card, � rst show it to your opponent(s) 
and then follow the instructions on the card. 
Event Cards can be played on any player/
Character of your choice (including yourself ). 

Harmful Event Cards: If a harmful Event Card 
presents a Challenge to one of your Characters, 
you may only use the targeted Character’s  
or  plus any bonuses from attached cards. 
You may also use unplayed Event Cards and 
Shiny Rocks if they can help. See the “Facing 
Challenges” section for more information 
about Challenges.

Timed Event Cards: Some Event Cards allow 
a player to look through the Woot! Deck and 
� nd a card. When the player is ready, the other 
players should count “one-ooga-booga, two-
ooga-booga”, etc. up to 15. The player must 
have a single card of the correct type in hand 
when the count ends or they don’t get a card!

Woot! Gear Cards: You can immediately attach 
Gear to any of your Characters. If the Character 
can use the Gear, place the Gear Card under 
their Character Card with the bonuses 
showing (the Character gets any bonuses or 
Special Abilities noted on the Gear Card). If 
the Character can’t use the Gear Card, place it 
upside down under their Character Card. Gear 
may be traded among your own Characters 
except during an Individual Challenge.

Gear Restrictions: While a Character can 
carry an unlimited amount of Gear, he or she 
may only use two one-handed Gear items or 
a single “Big” (two-handed) item. These are 
denoted with  and  symbols. Characters 
can use an unlimited number of Gear Cards 
that don’t specify whether an item takes one 
or two hands. Also, some Gear is restricted to 
certain types of Characters. Place currently 
unused and unusable Gear upside down under 
the Character to show it isn’t in use.

Single Use Gear: When single use items are 
used, they stay in e� ect for the rest of the 
player’s current turn. Place single use Gear in 
the Woot! Card discard pile after the player’s 
turn ends.

Relics: Some Gear Cards are Relics; this is 
designated on the Gear Card. Relics are helpful 
in completing certain Quests.

3: Perform Your Action for the Turn
Indicate the action you will perform without 
using words, then go ahead and do it! Choose 
one of the following actions:
• Recruit a new Character
• Draw another Woot! Card (and say “Woot!”)
• Call on the Spirits
• Go on a Quest

Recruiting a new Character: You can use 
your action to recruit a new Character from 
your Clan. Choose any Character who hasn’t 
been eliminated. This Character joins your Clan 
immediately; place it face up with your other 
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Character Cards. Your turn is now over. Once 
you have recruited all six of your Characters, 
you may not recruit any more.

Recruiting a Beast: You must have a 
Beastmaster Character in play to recruit a Beast 
(by Calling on the Spirits). Beasts may not be 
brought into play again if they have been 
eliminated. To recruit a Dragonasaurus, you 
need a Shaman in play as well. Attach the Beast 
to the Beastmaster.

Draw another Woot! Card: You can use 
your action to take the top card from the 
Woot! Deck (be sure to say “Woot!”). Play it 
immediately or save it for later. Your turn is 
now over.

Calling on the Spirits: You may use your 
action to have one of your Characters use a 
Power or Special Ability. While some Powers 
and Special Abilities are only useful during 
Quests, there are some that can be very 
helpful at other times. When you Call on the 
Spirits, you can use a Power or Special Ability 
only once. Powers and Special Abilities can 
be used again the next time you Call on the 
Spirits or during a Quest if this is speci� ed on 
the Character Card. Once you use a Power or 
Special Ability by Calling on the Spirits, your 
turn is over.

In Sticks & Stones, magical spells are referred 
to as Powers. Only Shamans can use Powers. 
Powers and their descriptions are presented on 
the Shaman’s Character Card.

Some Characters have other Special Abilities; 
their e� ects are described on the Character 
Card.

Going on a Quest: If you are going to attempt 
a Quest, let the other players know you are 
doing so without using words. All of your 
Characters in play must go on the Quest.

Now draw a Quest Card. Have the player to 
your left read it aloud (we � nd a dramatic 
“narrator” voice is a nice contrast to the 
prehistoric gibberish). You must attempt 
to complete the Quest by following the 
instructions on the Quest Card.

Resolving Quests
All Quests have two parts; both must be 
completed to succeed at the Quest. Characters 
on a Quest may use Powers or Special Abilities 
as a “free action” to help complete the Quest 
(the Power or Special Ability must be noted as 
usable during a Quest in its description). You 
may also use attached and unplayed Woot! 
Cards and Shiny Rocks. 

Quests may present individual or group Action 
or Combat Challenges.

Interfering With the Player Attempting a 
Quest: Other players can interfere with your 
Quest by playing Shiny Rocks and Woot! Cards 
to make the Quest harder. Other players will 
generally want to do this unless you have lots 
of prehistoric charm or intimidation!

 Success: If you succeed at one of the parts 
of the Quest, have the player on your left read 
the  section on the Quest Card aloud and 
immediately apply the results. If you succeed 
at both parts, keep the Quest Card by your 
Clan to show you have completed it.

If you succeed at the � rst part of a Quest, you 
must immediately attempt the second part.

You get one (and only one) Shiny Rock if at 
least one of your Characters completes the � rst 
part of a Quest. You get the number of Shiny 
Rocks shown in Part II if you complete the 
second part of the Quest.

 Failure: If you fail to complete a part of 
the Quest, have the player on your left read 
the  section of the Quest Card for that part 
aloud and immediately apply the results to the 
Character or Clan attempting this part of the 
Quest. There are di� erent consequences for 
failure for each part of the Quest. 

If a Character can’t help with Part II of a Quest 
due to failing Part I, place their card (and any 
attached cards) upside down temporarily to 
indicate they can’t help with the second part. 

Put the Quest Card in a discard pile if either 
part of the Quest is failed. If you run out of 
Quests, shu�  e the discard pile and make a 
new Quest Deck. The Quest is not considered 
completed until a Clan succeeds at both parts. 
If you attempt the same Quest again, you must 
successfully complete both parts again, even if 
you previously completed the � rst part.

Losing Characters
Characters that are eliminated due to harmful 
Woot! Cards or failing a Quest are removed 
from play (place them in a pile o�  to the side). 
All Woot! Cards attached to these Characters 
are placed in the Woot! Card discard pile. There 
are Special Abilities and Woot! Cards that can 

bring Characters back, so don’t give up hope 
(yet) if you lose a Character!

The End of the Game
A player is out of the game if all six of their 
Characters are eliminated.

The � rst player to successfully complete two 
Quests wins the game!

Guide to Sticks & Stones 
Card Symbols

 Individual Combat Bonus/
Individual Combat Challenge

 Group Combat Bonus/
Group Combat Challenge

 Individual Action Bonus/
Individual Action Challenge

 Group Action Bonus/
Group Action Challenge

 Success!

 Failure!

 Lose one Character of your choice who 
went on this part of the quest for each 
Skull shown

 Two-Handed Gear

 One-Handed Gear

 Shiny Rock 
(number shown is how many you gain)

 Single Use Item

Optional Rules
Include a Cave Master: In order to allow 
the other players to truly act prehistoric, 
one player may volunteer to serve as the 
impartial Cave Master for the game and does 
not have a Clan of their own. The Cave Master 
is the only one allowed to use words during 
every player’s turn. The Cave Master reads 
all cards aloud so the players do not need 
to use words at all (except to say Woot! and 
Characters’ names). The Cave Master can also 
resolve disagreements that arise and serves 
as an “interpreter” when players are trying to 
communicate something. 

The Cave Master can also award bonus Shiny 
Rocks for outstanding prehistoric roleplaying. 
It is not necessary to have a Cave Master but 
it can make the game even more fun! It also 
allows a � fth person to join the game. The Cave 
Master works hard – so don’t choose this role 
unless you are ready to be narrator, interpreter, 
mediator, and banker of Shiny Rocks.

Start with more than three Characters: 
When starting with three Characters, four 
player games usually take about an hour. For a 
faster game, start with four or more Characters.

Complete one Quest to win the game: 
Requiring completion of only one Quest makes 
for a shorter, more intense game, especially for 
three or four players.

Give three Shiny Rocks to the � rst player 
who attempts a Quest: Sometimes players are 
tempted to stockpile cards, and no one wants 
to be the � rst to attempt a Quest. To encourage 
players to “go for it,” give three Shiny Rocks to 
the � rst player in the game who attempts a 
Quest. Be sure to agree on whether or not you 
are using this rule before the game starts.

Trade between players: Gear may be traded 
between Characters of di� erent players if all 
players agree. A Character currently facing 
an Individual Challenge still can’t trade with 
anyone.

Who’s Who in 
Sticks & Stones
There are four Clans from the Land of Lur in 
the Sticks & Stones Starter Set, each with six 
Characters. Players choose a Clan and start the 
game with three Characters from that Clan. 
Players may recruit more Characters from their 
Clan during the game. Here is the lowdown on 
the available Clans and Characters:

Ahs Clan of the Earth Mother
The Ahs are “classic” cavemen and cavewomen, 
and look a lot like we do. However, on close 
inspection, they have large jaws and a ridge 
under their eyebrows. They are called Archaic 
Homo sapiens by scientists; 
we refer to them as Ahs 
(pronounced like “oz”) for 
short. The Ahs Clan of the 
Earth Mother is very diverse, 
providing a variety of Character 
types. They live in the hills and 
mountains of central Lur.
• Ahs Warrior: Ahs Warriors are 

skilled � ghters and have better 
agility in combat than many of 
their stronger foes.

• Ahs Shaman: Ahs Shamans can use Powers 
(magical spells) to aid their Clan.

• Florz Archer: Florz are a tiny subspecies 
of Ahs (Florz is short for Homo � oresiensis). 
They only grow about three feet tall. Florz 
tend to be nimble and are excellent archers.

• Cave Nerd: Cave Nerds are actually a 
subspecies of Ahs. Parts of the Cave Nerd 
brain are highly developed, allowing them 
to understand things the average caveman 
� nds beyond comprehension. Sadly, 
their brains are underdeveloped in the 
areas governing social skills, strength and 
coordination. Cave Nerds are tolerated and 
even respected in their Clans due to their 
amazing inventions, though other cavemen 
snicker at them behind their backs. Several 
of their gadgets are included as Gear Cards.

• Ahs Beastmaster: Ahs Beastmasters control 
� erce, huge mammals that are fearsome in 
combat.

• Wooly Mammoth: Wooly Mammoths are 
massive beasts that strike terror into the 
hearts of their enemies.

Neanderthal Clan of the Moon
Neanderthals are a brawnier, less intelligent 
sub-species of Ahs. Neanderthals have very 
pronounced jaws and protruding foreheads. 
Luckily for the other Clans, 
Neanderthals can’t � gure out 
even simple “technology” 
like bows and arrows. This 
Clan is heavy on warriors. 
Neanderthals mainly 
live in the hills in the 
northern part of Lur.
• Neanderthal 

Warrior: 
Neanderthal 
Warriors use their 
brute strength to 
overcome their opponents. 

• Neanderthal Shaman: Neanderthal 
Shamans have the ability to use Powers.

• Neanderthal Beastmaster: Neanderthal 
Beastmasters control � erce mammals that 
are deadly in combat.

• Cave Bear: Cave Bears are huge, and when 
angry can be terrible foes.

Dino Sapiens Clan of the Sun
Dino sapiens are a race of reptiles that stand on 
two feet and have limited intelligence. Several 
di� erent types of Dinosaurs have evolved into 
Dino sapiens, such as Raptor Men and 
Pteranodon Men. The smaller members 
of the Clan are called Lesser Dino 
sapiens. This Clan uses loyal 
Dinosaurs to round out 
its forces. Dino sapiens 
inhabit the jungles 
and savannas in the 
southern part of Lur.
• Dino sapiens Warrior: Dino 

sapiens Warriors sometimes 
use Gear but often prefer 
their deadly natural 
weapons (e.g., claws 
and sharp teeth). 

• Lesser Dino sapiens Shaman: Dino sapiens 
Shamans of the Sun can use Powers.

• Dino sapiens Beastmaster: Dino sapiens 
Beastmasters control powerful Dinosaurs 
who excel in combat.

• Dilophosaurus: Dilophosaurus is a big 
carnivorous dinosaur with two large, 
parallel crests running along the top of its 
head. They try to avoid � ghts with other 
Dinosaurs, preferring to dine on more 
tender prey — like cavemen.

• Utahraptor: Utahraptors are larger versions 
of Velociraptors (their more famous cousins). 
Like Velociraptors, they have a large, 
sickle-like claw on each foot, and their teeth 
are very sharp as well. They are relatively 
intelligent, aggressive carnivores.

Troglodyte Clan of Darkness
Even Neanderthals consider Troglodytes 
barbaric. They are extremely hairy, scary-
looking, and mean. These chaotic creatures 
have dreams of taking over the other Clans, if 
only they could just stop � ghting among 
themselves for a little while! Troglodytes, 
Lesser Trogs, Trogres, and the 
dreaded Dragonasaurus make up 
the Troglodyte Clan. Lesser Trogs 
are smaller versions of 
Trogs, but are just as hairy. 
Trogres are ogre-sized 
Trogs and are formidable 
foes. Trogs mainly live in the 
hills and mountains of western Lur.

• Troglodyte Warrior: Troglodyte Warriors are 
big, cunning, and love combat!

• Lesser Trog Shaman: Lesser Trog Shamans 
of the Darkness can use dark Powers.

• Trogre: Trogres are very large cousins of 
Troglodytes. They are bipedal and look 
like huge Trogs. Trogres are very strong, 
but generally even less intelligent than 
Troglodytes (which is not saying a lot; in 
fact, it’s saying even less). They may still use 
weapons — the only Gear they may use.

• Troglodyte Beastmaster: Troglodyte 
Beastmasters help control the incredibly 
powerful Dragonasaurus.

• Dragonasaurus: This horror is the ancient 
ancestor of the legendary dragon. Much 
like the prehistoric cave-dwellers in Sticks 
& Stones, a Dragonasaurus lacks the 
intelligence of its later descendants. It exists 
to kill and eat. Basically, a Dragonasaurus 
has all the power and ferocity of a dragon, 
minus the style and subtlety.

Examples of Play

First Turn
Everyone has their starting Characters and 
three Shiny Rocks. Elliot (the youngest player) 
has chosen the Beastmaster, a Warrior, and a 
Shaman as his starting Characters. He goes 
� rst. Elliot grunts and takes the Turn Summary 
Card to show his turn has started. Elliot draws 
a Woot! Card, says “Woot!”, and gets “Groupie!” 
He attaches the Groupie to his Shaman. For his 
action, Elliot decides to have his Beastmaster 
Call on the Spirits and summon a Beast. He 
picks a Beast from his Clan and attaches it to 
his Beastmaster. This ends his turn. He passes 
the Turn Summary Card to the player on his left 

and takes a Shiny Rock since he did not use 
words during the turn.

Sixth Turn and Beyond
Shane has � ve Characters in play: a Beast 
attached to a Beastmaster, a Shaman (with a 
“Faithful Companion” Woot! Card attached), 
and two Warriors (one holds a Relic; the other 
has a Big Axe). He also has two unplayed 
Woot! Cards and eight Shiny Rocks. His sixth 
Character has already been eliminated.

Shane decides to go on a Quest. He draws 
the “Dee Va Reef” Quest Card. Each of his 
Characters must make a 3  (Individual Action 
Challenge of 3+) to � nd the lair of the Plesio 
sapiens and proceed to the second part of the 
Quest. Four of Shane’s Characters make it (and 
no one interferes — yet!). 

Shane’s � fth Character (one of his Warriors) 
only has a  (Action Bonus) of two. Shane 
spends a Shiny Rock to give the Character 

a total of three. However, Simon 
(another player) spends a Shiny 
Rock to lower Shane’s  by one. 
Shane spends another Shiny Rock. 

He growls threateningly at Simon. 
Simon growls back and spends another 
Shiny Rock. 

Shane spends a third Shiny Rock and 
changes his approach — he whines 

pitifully and begs Simon to stop. Simon 
takes pity on Shane and no one else interferes 
— yet! Shane gets a Shiny Rock for completing 
Part One, bringing his total to six.

Shane continues to part two of the Quest with 
all � ve of his Characters. He must now make a 
16  (Group Combat Challenge of 16+). His 

 (Group Combat Bonus) is 21 (including 
bonuses from the Relic, Weapon, and the 
Faithful Companion), so he is con� dent he 
can complete the Quest. However, the other 
players have a di� erent opinion! Simon plays 
the “I’m in Love!” Event Card to temporarily 
take out Shane’s Beastmaster (and thus his 
Beast as well). Fortunately, Shane has the 
“Never Mind!” Event Card, so he nulli� es the 
“I’m in Love!” card. 

Michelle uses the “Sprained Ankle!” Event 
Card on one of Shane’s Warriors, permanently 
reducing his  by two and his  by one. She 
then plays three Shiny Rocks to reduce Shane’s 

 to 17. Elliot chips in two more Shiny 
Rocks, reducing it to 15. Shane plays one of his 
six remaining Shiny Rocks to get back to 16. 

Elliot tosses in two Shiny Rocks to lower 
Shane’s Bonus. Shane raises it again with 

two more Shiny Rocks. The other 
players decide to stop picking on 

Shane for now, so he completes 
the Quest and gets two Shiny 
Rocks and the Quest Card. His 

turn is over, so he passes the 
Turn Summary Card to his 
left and takes another Shiny 

Rock for staying non-verbal.

providing a variety of Character 
types. They live in the hills and 

 Ahs Warriors are 
skilled � ghters and have better 
agility in combat than many of 

themselves for a little while! Troglodytes, 
Lesser Trogs, Trogres, and the 
dreaded Dragonasaurus make up 
the Troglodyte Clan. Lesser Trogs 

hills and mountains of western Lur.

Shane’s Bonus. Shane raises it again with 
two more Shiny Rocks. The other 

players decide to stop picking on 
Shane for now, so he completes 

the Quest and gets two Shiny 
Rocks and the Quest Card. His 

turn is over, so he passes the 

Luckily for the other Clans, 
Neanderthals can’t � gure out 
even simple “technology” 
like bows and arrows. This 
Clan is heavy on warriors. 
Neanderthals mainly 
live in the hills in the 
northern part of Lur.

Warriors use their 

Shaman as his starting Characters. He goes 
� rst. Elliot grunts and takes the Turn Summary 
Card to show his turn has started. Elliot draws 
a Woot! Card, says “Woot!”, and gets “Groupie!” 
He attaches the Groupie to his Shaman. For his 
action, Elliot decides to have his Beastmaster 
Call on the Spirits and summon a Beast. He 
picks a Beast from his Clan and attaches it to 
his Beastmaster. This ends his turn. He passes 
the Turn Summary Card to the player on his left 

and takes a Shiny Rock since he did not use 

Pteranodon Men. The smaller members 
of the Clan are called Lesser Dino 

. This Clan uses loyal 

 Warrior: Dino 
 Warriors sometimes 

use Gear but often prefer 

Shane’s � fth Character (one of his Warriors) 
only has a 
spends a Shiny Rock to give the Character 

Simon growls back and spends another 
Shiny Rock. 

Shane spends a third Shiny Rock and 


