
PREHISTORIC TIES
A game by Dave Cleaver

Art by Vincent Baker

It’s caveman days and you and Mate have to care for Baby. Baby likes to ride dinosaurs
and get into all sorts of mischief. How will you and Mate deal with the shenanigans and
what will the experience teach you?

In Prehistoric Ties, you and your friends tell a story about a prehistoric family living in a
world populated by dinosaurs. The story you tell will detail the family’s trials,
adventures, and the things they learn along the way. You will need a bunch of ten sided
dice and two friends. It’s also best to have some paper and writing utensils on hand.

Setting Up

Before you and your friends can begin to tell your story, you will need to set up the
details of your family and the world. First, you will each pick a character to portray
within the story. Next, you flesh out the characters and the world. Finally, the players
of the parents will state what they want their characters and the child to learn. These
last two steps can easily be interchanged to fit your group’s creative process.



Choosing Characters

There are three members of this family: the mother, father, and child. Each of you
needs to choose a character to play. The players of the parents will mainly control the
actions of their characters. The player of the child will be responsible for framing
scenes and presenting adversity for the parents to face. If you are not comfortable with
this responsibility, then you should choose to play one of the parents. In addition to
choosing characters, the group should pick a gender and an age for the child. Generally,
the child should be between two and five years old.

Dan, Mary, and Randy sit down to play. Dan has read the game and chooses to play the
child. Mary takes the father, and Randy will play the mother. Dan thinks that it would be
interesting if the child were a girl and around three years old, and the group agrees.

Distributing Skills

The parents are represented by a set of Skills at different levels. If you are playing one
of the parents, take a look at the list of Skills below. The list of Skills needs to be split
between the two parents. Each parent will end up with four Skills and no two Skills in
common.

The Skills are: Chasing, Cooking, Crafting,
Foraging, Hunting, Reasoning, Sneaking,
and Trapping. Most of these are
self-explanatory. If you are ever in doubt
about whether a Skill applies to a situation,
use the best judgement of the group.

The child does not get assigned Skills.
Instead the player of the child gets control
over the Hazards in the world. Hazards are
used to oppose the players in conflicts. The
Hazards are Dinosaurs, Mischief, and
Volcanoes. Hazards can be used in a
conflict when the elements that they
represent are in play. Dinosaurs are pretty
easy to incorporate into play. Mischief
represents the kinds of trouble that a
young precocious child would get into.
Volcanoes can be used for any hazard of
mother nature.

Mary and Randy look over the list of Skills, and
decide that Mary’s character, the father, will take Chasing, Cooking, Trapping, and
Foraging. This leaves the mother with the Skills of Crafting, Hunting, Reasoning, and
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Sneaking. They take a moment and write their characters’ Skills on some paper. Meanwhile,
Dan writes the three Hazards down on his piece of paper.

Assigning Levels

Skills and Hazards are no good without levels assigned to them. Levels measure how
effective the Skill or Hazard will be in play. If you are playing one of the parents, then
assign a level of 3 to one Skill, a level of 2 to two Skills, and a level of 1 to the remaining
Skill. If you are playing the child, assign a 5 to one Skill, a 4 to another, and finally a 3 to
the remaining Skill.

Mary looks over the father’s Skills and assigns a level of 3 to Cooking, a level of 2 to Chasing
and Trapping, and a level of 1 to Foraging. Randy assigns a level of 3 to Hunting, a level of 2
to Reasoning and Sneaking, and a level of 1 to Crafting. Dan takes a look at the other
character’s abilities and puts a level of 5 in Mischief, a level of 4 in Dinosaurs, and a level of 3
in Volcanoes.

Creating Learning Goals

Before you create Learning Goals, the group should collaborate on a hook for your
story. The hook is a funny thing that is happening with the family. The hook serves as a
central theme around which the Learning Goals will focus.

If you are playing one of the parents, come
up with a Learning Goal for your character.
A Learning Goal is something that you want
your character to learn over the course of
the story. A Learning Goal can be
something the character learns about
themselves or about other members of the
family. It might also be something that the
character learns that will help the family
survive. Be sure to discuss your Learning
Goal with the group, and tie it into the
hook.

After you have chosen Learning Goals for the parents, it is time to choose a Learning
Goal for the child. The Learning Goal for the child is slightly different, in that it is up to
the parents to decide the Learning Goal for the child. Once the Learning Goal for the
child has been chosen for the child, the parents no longer control the resolution of that
goal. It is up to the player of the child to determine what the child actually learns.

The group discusses a hook and comes up with “Daughter is always getting into trouble and
spoiling the hunt.” Mary thinks about a Learning Goal for the father, and finally settles on
“Learn how to connect with my daughter.” Randy decides on “Learn to hunt with my
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daughter” for the mother. Finally after some discussion, Mary and Randy decide that the
child’s Learning Goal will be “Learn not to ride dinosaurs.”

Telling the Story

Now that you’ve created characters and set up the adversity, it is time to begin telling
the story. If you are playing the child, then it is your responsibility to frame scenes for
the family. While framing scenes keep in mind the Learning Goals that the parents have
set for themselves and the child. Every scene doesn’t need to deal with a Learning Goal,
but they provide a good guide when you need ideas for where the story should go next.

If you are playing one of the parents, then you will be responsible for playing your
character within the scenes that the player of the child frames. Try to keep in mind the
Learning Goals that you have set up for your character and for the child as you play
your character.

Sometimes a scene will reach a point where you want your character to achieve
something significant, and the player of the child feels that it would be appropriate to
challenge your effort. At this point, you have a conflict and should refer to the section
on resolving one.

Dan frames a scene where the mother and father are hunting with the child and come upon
a herd of triceratops. Randy describes how his character silently stalks up through the brush
and prepares to strike. Mary describes the father setting up a trap to catch one of the other
triceratops. Dan tells them that the child has wandered off and when they look up, she is
climbing on to the back of one of the dinosaurs. Mary says that the father will chase after
the dinosaur to try and rescue the daughter. Dan declares that he will oppose the action, and
they enter a conflict.
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Resolving Conflicts

Conflict begins because of a significant action that you wished your character to
achieve. This action is your character’s intent for the conflict.

To resolve your character’s intent, you will
need to choose a Skill or Skills that applies
to the conflict. The other player playing a
parent can have their character help yours,
by applying some of their character’s Skills
to the conflict. The set of Skills used should
make sense within the story. Take a
number of d10s equal to the sum of the
levels of all Skills that will be used in the
conflict.

To challenge your character, the player of the child needs to choose the Hazards that
are present within the scene. Multiple Hazards can apply in the same way that multiple
Skills apply. The player of the child takes a number of d10s equal to the sum of the
levels of the Hazards that apply to the conflict.

Each player rolls their dice. The player with the highest die wins the conflict. If both
player’s have the same highest die, then choose the next highest die. Continue this
until there is a clear winner of the conflict. If both rolls are exactly the same, then
reroll all of the dice.

The winner of the conflict narrates how the intent of the conflict is resolved within the
story. The winner must incorporate the use of all the Skill used in their narration. The
player of the child does not have to resolve a conflict with the failure of the intent,
rather they can resolve the conflict with a success that has unforeseen consequences.

Continuing into the conflict, Mary’s character’s intent is to rescue the daughter. Randy
offers that his character will help with Reasoning. Mary decides that the father will try to
chase the dinosaur into the trap that he created earlier and will use Trapping and Chasing.
Mary will be rolling 6 dice. Dan will be rolling Mischief and Dinosaurs for 9 dice.

Mary and Dan roll. Mary rolls 9 8 5 3 1 1, and Dan rolls 9 7 6 6 5 2 2 2 1. Since their highest die
is tied, they compare the next die, and Mary wins the conflict. She narrates how, at the
mother’s suggestion, the father runs out of the bushes waving his arms wildly. The
triceratops runs right for the trap and is ensnared in it, while the father gently lifts the girl
down.

If instead Mary had rolled 8 7 7 6 5 2, then Dan would have won the conflict, and narrated
how the father ran out of the bushes but tripped over a root. The triceratops became
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spooked and ran suddenly, landing the little girl on her butt on the ground, where she began
to cry.

Learning Lessons

Whenever you feel that your character has learned a lesson that helps them to make
progress towards their Learning Goal, inform the other players of what the lesson is
and record it with the rest of your character’s information. You may suggest a lesson
for another player’s character, but they have final say on what their character learns.
This includes the player of the child, who is in full control of what the child learns.

At the end of the scene in which the father rescued the girl from the triceratops, Dan
declares that the daughter has learned a lesson. He writes “Learned that dinosaurs can be
controlled” on his piece of paper.

Ending the Story

Eventually you will reach a point when you feel that your character has learned their
final lesson on the path to their goal. At this point write down that final lesson as you
did for every other lesson, but this final lesson should determine exactly what it is that
your character learned. The story is over when all three characters have reached their
Learning Goals.

Finally, after playing for a while, Mary has resolved her character’s Learning Goal. Randy
and Dan’s characters still have unresolved Learning Goals. Dan and Randy are playing out a
scene in which the mother hands her daughter a small spear that she made for her. Dan
declares that the child has reached her Learning Goal, and writes down “Learned to use
dinosaurs to hunt” on his sheet. He then describes how later the mother catches sight of her
daughter riding a triceratops and waving her spear in the air as she chases some other
dinosaurs. Randy decides that this is his character’s moment, and writes down “Learned to
allow my daughter to hunt on dinosaurs.” At this point, the story is over.
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