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Quest for Home – 30,000 BC
Quest for Home – 30,000 BC is a game in which players guide a small clan of Neanderthals in 
their quest to find a new cave to live in. Glaciers have overtaken the old cave, driving away game 
and killing off food plants the clan formerly foraged for. Other clans have spoken of a cave to the 
south, large enough to hold a clan. Now begins an arduous trek, in search of that new home.

Goal
Find new home for your clan by reaching the Cave card with as many of your clan surviving as 
possible.

Players
1 Player

Components
24 Clan Cards
18 Terrain Cards

• 5 x Forest
• 5 x Meadow
• 3 x Hills
• 2 x River
• 1 x Mountain 
• 1 x Ice Field 
• 1 x Cave (Destination)

24 Event Cards

10 Green (Forage) dice
10 Yellow (Morale) dice
10 Black (Craft) dice
10 Red (Protect) dice
4 White (Wild) dice

72 Condition Tokens (24 each of Hungry / Weary / Sad)
78 Sickness Tokens (13 each of Fever / Stomach / Urinary / Rash / Dysentery / Congested)
6 Medicinal Plant Tokens (1 each of Fever / Stomach / Urinary / Rash / Dysentery / Congested)

Note: If dice of the appropriate colors are not available, dice of any color can be used; the player 
can divide them into “color” groups by drawing lines on a piece of paper to divide it into four 
sections, labelled by color. After each roll, return the dice of that “color” to the appropriate 
section of the paper.
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Setup
Each character is randomly dealt a hand of 8 Clan Cards. This is their clan.

The 18 Terrain Cards are prepared by taking out the Cave card and shuffling it with 3 other 
randomly selected cards. Keep these cards face down during this process. Shuffle the rest of the 
cards, and place them on top of the smaller stack containing the Cave card. This becomes the 
Terrain Cards draw deck.

During play, the Terrain Cards will be laid out in a column, one after the other, to represent the 
terrain the clan is travelling through.

Clan Cards
Each person in the clan has different skills, represented by the colored dice on their card. 
These skills are:

Green Dice – Foraging for food and medicinal plants
Black Dice – Crafting shelters and clothing to keep warm, making fires, weapons and tools
Yellow Dice – Singing, storytelling, making art, and comforting others to boost Morale
Red Dice – Protecting the clan from animal attacks, and environmental dangers
White Dice – Any of the above skills

Toddlers have few skills (one die), but have the advantage of being easily carried, should they 
become injured or sick. Youth have some skills (two dice). Adults have the most skills (three 
dice). Some adults are specialists in a particular skill, with two dice of the same color. Other 
adults can turn their hand to anything, and have a “wild” (white) die that can be used for any 
one skill, once per turn.

Why Must Your Clan Search for a New Home?
Roll D6:

1: The “other people” (homo sapiens) attacked, and drove you out of your cave.
2: Your cave collapse in an earthquake, and your clan is all that survived.
3: Glaciers are encroaching on your land, making foraging and hunting difficult.
4: Your clan grew too large for their cave, and you were forced to split up.
5: A sickness wiped out the rest of your clan; your old cave must be “cursed.”
6: One of your elders had a vision that you must move, that a better home awaited you.
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On Each Turn

1) Movement: Decide whether the clan is remaining in place on a card they moved to last turn 
(no movement), travelling slowly (1 Terrain Card) or travelling quickly (2 Terrain Cards). The 
speed chosen will affect die rolls, not moving or moving slowly (in certain types of terrain) can 
provide bonus dice – see the Terrain section for details. On the first turn, the clan must move.

If the clan is remaining in place, skip the phases that instruct you to draw and place Terrain 
Cards (Step 2) and Event Cards (Step 7).

Clans with sick or injured members may not travel quickly (unless the sick are toddlers who can 
be carried).

2) Terrain: If the clan is travelling slowly, draw 1 Terrain Card. Add it to the column of cards that 
represents the route the clan is taking. If the clan is travelling quickly, draw 2 Terrain Cards and 
add them, in the order drawn, to the column of cards.

3) Forage: Roll all of the green dice available to your clan, , adding any bonus dice provided by 
the Territory Card. Count the number of successes rolled, and consult the Forage section to see 
how much food the clan has gathered. Add or remove Hungry Tokens as required. If the clan 
finds medicinal plants, take Medicinal Plant Token of the appropriate type.

4) Craft: Roll all of the black dice available to your clan, adding any bonus dice provided by the 
Territory Card. Count the number of successes rolled, and consult the Craft section to see how 
adequately the clan has been sheltered and kept warm. Add or remove Weary Tokens.

5) Morale: Roll all of the yellow dice available to your clan, adding any bonus dice provided by 
the Territory Card. Count the number of successes rolled, and consult the Morale section to see 
whether the clan’s spirits have been lifted. Add or remove Sad Tokens.

6) Events: If the clan is moving slowly, draw 1 Event Card. If the clan is moving quickly, draw 2 
Event Cards. Resolve each card in the order drawn. The first event takes place on the first 
Terrain Card drawn this turn; the second event takes place on the second Terrain Card drawn 
this turn. (If the clan is remaining in place, no event cards are drawn.)

If the Event Card includes requires a Protect roll to be made, roll all of the red dice available to 
your clan, adding any bonus dice provided by the Territory Card. Count the number of successes 
rolled, and check to see how the event is resolved.
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7) Sickness: Check to see if any members of the clan fall ill: if any Clan Card has a total of 3 or 
more Condition Tokens (in any combination of Hungry Tokens, Weary Tokens, or Sad Tokens), 
that member of the clan falls sick. If they are already sick, add a second Sickness Token of that 
type to the card. If they were not already sick, roll to see the type of illness, and add a Sickness 
Token of that type. Then remove all Condition Tokens from that Clan Card.

8) Healing: If any members of the clan are sick, and if the clan has medicinal plants of a type 
appropriate to treat the type of illnesses shown, these plants may be used to remove that 
sickness. All members of the clan suffering from this type of sickness are cured. Remove all 
Sickness Tokens of that type, and discard the Medicinal Plant token that was used.

9) Death: Check to see if any clan members have 3 or more Sickness Tokens, or if all of the dice 
on their Clan Card are locked due to injuries. These clan members die, and their dice (both 
locked and in play) are discarded. Add 2D6 Sad Tokens.

Ending the Game
If the clan reaches the Cave card, they have found their new home. Play through the turn: 
making rolls to forage, craft, and raise morale, but skipping the Event phase. Resolve any 
sickness and injuries. Then the game is scored.

Dice Rolls and “Successes”
When rolling dice to Forage, Craft, raise Morale, or Protect, count the number of “successes” 
rolled. A success is any die that rolls 5 or 6. The number of successes determines how well the 
clan did at the activity.
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Movement
Each turn, decide whether the clan is remaining in place on a card they moved to last turn (no 
movement), travelling slowly (1 Terrain Card) or travelling quickly (2 Terrain Cards). 

On the first turn of the game, the clan must move.

Clans with sick or injured members may not travel quickly (unless the sick are toddlers who can 
be carried). These penalties take effect on the turn after the one in which the sickness/injury 
occurs. For example, a clan travelling quickly who had no members sick or injured at the start of 
its turn, but whose members fall sick or are injured during that turn, continue moving onto the 
second Terrain Card, then apply the movement penalties on subsequent turns.

If the clan is remaining in place, no new Terrain Cards are drawn that turn, and no Event Card is 
drawn. Bonus dice may be granted to Forage, Craft and Morale rolls, as per the Terrain Card the 
clan is remaining on.

If the clan is moving slowly, one Terrain Card is drawn, and one Event Card is drawn. Bonus dice 
may be granted to Forage, Craft and Morale rolls, as per the Terrain Card drawn. The event takes 
place on the Terrain Card drawn.

If the clan is moving quickly, two Terrain Cards are drawn, and placed in order. Rolls to Forage, 
Craft and for Morale are done using the second Terrain Card drawn. An Event Card is then drawn 
for each Terrain Card drawn, with the first event taking place on the first Terrain Card drawn, 
and the second event taking place on the second card drawn.

Certain types of terrain may grant bonus dice. If this is the case, add as many dice of that color 
as are shown to the die rolls made that turn.

The Icefield card prevents foraging. Any Forage rolls made while the clan is on this card 
automatically fail (zero successes).
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Foraging
Foraging (gathering food plants and hunting small game) is always done on the Terrain Card that 
the clan ends its turn on – the Terrain card at the end of the column, or the last Terrain Card 
visited, if the clan is not moving. Clans that are moving quickly must pass over the first Terrain 
Card drawn that turn without stopping to forage on it.

No foraging is possible on the Ice Field card – the result is an automatic Failure; no food is found 
there.

The food the Neanderthals foraged for included nuts (pine, acorn, pistachio); 
greens (moss, white clover, galium, nettles); fruit (berries, dates, figs, grapes, 
olea); beans and peas (lentils, vetch, prickly catepillar); tubers (nut grass); grains 
(wild oats, stiff brome, dhoob, wild barley, goatgrass); and fungus (split gill 
mushrooms). Small game animals included rabbits, birds, tortoises, and fish.

Roll the green dice available to the clan, plus any bonus dice provided by terrain. Count the 
number of successes rolled (5+), and consult the table below to see how successful the clan was 
at foraging for food.

Foraging Results
Failure 0 successes No food

Add 1 Hungry Token to each clan member

Low 1 success Very little food found, only some can eat
Add D6 Hungry Tokens

Average 2-3 successes Adequate food found, most can eat
Remove D6 Hungry Tokens

High 4-5 successes Enough for a feast
Remove 2D6 Hungry Tokens

Superb 6+ successes Enough for a feast, plus medicinal plants
Remove 2D6 Hungry Tokens
Roll for medicinal plants
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Hunger
When Hungry Tokens are added or removed, the player may choose which clan members are 
affected, and how much they are affected; it is possible for a clan member to gain or lose more 
than one Hungry Token. But tokens must first be added to clan members who have less than 3 
Condition Tokens, until all members of a clan have at least 3 Condition Tokens on them.

Die rolls do not carry over into subsequent turns; if a roll produces a total higher than the 
number of Hungry Tokens to be removed, any extra is ignored.

Finding Medicinal Plants
If the clan finds medicinal plants during a foraging roll, first roll a die to determine how many 
different types of medicinal plant are found. These plants may be used to cure sickness, during 
the Healing phase.

1-3 = 1 type of medicinal plant
3-4 = 2 types of medicinal plant
5-6 = 3 types of medicinal plant

Next, roll to see which types of plants are found, rerolling any duplications.

1 = Plant that reduces fever
2 = Plant that soothes stomach upsets
3 = Plant that that cures urinary infections
4 = Plant that soothes rashes
5 = Plant that cures dysentery
6 = Plant that soothes congestion

In addition to finding medicinal plants while foraging, the clan may stumble across them during 
the day’s trek. To represent this, an additional D6 roll is made at the end of each foraging phase. 
On a D6 roll of 6, the clan finds 1 type of medicinal plant.

The Neanderthals knew of a number of medicinal plants. Althaea Root, Ephedra, 
Wormwood and Yarrow reduced fever. Ephedra and Yarrow were also used to 
treat colds and congestion, as were Mallow, Pine Needles, and Ragwort. Yarrow 
was also effective against dysentery, as was Annual Mercury. Stomache ailments 
could be treated with Althaea Root, Chamomile, Fennel, Juniper, Wild Radish, 
Yarrow, and Wormwood (which, as the name suggests, also purged worms). 
Annual Mercury and Juniper also treated urinary infections, as did Birch, Muscari,  
and Pine Needles. For skin afflictions, there was Althaea Root, Annual Mercury, 
Pine Needles and Wild Radish. Yarrow as effective for toothache, and Althaea 
Root and Ragwort for pain. Annual Mercury was also used to treat eye infections.
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Crafting
Crafting (constructing a temporary shelter for the night, building a fire, sewing animal skins into 
warm clothing, repairing tools and weapons) is always done on the Terrain Card that the clan 
ends its turn on – the Terrain card at the end of the column, or the last Terrain Card visited, if 
the clan is not moving. Clans that are moving quickly pass over the first Terrain Card drawn that 
turn without stopping to craft on it. 

Roll the black dice available to the clan, plus any bonus dice provided by terrain. Count the 
number of successes rolled (5+), and consult the table below to see how well the clan has 
sheltered and prepared itself.

Crafting Results
Failure 0 successes No shelter, fire goes out, clothing and tools wearing out

Add 1 Weary Token to each clan member

Low 1 success Poor shelter, clothing and tools wearing out
Add D6 Weary Tokens

Average 2-3 successes Adequate shelter, warm fire
Remove D6 Weary Tokens

High 4-5 successes Good shelter, warm fire, clothing and fools repaired
Remove 2D6 Weary Tokens

Superb 6+ successes Excellent shelter, warm fire, clothing and fools repaired
Remove all Weary Tokens

Weariness
When Weary Tokens are added or removed, the player may choose which clan members are 
affected, and how much they are affected; it is possible for a clan member to gain or lose more 
than one Weary Token. But tokens must first be added to clan members who have less than 3 
Condition Tokens, until all members of a clan have at least 3 Condition Tokens on them.

Die rolls do not carry over into subsequent turns; if a roll produces a total higher than the 
number of Weary Tokens to be removed, any extra is ignored.
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Morale
Raising morale (singing songs, making music, telling stories, leading dances, or creating art) is 
always done on the Terrain Card that the clan ends its turn on – the Terrain card at the end of 
the column, or the last Terrain Card visited, if the clan is not moving. Clans that are moving 
quickly pass over the first Terrain Card drawn that turn without stopping to raise morale on it.

Roll the yellow dice available to the clan, plus any bonus dice provided by terrain. Count the 
number of successes rolled (5+), and consult the table below to see whether the performances 
deepen or remove sadness.

A clan member who is sick may not make morale rolls. Certain types of injuries may also prevent 
a clan member from making morale rolls.

Morale Results
Failure 0 successes The clan is apathetic; their sadness deepens

Add 1 Sad Token to each clan member

Low 1 success A lacklustre performance; for most, sadness deepens
Add D6 Sad Tokens

Average 2-3 successes An adequate performance, some spirits are lifted
Remove D6 Sad Tokens

High 4-5 successes A great performance that rallies the clan
Remove 2D6 Sad Tokens

Superb 6+ successes A joyous celebration!
Remove all Sad Tokens

Sadness
When Sad Tokens are added or removed, the player may choose which clan members are 
affected, and how much they are affected; it is possible for a clan member to gain or lose more 
than one Sad Token. But tokens must first be added to clan members who have less than 3 
Condition Tokens, until all members of a clan have at least 3 Condition Tokens on them.

Die rolls do not carry over into subsequent turns; if a roll produces a total higher than the 
number of Sad Tokens to be removed, any extra is ignored.
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Events
Tribes that remain in place for a turn – foregoing movement – do not need to draw an Event 
Card during that turn.

Tribes that are moving draw either 1 Event Card (moving slowly) or 2 Event Cards (moving 
quickly). These cards are resolved in the order drawn, and according to the type of terrain the 
clan is moving through at the time. The first event takes place on the first Terrain Card drawn 
this turn; the second event takes place on the second Terrain Card drawn this turn.

Note that some Event Cards include effects that only take place if the clan is on certain types of 
terrain when the card is drawn.

When an Event Card stipulates that D3 of the Clan are affected by an event, roll a D6.
1-2: 1 person is affected
3-4: 2 people are affected
5-6: 3 people are affected

Protect
Many of the Event Cards require the clan to protect itself from danger – if this is the case, a 
Protect roll is made. Roll the red dice available to the clan, plus any bonus dice provided by 
terrain. Count the number of successes rolled (5+), and consult the Event Card to determine the 
results.

If the result is that members of the clan are killed or injured, the player may choose who these 
characters are. (You cannot apply a “killed” and an “injured” result to the same character as part 
of the same result.)

Some Event Cards indicate that no protection is required. When one of these cards is drawn, 
you need not make a Protect roll. The characters assigned to protect the clan do nothing.

Injuries and Locked Dice
Each time a clan member suffers an injury, it “locks” one of the dice available to the clan, 
removing it from those available. Take a die that corresponds to one of the colors on the Clan 
Card of the injured person and place it over the die of that color on the card. This die is 
permanently locked and may not be rolled again.

A clan member on which all dice become locked during a single turn may not receive more 
injuries; they are already dead. Choose another clan member to be injured, instead.

Injuries and Movement
A clan that includes one or more injured people may only travel slowly – moving quickly is no 
longer an option. 
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Sickness
If any member of the clan has 3 or more Condition Tokens (Hungry Tokens, Weary Tokens, or 
Sad Tokens) that person falls ill – or their illness deepens.

If the clan member is already suffering from a sickness, add another token of that sickness type 
to their card. Then remove all Condition Tokens from their Clan Card.

If the clan member does not already have a sickness token, roll to see what type of sickness 
they suffer, and place a sickness token of the appropriate type on their Clan Card. Then remove 
all Condition Tokens from their Clan Card.

1 = Fever
2 = Stomach Upset
3 = Urinary Infection
4 = Rash
5 = Dysentery
6 = Congested

Sickness and Movement
A clan that includes one or more sick youth or adults may only travel slowly – moving quickly is 
no longer an option. (Sick toddlers do not slow the clan down, as long as they are carried by 
another member of the clan. The person carrying them must not be sick or injured themselves, 
and each toddler must be carried by a separate person.)

Healing
If the clan has medicinal plants, these plants can be used to remove all instances of sickness 
cured by that plant. The Medicinal Plant Token is discarded, and all members of the clan 
suffering from this type of sickness are cured. Remove all Sickness Tokens of that type from the 
clan.

Any Medicinal Plant Tokens that are discarded become available to potentially be found again, 
on subsequent turns.

Death
At the end of each turn, check to see if any Clan Cards have 3 or more Sickness Tokens on them, 
and/or if any have all of their dice “locked” due to injuries. These clan members die, and their 
dice (both locked and in play) are discarded. Then add D6 Sadness Tokens to the clan.

Injuries are especially dangerous for toddlers; an injured toddler will automatically die at the 
end of a turn, during the Death phase.
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Reaching the Cave
When the Cave is turned up from the Terrain Deck, the clan has reached its new home. Play 
through one final turn, making rolls to forage, craft, and raise morale. The cave offers three 
bonus white dice (regardless of how fast the clan was travelling), which can be applied to these 
rolls as the player wishes; each of these wild dice can be used just once.

The Event phase is skipped; no Event Card is drawn for the Cave card.

Resolve any sickness, then roll for the cave’s capacity.

Cave Capacity
Although a new home has been found, it might not be big enough to hold everyone! After 
resolving the turn in which the cave is reached, roll 3D6 and add the dice together. This is how 
many people the cave can hold.

If the cave isn’t big enough to hold everyone, the player has two options. 

1) End the game here, choosing which members of the clan get to stay in the cave, and which 
are turned away to find some other home. Discard those turned away, and score the game 
based on the characters who fit in the cave.

2) Keep playing to determine the fate of those turned away. Shuffle all of the Terrain Cards and 
create a new deck of 5 randomly determined cards, plus the Cave card, which is shuffled into 
these cards. Play through these 6 cards until the outcasts find a cave (if they’re lucky, it might be 
the first card drawn!), and resolve the final turn as normal. Add the score for this second group 
to the score for the first group.

If by some chance, the second cave is also too small to hold everyone, the player may repeat 
the second option as many times as required. Note, however, that the smaller the number of 
people in those turned away, the less chance they’ll have of surviving to find a new home – 
there will be fewer characters who can roll when attempting tasks!

Scoring
How well did your clan fare? After playing through the final turn, score points as follows:

• 10 points for each clan member who reached the cave, adjusted as follows:
◦ - 5 points for each person who is Injured (number of injuries doesn’t matter)
◦ - 3 points for each person who is Sick (amount of sickness doesn’t matter)
◦ - 1 point for each Hungry, Weary, or Sad token
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Quick Reference Sheet

Die Results Forage Craft Morale

0 successes Add 1 Hungry Token to 
each clan member

Add 1 Weary Token to 
each clan member

Add 1 Sad Token to each 
clan member

1 success Add D6 Hungry Tokens Add D6 Weary Tokens Add D6 Sad Tokens

2-3 successes Remove D6 Hungry 
Tokens

Remove D6 Weary 
Tokens

Remove D6 Sad Tokens

4-5 successes Remove 2D6 Hungry 
Tokens

Remove 2D6 Weary 
Tokens

Remove 2D6 Sad Tokens

6+ successes Remove 2D6 Hungry 
Tokens and roll for 
medicinal plants

Remove all Weary 
Tokens

Remove all Sad Tokens

Medicinal Plants Found? (D6) Type of Medicinal Plant (D6)
6 = yes (1 type) 1 = Plant that reduces fever

2 = Plant that soothes stomach upsets
Number of Medicinal Plants Found (D6) 3 = Plant that that cures urinary infections
1-3 = 1 type of medicinal plant 4 = Plant that soothes rashes
3-4 = 2 types of medicinal plant 5 = Plant that cures dysentery
5-6 = 3 types of medicinal plant 6 = Plant that soothes congestion

Sickness (D6)
1 = Fever 4 = Rash
2 = Stomach Upset 5 = Dysentery
3 = Urinary Infection 6 = Congested
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