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Tribes is a roleplaying game that simulates the way our ances-
tors lived long ago, when we were first becoming human. Players
can re-create — and change — the earliest human societies, and see
what effects the rules of society have on their ability to survive
and reproduce.

The object of Tribes is to raise healthy children. To do so, you
must face the challenges of nature and make the best use of your
abilities within the rules of your tribe . . . or convince your fel-
low tribespeople to change those rules.

COMPONENTS

This game includes the following components:

This rulebook.

Gameboard (two sheets; you may want to tape them together
and/or tape them lightly to the table before play).

A master sheet from which you may copy Character Cards,
Birth Records and, if you like, extra tokens and markers.
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Food, Grain, Basket and Spearhead tokens; cut them out.

Numbered markers for Children and Guardians — 24 sets of 2.

The large ziplock bag the game is packaged in, and smaller
bags to hold counters.

You will also need pencil and paper, and several six-sided
dice.

OBIECT OF THE GAMIE

In this game, each player represents a primitive tribesman or
tribeswoman. The object of the game is success, as defined in
biological terms . . . that is, to have healthy, adult descendants.
During the course of the game, characters will have children
(represented by tokens on the board). An individual is successful
if he/she has many children who reach adulthood. The tribe as a
whole is more successful if lots of children reach adulthood,
because everybody’s children have a better chance if the tribe is
strong.
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BRIN, DaviD. The two Uplift trilogies (Sundiver/Startide Rising/The Uplift War and
Brightness Reefl/Infinity’s Shore/Heaven’s Reach), published by Bantam, both
explore the effects of a species’ biological heritage upon its society and behavior
... and the extent to which intelligence can understand and deal with that heritage.

DAWKINS, RICHARD, The Selfish Gene. Oxford University Press, 1976, second edition
1989. Shows how “blind” evolution can produce very complicated systems, and how
social ideas, or “memes,” can encourage cooperation or non-cooperation in groups. 4

DI1AMOND, JARED, The Third Chimpanzee. HarperCollins, 1992. Discusses our primate //
heritage and its effects on our society. Why did we really develop agriculture? How
do we choose our mates, and why do we “cheat” on them? Why do we age and die?

HRDY, SARAH BLAFFER, The Woman That Never Evolved. Harvard University Press,
1981. A discussion of evolutionary biology as it applies to the female of our own
species, in the context of her primate heritage.
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David Brin (www.XKithrup.com/brin/brin.html) is the author of several best-selling | |
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science fiction books, including Startide Rising, which won both the Hugo and Nebula
awards. His latest book is The Transparent Society, a nonfiction look at freedom and pri-
vacy in the Information Age.

Steve Jackson (sj.sjgames.com) is the designer of various award-winning games,
including the GURPS roleplaying system, Illuminati, and Car Wars. He is currently sSJG00995 1800
waxing enthusiastic about the Internet as a medium for both games and game support.
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STUCK FOR AN ADVENTURE?

NO PROBLEM.

Warehouse 23 sells high-quality
game adventures and supplements
in print and PDF formats.

e Free downloadable adventures for
GURPS and In Nomine!

e Fun gaming accessories — shot glasses,
shirts, specialty six-siders, and more!

e PDFs from Atlas Games, Amarillo Design
Bureau, Pelgrane Press, Goodman Games,
and many others - plus gems from
the up-and-comers.

e Original material for Transhuman Space
and new GURPS supplements from
Kenneth Hite, Phil Masters, David Pulver,
Sean Punch, and William Stoddard!

e Fully searchable files of GURPS Fourth
Edition supplements.

e Digital editions of out-of-print classics,
from Orcslayer and the complete run of ADQ -
to GURPS China and GURPS Ice Age. ( >

@ Buy boardgames and roleplaying PDFs in 2
the same order! Download digital purchases
again whenever you need to.
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