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A WORLD OF DANGER!
You’re in the Ice Age, where mankind bat-
tles for survival. The weather is harsh.
Gigantic beasts, and your own savage
cousins, surround you on every side. You
have no Uzis or bulletproof vests, no auto-
mobiles, no penicillin, not even as much
as a match (or a Fire spell). You have only
your wits and the weapons you can make
by hand.

Can you survive?

This book is designed for use with the
GURPS Basic Set, Third Edition, but can
be used as a sourcebook for any other
roleplaying game system.

This PDF is a scanned copy of the last
printed edition of GURPS Ice Age. No
changes or updates from that edition were
made, but we have appended all known
errata to the end of the document.
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About the Author 
GURPS Ice Age is author Kirk Tate's 

fust professional effort. He has been a 
roleplayer and GM for wer  ten years and 
a wargamer for more years than hecares to 
reed. He has contributed to Roleplayer 
magazine and playtested both lUwninoP 
and the GURPS Basic Set. His GM credits 
include Hexworld at Origins '8S and other 
Texas conventions. With parmer in crime 
1. David George, be designed and ran a 
solo roleplaying ~dvenbye at Texcon. 
Kirk holds a B.A. in history from the 

University of Texas where hi tastes ran 
from ancient Greece to modem Mexico. In 
addition to gaming, his interests include 
rugby and science fiction and fantasy 
literature. He is currently the GM-by- 
default of an ongoing fantasy campaign, as 
none of his friends want the job. Kirk re- 
sides in Austin, TX., with his wife and an 
incredibly ugly couch. 

About GURPS 
Steve Jackson Games is committed to 

full support of the GURPS system. Our a& 
dress is SJ Games, Box 18957-A, Austin, 
TX 78760. Please include a self-ad- 
dressed, stamped envelope (SASE) any 
time you write us! Resources now avail- 
able include: 

Roleplayer. This bimonthly newsletter 
includes questions and answers, new 
races, rules, beasts, information on u p  
coming releases, and more. Please write 
for current subscription information. 

New supplements and adventures. 
We're always working on new material. A 
current catalog is available for an SASE. 

Errata. Nobody's perfect - but when 
we make a mist*, we admit it. Upto- 
date errata sheets for all GURPS releases, 
including this book, are always available 
from SJ Games; be sure to include an 
SASE with your request. 

QbA. We do our best to answer any 
game question accompanied by an SASE. 

Gamer input. We value your com- 
ments. We will consider them, not only for 
new products, but also when we update 
thi book on later printings! 

BBS. For those of you who have home 
computers, Sl  Games operates a BBS with 
discussion areas for several eames. includ- 
ing GURPS. Mwh of the pl&test feedback 
for new oroducts comes from Ule BBS. It's 

~ .~ 
up 24 hours per day at (512) 447-4449, at 
300, 1200 or 2400 baud. Call us! 

Introduction 

GURPS Ice Age is a supplement designed to provide everything you need to 
roleplay in the world of early man. Here you will find detailed rules for building 
characters of any species from man's family tree. There are new skills, ad- 
vantages and disadvantages, and a magic system to simulate shamanism and 
primitive spiritualism. 

You will also find suggestions for setting up campaigns in the stone-age 
world, as well as "lost worlds," time travel and slapstick campaigns. The Bes- 
riary chapter details a selection of Ice-age fauna for use in encounters as op- 
ponents and prey. Finally, there is an adventure for beginning characters to help 
you get the "feel" of roleplaying cavemen. 

Ice Age is oriented primarily towards Europe during the Pleistocene Epoch, 
which began about one million years ago. This is the world of the classic cave- 
men, Neanderthal and Cro-Magnon. There is also more archaeological evidence 
from this period and region than any other, especially for the last 200,000 years. 
The giant ice flows which shaped the entire ecosystem of most of the northern 
hemisphere had virtually no effect south of the Mediterranean. 

Despite the European emphasis, GURF'S Ice Age allows gaming in any 
period of hominid history. All of the species of genus Homo are discussed in 
detail, and there are even rules for making characters from the genus Ausrrab 
pithecus. A few animals of the African savanna are described as well. 

The information provided in this book was gleaned from a wide variety of 
books and periodicals. The field of anthropology is a rapidly changing one - 
due to the development of new technologies. Wherever possible the most current 
and widely accepted view is presented. This does not mean that it is necessarily 
right, and it may someday be proven wrong. The final consideration in any mat- 
ter, of course, is playability. If a certain theory didn't, in this author's opinion, 
make for good gaming, it was changed or omitted. 

- Kirk Tote 



Character Creation 
This section contains specific information about the various hominid races 

that flourished during the Ice Age - including social structure, technology, cul- 
ture, religion and physical characteristics - everything the player needs to 
create a single character or an entire tribe. Which hominid species are acceptable 
as player character races will depend on the time and type of campaign. Check 
with your GM before you begin building your character. 

PCs for Ice Age campaigns should be built on 100 points. Some hominids 
have natural advantages or limitations which are inherent to the species. These 
advantages and disadvantages are figured into the point cost for being a member 
of that race. Such automatic disadvantages and limitations do not count against 
the 40point limit for a PC (seep. B26). 

Some skills and advantages are forbidden to certain races - they simply 
aren't advanced enough. These are listed in the race descriptions. Other skills 
and advantages aren't available to any Ice Age characters; these are listed in the 
Characterschapter. Any skill, tool or cultural development discussed in the text 
on one race may be presumed to be available or in existence for all subsequent 
races. 

Character stats for all the hominid races are summarized on p. 63. 

H. hub& Height 
and Weight Table 

This table works just like the table for 
humans oa p. B13. Height is determined 
by ST; weight is based on hdght. 

ST Heighl Weighl 
4 or below 4'8" 90 lbs. 
5 4'9" 95 ibs. 
6 4'10" 100 lbs. 
7 4'11" 105 lbs. 
8 4'11" 105 lbs. 
9 5 '  110 lbs. 

10 5 '  110 lbs. 
11 5'1" 115 lbs. 
12 5'1" 115 lbs. 
13 5'2" 120 lbs. 
14 5'3" 125 lbs. 
15 or above 5'4" 130 lbs. 

Hominid Races 



A "shaman" is a wizard from a primitive society. This chapter will discuss 
Ice Age shamans and give a rationale behind their powers, along with a set of 
shamanistic spells. Although magic is not a required element of an Ice Age cam- 
paign, it adds color and dramatically increases roleplaying possibilities. 

Shamanism 
The shaman is the scientist, priest and doctor of early human society. He 

alone truly understands how the world works - the spiritual forces behind such 
phenomena as seasons, animal behavior, death and disease. This understanding 
is derived from the shaman's unique ability to contact and influence the spirit 
world. Though a shaman must have inborn ability, most learn their trade and 
spells from another shaman. Shamanism is an an, requiring skills and 
knowledge, both magical and mundane, which are the exclusive domain of the 
practitioners. Theology, in an Ice Age campaign, is the professional skill of the 
shaman. 

Most shamans ply their trade for personal benefit, to be sure, but for the 
good of the tribe as well. Evil shamans do exist, but they are hated and feared, 
and must either hide their activities or live as outcasts. 

GM-ing Shamanism 
Shamanism adds a whole new dimen- 

sion to roleplaying in the Pleistocene 
world. The GM of an Ice 44e  c m a i m  
which incorporates shamanism will o & b  
bc both creative and Ilexiile. He will o h  
be called upon to improvise, creating and 
descniing visions of spirits and the spirit 
world. Shamans may interact with these 
spirits to achieve things impossible for nor- 
mal men. Good players will come up with 
unexpected uses for the spells listed, and 
ideas for new spells. 

The general rule: Preserve game 
balance, hut make it fun. You can't allow 
any spell use that short-circuits the whole 
adventure. But, as much as possible, you 
should reward creative use of spells. 

A GM is not required, however, w use 
the magic system just because he wants to 
have shamanism in his campaign. With 
only one or two exceptions, the spells 
listed are of an inherently ambiguous na- 
lure. The characters aetersd conceivablr use 
them without ever knowing if they &dly 
work. The GM need merely make all h e  
die rolls in secret, and then -kIl the players 
what thew characters ~erceive. They need 
not know if the vision of tbe sham& was 
real or simply a hallucination brought on 
by exhaus&. Similarly, a playerwon't 
know for sure if his character is blessed, 
since he can't tell if that arrow should have 
hit him in the heart, and not the arm. But 
remember, the characters will believe 
without question that magic works and 
spirits exist. 

Shamunisrn and Magic 



Most of the following descriptions originally appeared in 
GURPS Besthy, written by Steffan O'SuUivan. Some have been 
edited, expanded or slightly altered to tailor them to the specific 
requirements of this b d c .  For more information on these and 
many other cmtwes, GURPS Bestiaq is highly mwmnmded. 

For those who want a thoroughly non-historical campaign. 
a selection of dinmur statist~cs are provided on pp. 4243. 

Animal Descriptions 
Where detailed descriptions of animals arc given, they fol- 

low the format of the GURPS Besliary. Most of the headings are 
self-explanatory. S i  refen to size in hexes. Habitats are ab- 
breviated as follows: 

A = Arctic 
D = Desert, including all dry areas and scrub woodlands 
F = Forest, including all temperate forests 
FW = Fresh-Water Aquatic 
J = Jungle, including any tropical forest 
M = Mountain 
P = Plains, including all grassland, steppes and so on 
S = Swamp 
Sub = Subterranean 
SW = Salt-Water Aquatic 

* means a special ability or attack - see text 
#indicates exceptions to the given entry - see text 
- means that the heading does not apply. 

Pleistocene Europe 
Aurochs 

ST: 48-60 S d h d w :  814 Size: 3 
DX: 9 PDIDR: i l i  wt: ~ , O O O - Z , ~ O O  1bs. 
IQ: 4 Damage: ld+2 imp# Habitats: P, F 
HT: 13-16 Reach: C 

The awoehs was the ancestor of modem domestic cattle. 
Well-known by primitive humans, it was hunted and domesti- 
cated extensively. By medieval times, it had become rare, and 
has been extinct since the 17th century. 

Treat aurwhs l i e  any other herd herbivore - they will flee 
if thatened. Males protect the herd - by charging and tram- 
pling. Their horn do ld+2 impaling damage; their trample 
does id + 1 mushing damage. 

Bear 

Bear, Brown 
ST: 15-19 Speedlhdge: 716 Size. 2# 
DX: 13 PDIDR: 111 Wt: 200-700 lbs. 
IQ: 5 Damage: Id cr# Habitats: F, M, S 
HT. 14/16-20 Reach: C 

Bear, Cove 
ST: 27-33 Speed/Dodge: 716 Size: 3# 
DX: 12 PDIDR: in wt: 1,200-1,600 1bs 
IQ: 5 Damsge: 2d-2 crt  Habitats: M, F 
HT: 14/24-30 Reaeh: C,l 

Bears are omnivores which, with the exception of the polar 
bear, actually eat more plants than animals. They are found the 
world over. Most bears will get out of your way if they hear you 
coming, but if surprised can be quite dangerous. Make a reaction 
roll to determine whether the bear is hungry, aggressive or just 
gets out of the way. Mother bears are extremely protective of 
their cubs, reacting at -8. 

Bears strike with their claws for crushing damage, or bite 
for the same amount of cutting damage. 

Bmwn bears are found in the northwestem portion of North 
America and throughout E w p e  and Asia. A brown bear wak- 
ing on all fours is a 2-hex animal. When standing on its rear legs 
to fight, it occupies only one hex. 

Bestiary - 38 - 



$kh, 7.28-29. 
Magic, 31-37; and psionics, 8; archaic Spirits, 34; The Sacred Cave, 55-56; 

Hcvno sapiens, 16; charlatanry, 33; Spirit trap, 37; Svnaoon Jjpirit spell, 
Cro-Mannon. 23: disease. 32: GM-inn. 37: see also Relieion. " 

Animals, 38-43; chasing. 5; Cro-Mag- 31; it-, 35; ~eanderthl,'20; &li Stan& 25,28. 
non, 20,21; ~ s t i c c u i o n .  20. list, 36-37; spirits, 34; trance, 33, 34, Stone Knappiog, skill, 26. 

Armor, 30. see d o  Shamanism. Storms, Caughr in rhe Storm, 55. 
Art, archaic H m  sapiens, 17; Cro-Mag- Mi@m, 47- Taboos, archaic Horn, sapiens, 16, 17; 

nan, 21; Neandenhal, 20; Pleistocene, Mowtenan 16. burinl, 55; Cm-Magma, 23; &erne, 
4; ~ f ~ ~ ~ l l f n ~ ,  17.25; 21. Neamkrtbd 7, 17-20; dis-amnce, 18; 32, 35; ~ ~ ' l e s ,  47; H. habilis, 11; 

Aura, spcll, 36. 44-45; taal-making, 16, 18. Neandenhal, 19; see also Religion, 
Aus&alopitkcines, 5; chamctem, 10-11; Oldow" 15. 

language, 8. Pestilence remove, spell, 37. Pleistocene Technology, 8, 13, 45; archaic Homo 
Banish, spell, 36. 3-7; Age of Reindeer, 20; Ice Ages, 5, sapiens, 6,1415: Cro-Magnon. 21-22; 
Barter. 7-8; Skins. 7. 6, 12,20. equ+ment. 29-30; Homo erecius, 6, 

Power, magic item, 35. 13; Horn, habilk, 6. 10; Ladois Bless, magic item, 35; spell, 36. , 7; 
Charlatanry, 33, ardraic H. sapiens, 16. Psionicsv Mol~~ferian. 7; realis&, 44; shelter, 
Clothing, 30. Quest, 47. 18, 20, 21; mmponarim, 19, 22; 
Cro-Magnon, 7,20-23; realisric, 44. Ramapithecus, VPeamnce, 5. rrqpics, 19; unrealistic, 50; see d o  
Cum, magic item, 35; spells, 36,37. Reindeer, 4, 38-39; hunting, 20, 46. Twlmaking. 
Death Vision spell, 36. Religion, 8, archaic Homo sapicnr, 16; Throwing stick, skill, 28; wapn stars, 

Diet, 12, Cro-Magnon, 22; fzo&bliS, & a r ~ k  17; burial, 55; Cro-Magnon, 29. 
1 1 ; skills, 27. 23; Homo erecfus, 14; Neandenhal, Tool-making, Cro-Magnon, 7, 16,21-22; 

D h m ,  42-43, unrealistic campaign, 19; lheology skill, 27; V m  cult, 22; eziles, 11; Hmu, encnrr, 6, 13; Horn, 
48. see also Magic, Shmnanimr, Taboos, habilis, 6.10; H-apiens, 6; skills. 

Disease, 32.35. Totmr'm 26; Mousterian. 16; Neandenhal. 7; 
Divination, s p d ,  36-37; +s, 37. Remove Curse, spell. 27. Oldowan method, 15; realistic, 44; w- 
Equipment, lisr, 29. Shamanism, 31-37; archaic Homo cia1 deverOpmmf, 13; Slone Knapping 
Exile, H. erectus, 14; H. habilk, 11; out- sapiem, 16; charmer types, 25; Cro- skill, 26; see also Techdogy. 

laws, 24,47; realistic fompaign, 45. MO~M" ,  23; ~ k .  54; Neander- Totemism, Cro-~agnon. 23;finrmnt(1~1, 
Eve, 14; timeline, 7. thal, 20; psionicr and magic, 8; skills, 46; timeline, 7; see also Religion, 
Exorcism, 37. 27; see also Magic, Religion. Shamanh. 
~ ~ ~ d ,  garhering and plan, 12; Shelter, 4; Cro-Magnon, 20,21; Neander- Trancing, 32-33; uanple, 52; spell cast- 

t h e  topnd food, 28; mlw,  29. thal, 18. ing, 34. 
Fire, o d i c  H- sapienr, 15; boiling Skills, 26-28; charlatmry, 33; pefor- War, warring &s, 46. 

water, 21; Flint Jjparking, 27; Homo ma-, 33; Pleistocene language, 8; Wealth ($kins), 7.28-29. 
erectus, 13; H. habilis. 10; skills. 27-. See a[SOhguage. Weapm, making, 26; list. 29. 

GhieIs, scc lce Age. 
Herbalist, 33; character, 24; skill, 27-28. 
Hding, spell, 37; see also Disease. 
Homo (genus); Cro-Magnon, 7; mais- 

fence, 44; c r e w ,  6.12-14; habilis, 6, 
8, 9-1 1; Neandenhal. 7, 17-20; see 
Homo sapiens. 

Homo sapiens, archaic, 6-7, 14-17; 
character lypcs, 24; coexistence, 44; 
Cro-Magnon, 7; language, 8; 
Neandenhal. 7. 

Horses, 4.39; hurting, 5.20. 
Ibex, 39; hunting, 5.20. 
Ice Ages, 4; Guiu, 6; Mindel, 6; Pleis- 

tocene, 5,6, 12; Riss, 7; Wurm, 7. 
Language, 8, 13; a k i c  Homo sapiens, 
15-16; mpabiliry, 8; Cro-Magnon, 22; 
Honro erectus, 13; H. habilis. 10, 11; 
Neandenhal, 18. 

Lifespaus, archaic Homo sapiens, 14; 
Cro-Magnon, 2 1 ; hereditary leader- 
ship, U; H. erectus, 12; H. habilis, 
10. 

I ~ ? x  - 64 - 



STEVE JACKSON GAMES

STUCK FOR AN ADVENTURE? 

NO PROBLEM.
Warehouse 23 sells high-quality 

game adventures and supplements 
in print and PDF formats.

� Free downloadable adventures for 
GURPS, In Nomine, and Traveller!

� Fun gaming accessories – shot glasses, 
shirts, specialty six-siders, and more!

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

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

� Fully searchable files of GURPS Fourth
Edition supplements.

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

� Buy board games and roleplaying PDFs in 
the same order! Download digital purchases
again whenever you need to. 

warehouse23.com

®

http://www.warehouse23.com



